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The long-lived, and much loved, series o f Dragon Quest* continues. Not 
only have the remakes for the Nintendo DS been a rousing success, but now 
players are getting an entirely new installment to enjoy! 

Dragon Quest* IX: Sentinels of the Starry Skies has a massive storyline, well 
over too side quests, a bestiary that tops the charts, and more items and 
equipment than you can shake a slime at. Putting in 30-40 hours only reveals 
some of what this incredible game has to offer. 


It also holds on to many of the series’ traditions, even returning to a 
mechanic that hasn’t been seen in quite some time—you get to create your 
own hero and your own party! The possibilities are limitless, and this guide 
contains more than a few ideas about 
what to create. 

Would you like to see more? This book has everything you need, both in 
the main game and for all of the post-game glory. This guide shows you 
how to create gear that is better than anything you can buy at a store. 
Accessorize your characters. Kill all the monsters while making a fashion 
statement. Play with friends. Find hidden treasures. It's all here for you. 

Do you prefer strategies for besting the meanest bosses? Those are given, of 
course, but this book takes that a step further. Learn how to craft your party 
and use the vocation system to maximize each of your characters. You 11 be 
given ideas for the short-term as well as the long-term. Creating the deadliest 
character on the block takes dedication. This book can help take you there. 
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The maps in this guide show you all of the world's hidden items, equipment, 
recipes, and quest givers; it’s all right here-at a glance! You can save time 
searching and instead immerse yourself in Dragon Quest's wicked combat. Push 
through the story without extra leveling if you want a challenge; there are many 
suggestions for where to go if you want the shortest and most challenging path. 
Or, if you’re a person who wants to build up, the guide tells you exactly where to 
search for glorious, naughty, almost inappropriate levels of power. 

But, enough with the lead in. You came here for Dragon Quest IX, and we’re 
happy to oblige. Let us begin. 


OUR STORY SO FAR U L 

y °ur hero in Dragon Quest IX is a celestrian. These angelic people are guardians of J* 1§ 
the world below, and call the world of mortals the Protectorate. Though many of & 
the celestrians are distant from the people they protect, their hearts and their 
duties are in the right place. 

^our hero is one of the celestrians who trains to watch over mortals directly. Unseen, your hero has been learning how 
t0 ^ r0tect P e °pR of Angel Falls, a small village. Your superior is an older celestrian named Aquila. He’s shown your hero 

the ropes, and it s almost time for a changing of the guard. 

~hhei celestrians live above, high in the clouds, in a place called the Observatory. This is also the home of the Great World 
I ree \ ggdrasil. The celestrians hope to collect good will from mortals. When mortals pray and give thanks to their guardians 

^ that positive force solidifies into 

\/ something called benevolessence. 

| §6 "" .J? The celestrians collect this material 

and bring it to the Great World 

* Tree. In time, they pray that this will 

make Yggdrasil bloom. 

L— - * So, life is good. There are rumors of 

a celestn *n who disappeared in the Protectorate. But most people don’t talk about this, and it’s probably no great concern. 
Minors being what they are, it might not even be true. 

^ hat is your role in all this, and how will vour hero fare as the guardian of Angel Falls? That remains to be seen. 
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You have to start somewhere with every game, and Dragon 
Quest games are no exception. This chapter reviews the basics, 
like what menus can you use, what the options do, how you 
move around, and so forth. Veterans of RPGs on the Nintendo 
DS and returning Dragon Quest players might want to skip 
ahead to the more advanced gameplay chapter. 


Viewing the Game 


Dragon Quest IX uses both screens of the Nintendo DS at all times. 

While you’re moving around, the game displays the party’s actions on 
the lower screen and the map of the local area up top. These maps are 
quite clear, so it’s always easy to tell where you are. 

Look for a series of dots up top. That’s your party! You often see them all together, 
but that’s only during single-player exploration. If you invite other Dragon Quest 
players into your game, tilings split up. The other players can explore on their 
own, so you get a chance to loot separately start quests, and so forth. When 


that s the case, the map becomes even more useful—look up top to see where 


your friends are exploring. 
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The above screen explanation 
holds true whether your 
part)' is in a town or out in the 
wilderness. Unless you’re look¬ 
ing fora treasure map (which 
is explained later), there isn’t 
much difference between 
being in a town/dungeon or 
outside in the wild. Note that 
you can tell where your party 
is standing by looking in the 
upper right corner of the top 
screen. The name of the town/ 
dungeon is written next to the 
current floor readout. 

Sometimes, your party passes 
through areas that have 
monsters. In this Dragon 
Quest, it’s possible for your party 
to avoid many encoun ters. The 
monsters always appear on 
the screen, and you only have 
to fight them after bumping 
intothm. Runaround random 
encounters if you’re trying 
to stay safe or move quickly 
between areas. 



gl1tStart y hema P d 'W r sfromthetopscreen.Acombatmenuappearsatthebottom- 

is ets you control your party. The top screen is then used to show you what's going on. Action is 
entirely turn-based in Dragon Quest IX (as it has been in all of the major releases), but the fighting 
is lly animated. Your characters’ equipment shows up on their models, and the monsters get hit by 
your characters while you watch, it s all rather exciting. 

Even newcomers should get the hang of this VERY quickly. 


Using the Stylus 



Dragon Quest IX has stylus support. Press it against 
the lower screen and drag the stylus in a direction 
to control your party’s movement. Or, tap on menu 
options to select them. This works without any 
hitch, but you might find it slightly faster to use the 
traditional controls. 

This is entirely a matter of preference. There aren’t 
any advantages or disadvantages to either method, 
unless you’re worried about tapping the wrong options with your stylus. 

If this is the case, remember that you can back up to any previous combat menu/option by pressing 
©. This works all the way up until the combat round is initiated. 


Movement 


The analog pad controls your party’s movement. Press left to move 
the group left. Push up to move them up. This couldnt be easier. 
There is no running or sprinting in the game, so you always move at 
full speed. 

Characters can't normally move through most obstacles. Waterways, 
walls, and other such things completely block movement. There are 
a few clinibable vines or ladders to deal with. To use then., approach the object and push toward n. 

If nothing happens, the object cannot be bypassed, so don't worry about it. 




















INTERACTION 
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The three key types in the game areas folio 
magic key, and an ultimate key. The first opens do* 
that look normal but are listed as locked when your h 
to use them. The magic key opens doors that are L. 
Finally, the ultimate key unlocks barred doors (the o 
like old-fashioned prison cells). 


M 


Your characters need to interact with a variety of people and 
objects throughout the story. This is all handled in a similar 
manner. Approach the object or person in question until an icon 
appears over your hero’s head. This lets you know that you’re 
capable of interacting with something. When that happens, press 
O to start the interaction. 

If the target is a person, your hero immediately starts talking to them. 
If the target is an object, your hero does whatever is appropriate. 

For bookshelves, that means reading anything interesting on 
the shelf. For breakable objects, that entails destroying the pot 
or barrel and seeing if anything is inside. For chests, that means 
opening the chest and looting whatever you find. 

Talk to everyone you find to learn more about the world, to begin 
quests, and to advance the story. This guide tells you wTio you 
need to talk to for major plot events and side quests, but there 
are literally hundreds more characters that are in the world to tell 
you stories, joke around, or add flavor to areas. Don’t skip these 
people unless you’re in a hurry! 

^LOCKED DOORS 


THE STARFLIGHT EXPRESS 


Many paths are open for a 
hero, but not everything is 
ripe for the picking. A few chests 
and even more doors are locked 
with various qualities of locks. 


There is a flying train called the 
Starflight Express, staffed by a 
faerie named Stella. She’s a friendly 
sort, and your hero meets her early on in 
the game. She’s also the person responsible for maintaining your 
party’s Battle Records. 

Initially, you can’t control the Starflight Express directly. It can M 
only go to specific locations. Blue, glowing trees r epresent landing 
locations for the train. Approach these to get on tire StarffipH 
Express and head out from there. There’s nothing to it | 

Late in the game (after you’ve completed the m.'.in story)t||^M 
a chance to unlock the Starflight Express for oersonafa^B 
Quest 039 is responsible for this. 

After unlocking the Starflight Express, your he. ; can 
train with a special whistle and fly all arouiu world. 
longer have to disembark at beaches, with yc ‘P- 
open spot of land is viable. 
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^OOMi ZOOM, 
ZOOM 



Your hero learns a spell called 
Zoom. This lets your party 
transport themselves from 
any outdoor area to a variety 
of towns that your party 1 has 
visited. As soon as you enter 

a town for the first time, it v 

becomes available as a Zoom 
destination. Use this spell 
regularly to cut down on travel 
times. 

Fusing a ship 


Menus 

Dragon Quest IX is complex enough to warrant a variety of menus. Don't ignore the options at your 
fingertips; these menus provide quite a few ways to find out what to do, where to go, and who to hunt! 

THE STORY SO FAR... 

While walking around the world, press O to bring up 
the Story So Far screen. This gives you an update on 
the most recent things you've been doing. This option 
is helpful if you take a break from the game for a day 
or two. It’s also helpful if you spend too much time 
building levels or earning gold. Use this as a way to 
quickly ask “What was I doing?” 


Returning to Coffinwell to inform the 
Mayor about the defeat of the contagion. 
Hero found out about the death of Dr 
Phlegming's wife, Catarrhina, Though he 
knew of her passing, Fhlegming was not 
at the funeral 



Your party won’t always have to 
leg it around the world on their 
own. Eventually you come into 
possession of a naval vessel. 
When that happens, direct the 
ship as you would your party 
on the ground. This sends it 
left or right, up or down, and 
around the seas. Approach 
sandy areas of any continent 
^d dtseiflfoark when you’re 
ready to l^ive the ship and 
explore. 


t PARTY MENU 

The O button brings up the party menu any time you’re out in the world. This menu has multiple 
submenus, so take your time figuring everything out. 

ITEMS 

The first submenu deals with your party’s items. Everyday items include usable goodies of various 
sorts (medicine, restorative tools, alchemical ingredients, and so forth). These can be freely traded 
between any of your characters. There is also a bag that holds your extra items. 

Make sure that every character has access to the tools he or she needs in battle. The bag can only be 
used outside of combat, so characters need medicine/herbs/etc. on their person before a fight starts. 

Look across your characters and inside the bag. 
Highlight an item to use or trade it. There is also an 
option called “Organise Items.” This takes all of the 
spare goodies on each character and throws them into 
the bag. This can be done individually or for the entire 
group. It's quite convenient after running through a 
dungeon and getting a variety of spare loot. 

mmsmi-m Important items cover essential quest objects, keys, and 
other things that you won't trade, give up, or use directly. View your 
list from here, but realize that you cant really doanything with them. 

[ Select “Treasure Maps" to change the entire view screen. This brings 

___] i bagin f” «■ Thi ’ ul "'t" n *' “ P T" m 

at any time and go back to normal hunting. 
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you were using and f - character and view him or 

ber from any angle. Pressing without hav i n g to back out. 

" Notice the top screen when you're switching 

equipment. The game lets you know which attributes 
are ooing to change. This helps in figuring out whethei 
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uipment. The game lets you Know -- 

are ooing to change. This helps in figuring out whether 
something is an upgrade. Also, highlighted equipment 
t-hp irm screen. This usually 


something is an upgrade, aisu, 
pieces are described on the top screen. This usually 
reveals if the equipment has secondary benefits (e.g., 
making you resistant to certain spells or abilities). 


ATTRIBUTES 

The attributes screen gives you the choice to see one of your characters in immense detail or to see a 
summary of your party’s stats. The whole party summary tells you everyone’s current HP/MP, vocation, 
level, attack, defence, and agility. It also lists (on the top screen) your time spent adventuring, gold on 
hand, gold in the bank, and the number of mini medals you’ve collected. While sitting in the normal 
menu, the top screen has some of this information already. 

Select attributes and pick a specific character to find out a full listing of his or her attributes. Press 

© to jump between characters, or use © to toggle between a general status screen, spells learned, 
abilities, traits, and vocation levels. 


Abilities 

Shield 

Faith 

Glockenspiel 

Defending Champion 
Immense Defence 

Magic Mirror 

Ho*y Impregnable 

Back fttcha 

' -—- 

Divination 

Benediction 

fiotstopper 

Alma Mater 

Care Prayer 



SPELLS AND ABlllTit, 


The traits screen is especially useful because it clues you 
in on the passive benefits your character has learned 
through the skill system. That information would be 
tedious to find otherwise, so it's much easier to check 
the attributes page for it. 



Open the spells and ability 
menu if you’d like to use 
something your character has 
learned (from vocation skills 
or from spells learned while 
leveling). Healing, certain 
search abilities, and other 
various powers work outside of 
combat. In fact, some of them 
are exclusively non-combat 
abilities. Heal is an example of 
a spell that works either way. 
Zoom, a teleportation spell, 
is an example of an outside of 
combat spell. Snooze, a sleep 
spell, is a combat-onlv spell. 
You get the idea. 

When you select a spell/ability, 
the system lets you know how 
many M P its going to cost. 
Make sure that your character 
has enough! 









Your group won 
with a Battle Re* 
This is unlocked 
time in themair 
you have it, look 
a wealth of infer 



























Stelia. a fend of your hero, records pretty much everything 
about the game: monsters you've beaten, gear you've found, 
alchemy recipes, quests, and more. These are discussed in far 
more detail later in this chapter. 

miscellaneous 

The last menu option is “Misc” (for miscellaneous). This gives 
vou even more tools to play with when selected. These options 
are also described farther along in this chapter. 

battle records options 

After recruiting Stella, you can access Battle Records at pretty 
much anv time outside of combat. As soon as you open the Battle 
Records, Stella gives you a comment on recent events and has the 
opportunity to award any new accolades. Sometimes these trigger 
because your party reached a milestone in equipment, monster 
hunting, or some other major aspect of gameplay. 

If there are multiple accolades awarded, Stella gives you the first 
and won’t present the next until you leave the Battle Records and 
come back in. When you suspect that this is going to occur, go 
ahead and press O to exit and O to come right back in. Do it a 

few times to clear out 
a laundry list of big 
achievements. This 
| most often occurs 
when you haven’t 
used the Battle 



Just piess the V. button ind then select 
Lank Recctds', oi piess SELECT, end you'll 
be able to see ell the glory details. 


Records for quite 
sometime. 


learning the Basics 

CHECK YOUR PROGRESS 

On the top screen is a summary of your team's progress. Find 
out about Challenge Quests, battle victories, alchemical work, 
and more. You also get a percentage readout for your alchemical 
creations, the item list, your wardrobe (i.e., equipment used), and 
your monster list. 

Vou can raise these percentages by hunting new monsters, 
crafting new items/equipment with alchemy, and by equipping 
all gear at least once. There are quite a few accolades associated 
with these percentages! Special accolades are awarded when you 

I find combinations of 


Hero the home help's battle records. 


Time spent playing: 

SO: 05 


Time spent in 

multiplayer: 


Battle Victories: 710 

Times ftlchemy Performed: 2 

accolades Eanvc so 

uests completed: » 

Quests Canvassed: 0 


equipment that look 
I perfect together. Try 
mixing and matching 
i to get them all. 


Defeated Monster List Coapiehon: 
Wardrobe Cowtetiore 
Item List Completion: 
fBchenomicon Completion: 


GET A STATUS REPORT FROM STELLA 

Stellas comments appear on the bottom screen. Like the Story So 
Far. she'll let you know wiiat you were most recently working on. 
Her comments are a wee bit tongue in cheek, but don t let that get 

to you. 


DEFEATED MONSTER LIST 

There are several options on the bottom screen. The defeated 
monster list is the first; select it to view the monsters that vour 
part) 7 has encountered. You can view the list in sets of families 
or in one big block. Learning the members of each family has 
genuine value; there are multiple special attacks that deal extra 
damage to a specific family. If you re knowledgeable about these 
unique attacks, vour characters have an easier time knocking 
down those targets. 

Press the Select 
button to change the 
sorting method for the 
monsters. This helps 
because you can put 
things in alphabetical 
order and look up 
'individual creatures 
quickly. 



VOCATIONS 
































Monster entries fin outk* 
^ra^fighrtheboas^ 
defeat there. At first, y™ vm 

ect»secondary description of 
ihe monster, nor will you ^ n<,w 
all of their locations or item 

drops. The more you fight, the 

more you l earn - Stealing helps 
you learn about items. Using 

the Eye For Trouble thief skill 

adds more information to the 
main entry. 

If you re trying to find the 
locations for monsters, this is 

the best place to go. Well, you 

can also use this book, but its 
good to have options! 

In the Items Dropped" portion 
of a monster entry, the more 
common item is listed first. 

The lower item is the rare drop. 
Some of them are extremely 
hard to find. 

WARDROBE 


ITEM list 




The wardrobe screen is similar 
in functionality to the monster 
list. Sort the items either by 

type or name, and then look up 

the ones that interest you. The 
information for each item is 

the same as you would find in 
the equipment screen. 


All of your alchemical recipes are 
stored here. If you haven’t used 

the recipe yet, the information 
about the final product will be 
vague (with a question mark up 
top). Once you've completed 

the recipe, this fills in with more 

information about the final 
product. 


ACCOLADES EARNT 



Review your 
moments by I 


The item list does the same 

thing as the equipment list, 

but there’s an extra perk. This 

menu gives you tips about 

where to find these tools and 

ingredients. Look at the top 

screen of a highlighted item. 

The “Found In: and Dropped 
By:” headers give you ideas 
where to search or hunt for 
the things you need the most. 
The former identifier is telling 
you that the item is a ground 
spawn in various maps. The 
latter informs you that the 
item is dropped when a specific 
monster type is killed. 

ALCHENOMICON 


through the accotaj^ 

screen. There isn't 

anything you can do 


Hunter Gatherer 

Sk illed Swordsman 


the titles; it s just a 
record of what voti ve 

done in the game. 

QUEST list 

Challenge Quests are the side missions in Dragon Quest IX. These are 
entirely optional, but many of them have interesting stories, expensive 
(or even unique) rewards, and they're fun to do. 

Stella reviews current quests here, as well as those your party has 
already completed. Your hero can only accept eight simultaneous 
Challenge Quests. After that you can’t get more of these without 
either beating a quest or dropping one of them. This is the screen 
where you drop them. Select a quest that you don't want to work on 
and press O to give it up. 

Don’t fret. You won’t miss your chance to beat that quest in the future. 

i The original quest 


giver can restart the 
mission at any time in 
the future. Be warned 
though, any progress 
you had within that 
quest will be lost and 
must be redone. 



• (<§) 012 Putting on the Glitz 
© 016 Help Meowt Here 1 
© 029 Fool's Gold 
©031 Feathers for a Fan 
© 033 Lady ot the Dance 
© 097 Cry Wolf 
© 106 Taking Sou\ Control 
(29 001 One Good Turn 


COMPLETION RECORDS 

After beating the game, this option appears. Completion records 
let you know what your hero’s stats were at the time the game was 

, beaten. Review these ^ < 
to compare your runs 
against each other W 
to see how you fon? 

when linedup with 

your best friends. 


You're no, just the Quirdtin ot An«el Fells 

“ y ’ u “*' y,3u ' r * '>* auerdrm An^el ot ,h* 
whole flipping world! No, bid! 













































miscellaneous options 



Tactics 

Allocate Skill Points 
fission Party tricks 


Uses party 
members’ magic to 
fully restore the 
party's HP as 
efficiently as 



HEAL ALL 

Use this to have 
your party’s healers 
automatically get 
everyone to full 
health. This is often 
somewhat inefficient 
because the healers 
top off characters even if they’re only missing a single HP. Use 
Heal All when you know that a boss fight is coming up and you 
don’t care about wasting a bit of MP. It’s certainly a quick way to 
confirm that everyone is at his or her fighting peak. 

TACTICS 

The tactics screen 
gives you options to 
change characters’ 
place in the battle 
I rotation. Switch 
between being in 
the front line and 
the back line, shift your characters’ colors (as they appear on the 
map), or alter A 1 tactics for times when those characters are set to 
fight automatically. 



Aliflws you to 
distribute any 
unused skill points 
your party members 


ALLOCATE SKILL 
POINTS 


‘•Allocate Skill Points 
Assign Party Tucks 
Profile settings 
volume Settings 


f Points Remaining: H 


This option appears 
after your hero 
reaches level five. 
Skill points are 
gained in every 

_profession. These are 

used to train in weapon skills or vocation-specific skills. Abilities 
and bonuses gained through skills remain with your character 
even if you switch vocations. However, any weapon-specific 
bonuses art only applied if your character is currently using a 
weapotfofjjrat type. 



Learning the Basics 

It s possible to save skill points for later, and this screen is where 
you go to spend the points. Do this ifyour character doesn't want 
anyt nng major in Ins or her current vocation. Gain levels and 

save points instead. Then,when you change intoanew vocation 

spend those points you banked on abilities that are more attrac¬ 
tive. This technique can get you power quickly. 

ASSIGN PARTY 
TRICKS 

Party tricks aren’t 
used often in the 
main game (though 
they do come up 
I from time to time), 
i Instead, these are 
more of a social option when you’re playing with other people. 
Open this screen to bind specific party tricks to your direction 
pad. Select anything you like from the tricks your hero has 
mastered. 

To use a party trick, hold down 0 while you're outside of all the 
menus. While 0 is depressed, push the direction pad toward the 
side that corresponds to the party trick you want to use. 

Note that you can bind several party tricks at once to the down 
arrow. Mix up your own dance routine in this way. 

PROFILE SETTINGS 

These are primarily important for multiplayer use. Enter this 
menu to set your hero’s location, birthday, title, speech style, and 
greeting. 

You can only choose titles from the list of accolades that your heio 
has earned. There are hundreds of these in the game, so you end 
up with many choices. 

Everything else is pretty much up to you. Decide whether to use 
your own information or craft a new persona for your hero. Either 
way is fine. Try not to be crude, since you may end up playmg wit 
a variety of other people. 

VOLUME SETTINGS 

This lets youadjustthe musicand effects volumes independently 

Ttee isn’t ipuch else to say about it. 




































Anew 


menu 


appears when combat starts. Before each 


Combat plays a major part in this game. Your characters increase in 
P through battle. This is one of the mosteommonwaysto get itansand equipment, 

have to TT' ^ and alS0 ex P erience - Fighting is fun (because you don't 

‘ “ 8 “ X- characters are „ hard* 

XCt? “ “ »—«*• Bassencountersare rrsaaM 

Tl>» make, i, ,i„ „ 


r ° Und ’ menu queries whether 


no heal your group ahead of time. 




> ou v H$h to do the following: 




























£ FIGHT' 



This lets the game 
know that you re 
ready to start giving 
commands. Your 
hero then gets to 
choose whether to 
attack in melee, 
defend him/herself, 
use items, cast./use spells or abilities, or launch a coup de grace. 

All of these are covered in “Advanced Gameplay,” the next chapter 
of this book. 

All characters in your party need to be given instructions unless 
you've set the AI to handle this for you. This is done through the 
Tactics submenu. It’s best that you handle character instructions 
on your owm, unless you're in an easy area and have no fear of 
losing. It’s often more effective to manage each of your characters; 
it’s also more fun. 

EXAMINE 

This command gives you a vague 
idea of the enemies’ intentions. 
Monsters that are getting ready 
to attack might do just about 
anything. Creatures that size 
up your party may be nervous; 
if they’re low level, they might even flee. When monsters are 
enraged, this command reminds you which character the monster 
is most likely to attack. 

You don’t lose any time in-battle or expose your characters by 
examining monsters. It’s essentially a free action. 


F®- learning the Basics 

However, if your gircrtip fails to run. the enemy will block the 
way and get to make a free round of attacks. That's a bad thing, 
especially if you’re running out of fear! 

Think carefully before running. If your group is doomed unless 
you escape, go ahead and run. If you're not interested in the fight 
and just want to hurry through, go ahead as well. When a fight 
is dangerous but might be winnable, you may be better off just 
fighting through it. 

^MISCELLANEOUS 



FLEE 
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Flee attempts to run away from 
the current encounter. If you 
succeed, the monsters don t get 
any attacks that round; your 
group gobs back to the main map 
and you’re free 6p go. 
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This opens a 
secondary set of 
choices. You can set 
Al Tactics for your 
party members here. 
This puts some of 
the people under the 
j computer’s control. 
You can set general behaviors and let the computer decide 
everything else about that person’s actions. This saves a bit of 
time each round, but you lose a dramatic amount of control over 
the battle. 

It’s possible to shift weapons even during a fight. The Equipment 
option allows this for each of your party members. Use this to 
access weapons that might have strengths or special abilities that 
you suddenly need. 

You can also change the Line-Up of your group during battle. This 
shifts characters between the Front Line and Back Line. Those in 
the rear are attacked less often and w'on’t take as much damage. 
That obviously isn’t true for those in the front, but characters in 
that position deal more damage in melee. Have tougher charac¬ 
ters hold the front and let healers and casters hang back. 

If a character (even a tough one) is suddenly in danger, consider 
putting him or her in back temporarily until he or she is healed. 
This does not cost any combat actions; your people can >hdt 
position and still attack/defend/eic. that round. 
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C complex than many of its predecessors. 


are more c 


This chapter gives you extensive 


information about howto 


customize your characters, improve 

create) the best equipment in the game. 


their strength, and find (or 


Party Dynamics 

Because there are 
so many possible 
combinations of 
characters in DQIX, 
it’s impossible 
to provide exact 
instructions on 
what your party 
should do in a 

given battle. Instead, most of the good advice for this game is 
more strategic in nature. You bring a group of abilities into an 
engagement with a good idea of what you’re about to face. 


warriors are fighting as if they had the strength of six instead of 
three. Losing one warrior gave the party a chance to dish out even 
more melee damage. 

That’s what party dynamics are all about, figuring out what your 
party needs to accomplish and then putting together people with 
the right skills for the task. 


Being effective in this way involves creating a group of chai 
that work well together. Skill synergy is a major part of lan 
engagements. For example, four warriors could group toge 
»d deal high damage to their enemies, but they wouldn't 

dovm ' 'a? 6 eaC h ° ther s attack power, or do much beside 

down single targets at a rapid pace. 
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HOWTO MAKE A 
VERSATILE PARTY 

The first step in 

finding your party 
combination is to 
learn what specific 
vocations do. The 
next chapter in this 
book explains ail of 

B H I I I the vocations in great 

L “Ending their skills, spells, abilities, and attributes. But 
°r no VV ’ here’s a brief summary of these vocations. 



















WHAT CAN WE DO? 

| VOCATION 

WHAT THEY EXCEL AT 

WARRIOR 

Single target damage, damage mitigation 

PRIEST 

Party healing, removing status effects, some damage 
mitigation 

MAGE 

Area-of-effect damage, augmenting group damage 

MARTIAL ARTIST 

Single target damage 

THIEF 

Stealing items, single target damage, backup healing 

MINSTREL 

Single target damage, backup healing, applying status 
effects on enemies 

GLADIATOR 

Single target damage 

ARMAMENTALIST 

Single target damage, augmenting group damage 

PALADIN 

Damage mitigation, single target damage, backup healing 

SAGE 

Party healing, area-of-effect damage, some damage 
mitigation 

LUMINARY 

Single target damage, applying status effects on enemies 

RANGER 

Single target damage, applying status effects on enemies 


In many games, there is a 
combination of powers that 
are referred to as the holy 
trinity: damage dealing, damage 
mitigation, and healing. 
Vocations that mitigate damage 
ensure that the group survives 
long enough for healers to come 
into play. The healers maintain 
the group during prolonged 
encounters. Finally, the damage 
dealers bring down targets to 
protect the party by killing 
everything that stands in 
their way. 

fhese are the core components 
of any combat party (in almost 
any roieplaying game). So 
how does this affect Dragon 
Quest/X? Let’s find out! 


DAMAGE DEALERS 



Damage dealers have a 
prominent place in DQIX 
because of the brevity of 
random encounters. It’s 
possible to win many fights 
in the first or second round, 
especially if your team is heavy 
on damage output. 


For this reason, many players 
will rely on extra damage to 
keep fights short and painless. 
You dont have to do much 
healing if the monsters die 
before they get many attacks, 
right? 

The most typical DQ party 
might be as follows: two damage 
dealers, a mage, and a priest. 
You can’t get much more general 
than that. The damage dealers 
could be a warrior and a thief, 
perhaps. This allows stealing, 
a backup healer, damage 
mitigation from the warrior, and 
a full spectrum of spells. 

Notice that in this example, 
there are three damage dealers 
(the warrior, thief, and mage). 
But, a player who knows 
the game well can push the 
envelope farther. Imagine a 
party that drops even more of 
their versatility in the name 
of damage. 

Combine a warrior, gladiator, 
martial artist, and a mage. Now 
you have four characters with 
the capacity to deal damage, 
and many of them are capable 
of higher damage than even 
other lethal classes. 


For instance, the gladiator 
here is going to do much more 
damage than a thief! 



So what are the advantages to 
this? Well, this party would 
win almost any engagement 
in the first round. The mage 
can cast area of effect damage 
spells when there are too many 
enemies to kill with melee 
attacks. Beyond that, the group 
hacks apart everything without 
delay. 

Consider this breed of 
damage-heavy party when 
you’re hunting for experience 
and gold. They’ll bring it in 
faster than any alternative. 
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Melee attacks (Ml extra 20% more 
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anrt a fourth deals double damage 

For this reason, a team of ^ C ^'^mllee 
unison can be a character is contributing a 
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with their full force. 

This is harder to set up than '* “^^jfftere aren't 

,0 use spells or abilities. Only generic melee attacks wor 

Combos are at their best against enemies that consistently 
attack before or after your entire party has goneMJse 
Acceleratle if it's possible to get your group to attack first. 

This is another way to raise damage for future rounds! 

Do not use this type of party for boss fights. The longer the battle, 
the worse a damage-heavy party fares because they have extremely 
limited healing. Forced to use medicine or even medicinal herbs, 
such a group eventually becomes overwhelmed by damage in any 
serious mid- to late-game boss fight. 

DAMAGE MITIGATION 

I Dragon Quest IX doesn’t have 
any vocations that are dedicated 
to damage mitigation without 
having some teeth of their own. 
The paladins are the closest to 
being a pure mitigation class, but 
their ability to use backup healing and deal single-target damage 
is quite reasonable. 

Let s explain what damage 
mitigation is all about, since this 
is one of the harder concepts 

to grasp about party dynamics. 

Vocations like warriors and 

paladins protect the group by 






. . ,. taC k characters in front i 
those^inA^rcar.^Rut that's not where this ends. 

< that mitigate damage often wear heavy armour.T 
have a better defence rating and a considerably higher resilii 
ft the same enemy attacks a mage and a paMn^doyou expect 
,,acks to inflict the same amount of damage? Of course not. 
paladin takes far less, and that doesn’t even take into account 

paladin’s increased HP! 

So, parties live much longer when they have characters with a 
certain amount of damage mitigation in their front line. Sages and 
paladins have the Kabuff spell, and priests have Buff. These spell, 
reduce physical damage against affected characters. There are also 
magical damage reducers, such as Magic Barrier. Together, these 
spells provide damage mitigation as well. 

In small random encounters, 
your party won’t need damage 
mitigation in a substantial 
way. This is similar to the 
healing issue. If you can kill the 
enemies quickly, the amount of — 
mitigation your party has won’t come into play. 

However, large random encounters and boss fights are quite 
different. To see an example of this, try fielding a full group of 
magic vocations (mages, priests, and sages) and leave them in the 
front line. It’s possible to lose characters in the first round under 
circumstances like that. 

Instead, find a party that has substantial damage mitigation 
without giving up anything. Priests and sages can help the group 
resist damage without giving up a slot. As long as you needed a 
healer anyway, this character would already have been essential. 
B> the same token, a paladin or warrior can hold the front line 
while still laying down serious melee damage. 

healing 


this 



























Everybody knows what healers 
are. and it’s clear which classes 
excel at the job. Sages have the 
best spells, and priests have 
the most magical mending. 
These are the two real healers 
for DQIX. Everyone else is a 
backup healer and should be 
considered as such. If you’re 
willing to spend a bit of time 
and money, all backup healing 
duties can be relegated to 
medicine, created through 
alchemy. 

It’s entirely realistic to go 
through the whole game with 
a primary healer and nothing 
else. And, in fact, many of the 
game’s boss fights can be won 
without a dedicated healer. You 
might have white knuckles by 
the end of the encounters, but 
it is possible! 

Too much healing potential 
slows down a group. Picture 
a fight with several tough 
enemies and four priests. 
Nothing would get done. The 
priests would heal constantly, 
but the monsters wouldn’t die. 
That’s a bad situation. Even if 
such a group won eventually, 
through raw attrition and lucky 
Whack spells, the time invest¬ 
ment would be upsetting. And 
the waste of MP would also be 
considerable. 

Thus, you don’t want to 
overestimate your party’s 
healing needs. 


To avoid the penalties from 
boss fights that don t end well 
bank all of your group’s money 
and give things a try with a 
more aggressive party first. You : 
might fail, but that’s your cue 
to add more healing and go 
from there. 

Fighting with the minimum 
necessary healing leads to 
faster leveling, more money per 
hour of play, and potentially 
more excitement. 


WHAT ABOUT CROWD 
CONTROL? 
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Okay, there is a fourth type of 
duty in a combat party. This is 
related to damage mitigation, 
but it takes a different form. 
Instead of reducing incoming 
damage, some characters 
attempt to prevent enemies 
from attacking at all. This role 
is sometimes known as crowd 
control, and it’s certainly 
present in DQIX. 


Note that crowd control works effectively in random encounters 
but often has major blind spots when it comes to boss fights 
Bosses are quite good at resisting these powers. 


CUSTOMIZING A PARTY FOR A 
SPECIFIC ENCOUNTER 



With all these vocational 
choices, it’s sometimes hard to 
decide what you want. After all, 
doesn’t everything sound kind of 
awesome? Certainly! But you don’t 
have to lock yourself into a single 
party. DQIX lets you have more than four people. You’re allowed to 
switch backup characters in and out anytime you’re allowed to go 
back to Stornway, a city discovered early in the game. 


Also, you can switch vocations to have a single party member 
cover different roles at different times. Maybe you love melee 
and have three characters that slug it out in front line combat. 

So, you make a mage to Sap enemies, Oomph your allies, and 
blow down groups. But in boss fights later in the game, you start 
having trouble. There is just too much incoming damage for your 
medicine to handle. 


In that case, switch the mage into a priest, level him or her up as 
quickly as you can, and then have a party whose survivability is 
radically increased. 

This is a common trick actually, 
and it’s strongly recommended. 
Level your characters with a 
couple vocations so that you have 
a party for exploring and leveling, 
and another party for bringing 
down the nastiest bosses. 



Often, this is an area where The extra leveling in a second vocation makes youi character^ 

minstrels, luminaries, and better at everything they do, because of the passive benefits i 

rangers excel. Use their vocational skills. So, you arent wasting any time by clom rt 

spells and abilities to distract 
enemies, waste their attacks, 
or reduce their chances of 
hitting. All of these techniques 
increase party survivability. 





















look at the changes in me 

table on the previous pagf- 

Radiator becomes a warrior 

(avocationthatheorshes 

aIre ady leveled in, earlier in the 

game). The warrior switches to 

paladin for increased damage 

mitigation. The mage g' Nes 
up area of effect damage in 

exchange for major healing. 

That's no loss in a boss fight 
because you’re often facing 

only a single enemy. 

Not only do these changes im¬ 
prove the party for their current 

tasks, but they also promote 
leveling in vocations that 
mutually benefit from their 
skills. The gladiator/warrior 
gets better from all strength/ 
resilience improvements. The 
warrior/paladin just keeps 
getting tougher from each class. 
And, the mage/priest accrues 
more MP. Nothing is wasted. 

HOW MANY 
CHARACTERS DO 
YOU NEED? 


entirely new person. 


Only someone who really I'^^ ^^^^Vocation switching 
ideas 

ensures that you 
forced into leveling a" 

SWITCHING VOCATIONS Aftercompletjngthe story quest 

* at Alltrades Abbey, your hero and 

any other characters will be able 
to switch vocations without any 
hassle. Here are the base rules for 

vocation switching. 


The following table 
many points your cl 
gain at each vocation level 
Because it’s possible to! 
and gain skill points in 
vocation, your character; 
master many skills if you ii 
enough time and energy. 


You retain all skills from your old vocation 


You, character can re.orn to his or her old vocation without 

penalty, delay, or loss of benefits 

Any character can level in multiple vocations without suffering 
from diminishing returns 

Weapon skills are only carried over and applied if the new 
vocation is able to use the same weapons 

Vocation-based skills and abilities are always carried over 

Lower-level characters suffer an experience penalty while 
leveling with a higher-level party 

Spells learned in a vocation can only be used w 
leveling in that vocation; they are never carried over 


Once you’ve tried this out, you can quickly see that the system is 
quite generous. Characters that level in multiple vocations are 
almost always more powerful and more versatile than characters 
that stay in a single vocation. 


It takes a massive amount of 

time to perfect your party and 

all of your vocations. Many 
players are likely to create 
their hero and three additional 

characters. 


Leveling is fast after you’ve recently switched vocations. Keep at 
least one or two characters at a higher level to ensure that your 
party wins fights rapidly. Though this reduces experience per 
battle for lower-level characters, the overall rate of leveling is still 
are worth more experience. 

I fhmgamswith metal slimes and 

UtM pffPP IB features of their ilk are ideal for 
vocation switches. Killing these 
I massive experience targets is the 

■ best way to bring characters in 

new vocations up to speed. 
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WHEN TO USE 
SPELLS AND 
ABILITIES 



When you get to an area with 
new monsters, get a feel for 
how tough each of the targets 
are compared to your party’s 
damage output. Does it take 
two major hits to kill a certain 
monster? Three? If your party 
kills everything in the first 
two rounds with basic attacks, 
there usually isn’t a need to use 
expensive abilities or spells in 
the fight. 

Break out the good stuff when 
your fights would otherwise last 
longer or involve enemies that 
have higher damage potential. 
The targets that warrant the 
most attention are those with 
area of effect attacks, healing, 
crowd control, or the ability to 
call for backup. Low-priority 
targets are those with single 


target damage that isn’t high 
enough to threaten your 
characters in a given round. 

THE MOST BANG FOR 
YOUR BUCK 



Late in the game, mages have 
more resources to draw upon. 
With the right equipment or 
vocational skills, a caster can 
have almost infinite MP. But 
that’s dozens of hours into your 
play experience. Before then, 
it’s important to use spells 
efficiently. Casting expensive 
spells all the time exhausts 
your group and leaves them 
with fewer options during a 
long dungeon run. That makes 
fights longer and prevents your 
group from fighting bosses as 
effectively. 

So, choose your spells with 
care. If melee characters can 
eliminate enemies without 
help, sometimes it’s good to 
let them do so, even if the 
casters won’t contribute heavily 
in that round. 

Save mage MP for large 
explosions of damage. Hit 
groups with three or more 


enemies with your best 
spells and leave the smaller 
fights alone. 

You can save MP in a similar 
way with priests. Let the party’s 
supply of medicinal herbs do 
the heavy lifting outside of 
combat, and only use MP for 
healing during the fights. 

That leaves your healer with 
a big supply of MP at the end 
of the dungeon (when it’s 
needed most). 

During longer fights, use spells 
that augment the party early 
on. Abilities like Fire Fource, 
Oomph, Kabuff, and Sap all 
affect the party’s damage one 
way or another. In a single¬ 
round fight, these barely have 
a chance to pay for themselves. 
However, many of them last 
for a long time, and each 
round after the first cumula¬ 
tively raises the party’s damage 
without costing additional 
caster time or MP. 



Use the early rounds of a big 
encounter to raise as many 
of the party's attributes as 
possible. Improve agility to 
get the bulk of your party into 
early initiative slots. 
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Improve defence to survive in 

melee. Lower enemy damage 

resistance while equally 

strengthening your own 

damage output. These 

activities are time well spent. 

STACKING 

damage 

bonuses 



There are many ways to 
improve damage output for 
melee characters. This is often 
the best area to focus on when 
you need to increase your 
party’s killing potential. Look 
at the best damage dealer on 
your front line. Examine his or 
her base damage with regular 
attacks. 

Now, try out that person’s 
attacks w'hen you use a Fource 
ability (from the armamental- 
ist line) on him or her. Try 
Oomph as well. Can you raise 
the character’s Tension too? 
These damage boosters work 
well together. At first it seems 
silly to put all your eggs in one 
basket, but the concept isn’t as 
crazy as it sounds. 

Let s say your best damage 

dealer does 50% more damage 

than the party average. This 

isn't an absurd difference; it's 

fairly common for the best 

hitter to have a clear lead. 




ff you double that character s 
damage, you’re helping them 

deal about triple the average 

party member's damage (they 

g o from .5«%of*enorm to 

300%)-Any spell or ability t at 

raises this character’s damage 
output is more effective than 

it would be when cast on a 

weaker character. 
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So think of a battle round 
where an entire party works 
to raise a single character’s 
damage. A mage casts Oomph, 
your hero Eggs On the heavy 
hitter to raise that character’s 
Tension, and someone else 
Saps the enemy to reduce its 
damage resistance. When 
the attacker makes his or her 
move, it’s going to wipe the 
smile right off the enemy’s 
face. 

This style of fighting can be 
combined over several rounds. 
Cast a couple successful Saps, 
add full improvements from 
various spells/abilities, and you 
get damage numbers that are 
higher than the entire party’s 
output was before buffing. 

As long as the enemies don’t 

use Disruptive Wave, you can 
exploit this advantage time and 

time again. 


This means that you’re lib 
to spend several hundred 
pieces on herbs fora 
run, but that isn’t a major 
expense once a party is well 
into the game. 

FREEBIES 


Efficiency becomes more 
important as your party moves 
farther away from an inn. It s 

fine to waste MP if your group 

is fighting near a town and can 
sleep at any time to restore 
themselves. When you’re 30 
minutes into a dungeon, there 
are substantial differences in 
the value of those MP. You 
won’t always want to Evac from 
the dungeon and rest because 
you lose your position and 
progress in that area. 

That’s where efficiency comes 
into play. Always have a supply 
of medicinal herbs and at 
least a couple doses of magic 
water. Use the herbs for all 
non-essential party healing. 
Save the magic water for areas 
near bosses, and then restore 
lost MP for casters and melee 
characters alike. 

Your group is likely to take 
more damage in fights while 
fighting frugally. Basic attacks 
are cheap, but they’re not as 

lethal. This gives the enemies 
more opportunities. But as long 
as no one in your group dies, the 

medicinal herbs bear the full 
brunt of your increased damage. 



Some abilities have no cost, 
but still make your party more 
effective. Most of these are 
situational, so it’s essential that 
you learn when to use them. A 
number of weapon skills deal 
extra damage to monsters of a 
given family. These are spread 
throughout the weapon tables, 
and that’s one of the many 
reasons why it’s good to have 
characters that use different 
weapons. 

Leveling 

Gaining experience is a 
critical part of improving y 
characters. Because of vocation 
switching, you’re likely to go 
through the same levels a few 
times, but the process becomes 
easier and easier as your 
party’s equipment and resources 
improve. Learn how to find 
areas that are especially good for 
farming experience. By hunting 
the proper mix of high-quality 
targets in the best areas, you 
improve your efficiency of 
leveling by a huge margin. 

















FINDING THE 
BEST SPOTS 

The best leveling in the 
game is always based around 
metal slimes and their Family 
members: metal slimes, metal 
medleys, liquid metal slimes, 
metal king slimes, and platinum 
jewel kings. 

These creatures are hard to kill, 
but their experience yield is 
often greater than creatures in 
the surrounding area by a couple 
orders of magnitude. Killing just 
one of these targets can get your 
part)’ as much experience as 
the) would gain over the next 30 
fights, against multiple foes. 

Always look for dungeons that 
have these elusive beasts. 
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METAL HUNTING 
GROUNDS 

j Metal Slimes 

Quarantomb. 

Piuvi Isle 

Metal Medleys 

The Bad Cave, 

The Magmaroo 

liquid Metal 

Slimes 

The Bowhole 

Metal King 

Slimes 

Tower of Nod 


Inside grottos 


SHREDDING METAL 

While leveling, think about 
your party’s skills that affect 
metal targets. It’s important 
to have each character learn 
something that’s good against 
metal slimes and their ilk. The 
sword and boomerang weapon 
lines have skills that hurt these 
foes consistently (i.e., Metal 
Slash and Metalicker). 
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Spear wielders with Thunder 
Thrust can score critical 
hits with a higher chance of 
success, so they’re wonderful 
metal killers as well. Axe users 
have a similar ability called 
Hatchet Man. All of these skills 
are quite good. 

If a character doesn’t have 
something from those lines, 
look into multi-hit abilities. 
Several weapon lines have 
attacks that toss four random 
blows at the enemy party. 

That’s likely to score at least a 
point of damage or two against 
a metal target. Multifists (from 
fisticuffs), Rain of Pain (from 
bows), Crushed Ice (from 
staves), and Flailing Nails (from 
claws) all get the job done. 



As you can see, there are 
many weapon types that have 
something that works well. 
Know what your characters 
have and use these skills every 
round. Metal creatures often 
tend to run from encounters, 
so each attack must be used to 
its fullest. 

Metal enemies are highly 
resistant to magic. Even casting 
Bounce to reflect their own 
magic back at them wwi’t do 
much damage, although it’s 
still a good idea just to keep 
your party safe. Don’t rely on 
Whack and other autokill 
abilities to get the job done. 
Raw' damage is much easier to 
pull off. 

TIRED OF EXPLOITING 
METAL SLIMES? 


That’s understandable. If 
you’d like faster leveling and 

don t mind some loss of speed, 
look for spots with larger 
enemy counts. Configure your 
party with one or two area of 
effect damage dealers (with 
Boom-type spells) and have 
the others deal melee damage 
as fast as they can. Blast away 
and don’t reserve MP, return to 
town to rest as soon as your MP 
is depleted, and have a good 
time. 

Another trick is to combine 
duties. Fight against monsters 
that have a chance to drop 
special items. This way, you’re 
getting some experience while 
waiting for things you already 
need. There are a few ways to 
skin a dracky, so try not to get 
too set in your ways. 

EXPERIENCE 

NEEDED 


ft t 4 



It’s almost always worth 
switching to areas with 
metal targets when you’re 
powerleveling. However, 
players may want to explore 

new locations or simply fight 
new enemies. 


Vocations don’t level at the 
same rate. There isn’t a huge 
spread before the experience 
requirements, but it’s still 
worth knowing who goes up 
the fastest and who takes the 
longest. 
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WARRIOR 

Standard _j 

PRIEST 

5 % Extra, j 


10% Extra 

Standard 

martial ARTIST 

THIEF 

Standard 

MINSTREL 

5 % Extra 

6LADIAT0R 

10 % Extra 

armamentaijst 

10% Extra j 

RANGER 

10 % Extra 

PALADIN 

20% Extra 

SAGE 

20% Extra j 

luminary 

20% Extra 


Notice that unlockable 
vocations often cost far more 
than the base ones. If you’re 
using a vocation for quick skill 
points, take that into account 
and use the earlier vocations 
preferentially. 

Getting 
Rich and 
Living 
Well 6 

Remember that adage that the 
best revenge is living well? 

That holds up when you 
think about your party. Don’t 
get angry because hordes of 
monsters want to kill you. 
Instead, use their money to 

buy the best gear. Then, use 

items they drop to create even 

better equipment. See how they 

like that! 



The first step toward true 
power is acquiring money. 
Having cash on hand lets 

your party stock up on tools 

for healing and restoration. 

It’s needed for resting at inns. 

Once you have a tidy sum of 
gold, use it to buy weapons and 
armour. 

Stores in Dragon Quest IX 
don’t have the deadliest 
weapons or the most powerful 
armour for given regions. 
However, their gear is a 
stepping stone. It’s perfectly 
good when you get it, and 
much of the equipment can be 
improved through alchemy. 

The best way to make money 
is to figure out which enemies 
drop it quickly. There are 
some areas in the game with 
high-value targets, such as 
goodybags and gold golems. 
The area south of Gleeba is 
renowned for its riches. 

But early in the game, you 
won t have the option to 

explore wherever you like. 
Gathering wealth during 

those lean times is similar to 
grinding for fast experience. 


The Wealth of Gleeba 

Gold golems roam the 
valley south of Gleeba. as 
mentioned previously. These 
enemies are easy to find 
there and take little time to 
track down. They’re also 
one of the best enemies for 
dropping money until the 

, „ im r arrives. When you're in the mood for cash, this is 

Stplace to go for an extremely long time. 

Even after outleveling the creatures in the area, you see 
substantial financial benefits from hunting there. The gold 
noiems last for mere moments, and your party can afford to buy 
much better gear than if you relied on hunting normal creatures 
of appropriate level. 

4 * 6 * 


Get your fastest damage dealers 
together, use MP quickly, 
and blow down groups of 
enemies without regard for MP 
efficiency. 


ingredients during your mom 
hunt. Kill two birds with one 
stone. 

SEARCH FOR 
RANDOM LOOT 



The patty obtains 42 gold wins! 


While you often find better 
experience targets inside 
dungeons, hunting outside 
is usually just fine for money. 
Stay near towns to give your 
characters frequent rest breaks, 
and hunt the fields with wild 
abandon to minimize time 
spent looking for foes. 

As a bonus, look over this 
guide s maps for the current 
region your party is pillaging, 
find the spots where materials 
spawn. Run between these 
Points to gather as much as you 

can to fill out your alchemical 


Closets, cupboards, blue 
chests, pots, and barrels are 
filled with random items in 
DQiX. Your party should 
search these whenever moving 
through an area. Sometimes 
you get pitiful amounts of gold 
or minor store items. However, 
each time you search, there 
is a chance that you’ll find 
something wonderful. Mini 
medals appear in these random 
objects. Rare ingredients are 
in some as well. Don’t ignore 
potentially wonderful items 
just because you don't know 
what to expect. 
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Gameplay 


If you return to areas after 
considerable time has passed, 
loot these objects a second 
time. Look, there’s more 
treasure! Red chests are not 
random, and they never refill, 
but other lootable items in 
this game restore themselves 
eventually. This makes them 
a keen target for adventurers 
who want to restock alchemy 
ingredients. 

THE BOUNTY 
OF RED CHESTS 



Though red chests are a 
one-time deal, they contain 
much of the best treasure. 
Visitors in your game cannot 
loot these, so don’t get anxious 
about losing anything 
important if your buddies 
have stick)' fingers. 

All red chests in towns and 
dungeons are called out in 
this guide’s maps. Hunt these 
down religiously to get better 
equipment, rare ingredients, 
and piles of money 

On rare occasions, these chests 
are locked. If so, you can’t open 
them until your party finds the 
thief s key (near the mid-game). 
When the chests are behind 
more advanced doors, you need 
to wait for the magic key or the 
ultimate key 


There’s no way to rush these. 
Just note the area with the 
unobtainable treasure and 

return as soon as you get the 
key you need. 

THE ETERNAL 
QUESTION: 

TO SELL OR 
NOT TO SELL? 




THE BANK 




Your old equipment is worth 
a fair amount of gold at the 
stores, but don’t get greedy 
without thinking. Many 
alchemy recipes require your 
old gear and can produce items 
that are a generation or two 
higher in quality. Something 
that seems obsolete right now 
could be your best piece if you 
find that one extra recipe or 
reagent. So, hold on to old gear 
unless you’re in a violent rush 
for a given item. 

If you have sold older 
equipment and find that you 
need it again, look through 
store inventories. Many of the 
base items in the game can be 
purchased at one location or 
another. Return to the right 
town and get what you need. 

It’s not cost effective to do 
things this way but you won t 
be stranded. 


There is a bank located in the 
Stornway; it’s inside the city’s 
inn. Store gold there if you’re 
worried about losing money 
after a total party loss (i.e., all 
of your characters are killed 
in battle). Money on hand is 
halved when your characters 
die. Money in the bank is 
completely protected! This 
is best to do before fighting 
bosses that you haven’t seen 
before. For first-time players, 
that means it’s good to store 
your money before completing 
each dungeon. After you’ve 
cleared a location, there won’t 
be a boss in the future, so there 
isn’t as much need for caution. 

SPENDING 

MONEY 



Inn costs are quite painless, so 
how should you use the bulk of 
your cash? Always keep some 
reserve ready in case you need 
to pay off a priest. Having the 
church cure poison and curses 
is going to cost money 


You spend even more if anyone 

needs to be Resurrected. Costs 
climb as your heroes increase 

in level, so the amount you 

store in the bank or keep on 
hand should increase as well. 

Maintain a good supply of me¬ 
dicinal herbs, antidotal herbs, 
and other curative supplies. 
This is done at item shops; they 
have the icon of a wing over 
their doors. 

With that done, look at the 
weapon and armour stores 
in each town. These have the 
icons of a sword and a shield, 
respectively. Equipment 
upgrades are the most 
expensive drains on your hero's 
wallet. That’s why it’s best to 
do them last. When you aren’t 
sure what to buy and don’t 
have enough money to upgrade 
everything, buy good weapons 
for your attackers first. Do this 
because faster killing brings 
in more money than surviving 
long encounters. After weapons 
are upgraded, buy new armour 
to improve the group’s 
survivability in dungeons. 

It’s probably time to move on if 
you have so much money that 
your group can get everything 
available at a location. 
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Alchemy 


FINDING RECIPES 




Many games have crafting 
systems now, but few get the 

equation just right. If the final 

results aren't powerful, it seems 
like a waste of time to gather all 
the reagents you need. When 
the system is too complex, fewer 
people want to wrap their heads 
around it. 

This is why it’s pleasing to 
unlock Krak Pot in DQIX. The 
alchemy system used in this 
game is quite rewarding. It takes 
a long time to get everything you 
need for a recipe, but the end 
results are amazing. Many of the 
game’s best equipment pieces 
are made through alchemy. The 
recipes can be used through 
experimentation, so your party- 
can make things early on if you 
know what you’re doing. The 
alchemy chapter in this book 
gives you everything you need 
from the full recipe list. 

So, this system is intuitive, 

easy to learn, and allows you to 
create great stuff. What's not 

to love? You don’t need to mess ' 
with these recipes to win the 
game, but who doesn’t like 

making the best goodies 
and making your party 
even deadlier? 


Though this book has all of the 

recipes in the game, you might 
enjoy getting these in-game as 

well. After going through the 

events in Stornway, your party 
meets a device known as Krak 
Pot. This unlocks the option to ’ / 
delve into alchemy, and it also 
lets your group start recording 
recipes. Almost all of these are 
found in bookcases around the 
world. Read everything you 
come across and look on maps 
of each location to find these 
sources of information. 

Once your group reads a book 
of recipes, they are instantly 
recorded. You won’t need to 
write anything down manually, 
and Krak Pot keeps track of 
the recipes for you. Afterward, 
making an item or piece of 
equipment from that recipe 
is as simple as bringing the 
ingredients to Krak Pot and 
clicking a few buttons. 

USING 

RANDOM 

ingredients 

If youd rather jump right to 
the action, look up recipes in 

this guide and have Krak Pot 

combine the items that you 
specifically give it. Most recipes 


have three types of ingredients. 
Combine these in the proper 
ratios to receive your final 
product. 

howto 
getTHE _ 
ingredients 
YOU NEED 



The hardest part of alchemy 
is finding all of the reagents. 
Most of these ingredients 
cannot be purchased in 
stores. Your party has to hunt 
monsters, steal from them, 
and scour the world for ground 
spawns as well. Many items 
appear in the wilderness in 
specific areas; these are the 
ground spawns. Use wilderness 
maps in this book to find the 
locations of such items. 

Other reagents are secreted in 

blue chests, pots, barrels, and so 

forth. Finding them is somewhat 
random, so this should be your 

secondary source of items. 

Because you can't hunt for 

specific things, it’s better to use 

these sources as a way to beef up 
your general supplies. 


The main story has its 
own quests, but those are 
covered in the walkthrough. 1 
The quests referred to here 
are side challenges that are 
entirely optional. There are 
dozens of these in the game, 
and you often don’t start s 
them in each area until yo 
cleared the primary threat in 
the region. 

For instance, your party come 
into most towns and finds out 
that there is a local dungeon, 
some problem or monster, 
and things that need to be 
done. After you’ve finished 
those and moved on to a new 
town, consider returning to the 
earlier region just to check up 
on things. Talk to everyone and 
see what happens. 

PICKING UP 
QUESTS 


Look over everyone's heads 
before talking. Notice how 
some of them have blue talk 
icons? That lets you know 
that they have a quest tooffer. 
Talk to the person and accept 
the quest if you’re interested. 
This won’t bind you to the 
quest permanently; quests can 
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be dropped from the Battle 
Records menu if you get sick of 
one or if you want a different 
quest and are already full of 
active ones (the limit is eight). 


These quests sometimes have 
minor rewards, such as a seed 
of agility. Sometimes, however, 
they have rewards that are 
dramatic. You might receive 
a piece of equipment that is 
very powerful. There may be 
ingredients that are rare and 
valuable. And if you’re lucky, 
you could even find something 
that’s game-changing. 

HOW 

QUESTS ARE 
CC 


ZOMPLETED 



Quest givers often tell you most 
of what you need to know for 
each quest. You might need to 
hunt a specific type of creature 
until a special item drops. 
Maybe the person needs 
some alchemical ingredients. 
There could even be a rare boss 
to fight. 


If the quest giver is vague, read 
this book’s entry on the quest. 
The list is sorted in the guide by 
the quest numbers (the same 
ones that appear in-game). It’s 
easy to look these up whenever 
you want to find out how to 
heat one. 


Some of the trickiest quests to 
figure out on your own involve 
dressing up. That sounds 
funny, but it’s true. Certain 
quest givers want to see your 
hero in a specific outfit or style 
of outfit. Ifyouwanttodo this 
on your own, think about what 
the person is saying and choose; 
equipment pieces that make an 
intuitive match. 


these grottos and their fierce 
enemies. Monsters that are 

even deadlier than the final 
boss of the game are hidden ii 
some of these areas. 


USING 
TREASURE 
MAPS TO FIND 
A GROTTO 


Move west and look fora T to 
appear when your party gets 
in the spot marked by the X 
on the map. When successful, 
this search reveals a grotto, and 
your party can enter. 


DELVING INTO 
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For instance, if someone is 
trying to find a maid, look for 
equipment that a maid might 
wear! Dress your hero in such 
clothes and see if it helps... 


Treasure 

Maps 



Treasure maps become 
available after you complete 
quest 015, Collapsus’s Call. This 
quest rewards your party with 
their first map. Completing 
the dungeon it unlocks leads 
to more maps, and more 
dungeons. 

As with challenge quests, 
these are optional areas that 
you don’t need to complete to 
beat the game. That said, the 
best weapons and armour can 
only be obtained if you brave 


To use a treasure map, open 
the item menu and select the 
“Treasure Map” submenu. This 
opens a screen that lists all of 
the maps your party currently 
owns. Choose the one you 
want to explore and watch as 
the top screen shifts. Instead 
of showing the wilderness 
around your party, the screen 
now reveals the location of the 
dungeon. 


These random dungeons are 
called grottos. They’re hidden 
from sight until your party 
approaches and clicks on them. 
Though it's tricky, you have 
to use the map’s markings to 
figure out where in the world 
to search. 


A simple treasure map might 
show Stornway off to the east. 
That would give you a good 
idea to Zoom to Stornway and 
start your search there. 


THE DEEP 

Grottos are randomly 
generated, so you have to map 
out the dungeons on your 
own. The top screen shows 
this process automatically as 
your group wanders through 
the halls of a grotto. Monsters 
inhabit these dark places; you 
have to fight many random 
battles while exploring, but 
there are also random treasure 
chests. Get these on the way to 
the bottom. 


Each grotto has a final 
basement level with a boss. All 
of these bosses are fairly tough. 
You want your party to be 
well-equipped and at their best 
before attacking these creeps. 
Success gets you wealth, 
experience, and additional 
treasure maps. 


Your party can explore these 
for hours upon hours. What’s 
more, you’re allowed to trade 
treasure maps to other players. 
Any treasure map that you’ve 
completed is available for 
trade. If you particularly liked 
one of the dungeons, keep 
track of it and let your friends 
take on the same challenges. 
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IX offers many more options than you i 


lig ht be used to. You get to create your 


hero, choose his or her vocation, and switch back and 6 


Dragon Quest IX offers many r variations on party themes. You can even tailor vnt» 

between other vocations to gain new skills. memb ers. This allows for many vanat. 

Additionally, you get the same level productive, or whatever else you want. 

party for specific dungeons or bosses to ma ftheseareava ilableatthebeginningofthegame.Theothersare 

look to find the proper quests that unlock a given vocation. 


Without spoiling many things for readers, lets just 
say that you get to choose initial classes for all r 
your characters AND that you can change these 
vocations later on. This chapter explains each 
vocation on its own merit, but it also goes on to 
say what you can gain by shifting between various 
vocations. 

The skill points gained as a vocation levels up can 
be spent on that class’ weapon skills (of which 
there are four per vocation) or on a vocation- 
specific tree. 

Bonuses from a vocational tree are universal. If 
you buy the skill, it affects your character in every 


WARRIOR 


vocation he or she uses! Weapon skills are the 
same way, but they won't come into play it you 
don’t use that specific type of equipment. 

As a final note: you don’t have to spend skill points 
as you level up. H you want to use a vocation purely 
as a way to farm skill points, go ahead and do so. 
The problem with this is that you won’t be awfully 
powerful in that vocation, so it won t be as fun to 
play as when you have a ton of spells and skills. 

The following suggestions are made in a way that 
encourages players to invest in skills that are used 
by their current vocations. But you should know 
that banking skill points is also feasible. 


overview 

PRIMARY FUNCTIONS: Melee damage. 

protecting party members 

BEST ATTRIBUTES: Health points, attack, 

resilience 

SKILLS: Sword, spear, knife, shield, courage 


description 

Warriors are the most basic melee attack class 
These fierce brawlers are able to bring the fight 
directly to enemies. Though they’re late to attack, 
warriors are one of the heaviest hitters, and their 
survivability is equally impressive. Choose this 
vocation when you need someone to kill sinole 
targets and guard from the frontline. 


Thus, it’s possible to make a character that’s 
intended to be a warrior. When playing, you could 
switch to all 11 other classes, get under 30 points 
from each vocation, and come back to warrior 
with enough power to max out sword, shield, 
and courage. This isn’t hard to do, but it’s labor 
intensive and feels somewhat cheesy. Proceed at 
your own risk! It’s more fun to earn your powers. 
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VOCATION SKILLS 

gross aw_ 


Warrior 


1 SKILL 
■ POINTS 

NAME 

BENEFIT 


Dragon Slash 


7 

Attack 10 with Swords 

Adds 10 to your character's attack power when using swords 

13 

Mera! Stash 

j Attack ability that deals extra damage to creatures with rnetal bodies 

22 

Critical Rate Up with Swords 

improves the chance foryour character to land a critical hit with swords 

35 

Miracle Slash 

An attad that heals your charaefet to a quarter of the damage he or shedeafe 

42 

Attack +20 with Swords 

Adds 20 to your character's attack power when using swords 

58 

falcon Slash 

Attack ability that lets your character attack twice 

76 

Attack +30 with Swords 

Adds 30 to your characters attack power when using swords 

88 

Gigaslash 

An expensive attack that teats immense damage to all members of an enemy group 

100 

Ormivocarional Swordmastei 

Lets your character use swords in any vocation 

gpgiaB 

| SKILL 

NAME 

BENEFIT 

I POINTS 




Mercurral Thrust 

Attack ability that inflicts less damage but allows your character to strike first 

7 

Attack+10 with Spears 

Adds 10 to your characters attack power when using spears 

13 

Cattle Prod 

Attack ability that deals extra damage to creatures of the beast family 

22 

Pressure Pointer 

Attack ability that has a chance of killing the target instantly 

35 

Critical Rate Up with Spears 

Improves the chance for your character to land a critical hit with spears 

42 

Attack +20 with Spears 

Adds 20 to your character's attack power when using spears 

58 

Thunder Thrust 

Attack ability that either fails or causes an instant critical hit 

76 

Attack +30 with Spears 

Adds 30 to your character’s attack power when using spears 

88 

Multitlsust 

An inexpensive attack ability that strikes multiple times 

100 

Omnwocational Spearmaster 

Lets your character use spears in any vocation 

IMHM3 §BD[UL 


SKILL 



POINTS 

NAME 

BENEFIT 

3 

Toxic Dagger 

Attack ability that deals damage and has a chance to poison the target {damaging 
ftem over time) 

7 

Attack+10 with Knives 

Adds 10 to your character's attack power when using knives 

13 

fir Swat 

Attack ability that deals increased damage to monsters in the bug family 

72 

Critical Rate Up with (Craves 

Improves the chance for your character to land a critical hit with knives 

35 

Victimise! 

Attack ability that deals increased damage to poisoned or paralyzed enemies 

42 

Attack, +20 with Knives 

Adds 20 to your characters atiack power when using knives 

58 

Assassins Stab 

Attack ability that has a chance to instantly kill the target 

76 

Attack +30 with Knives 

Adds 30 to your character's attack power when using knives 

88 

HP Hoover 

An attack ability that deals damage and restores health to the character 

100 

OfraHvocatioral Knifemaster 

Lets your character use knives in ary vocation 
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SKILL 


1 

POINTS 

NAME 

BENEFIT 

6 

Glockenspiel 

Attacks while maintaining high defence 

12 

+2% to Block 

Raises your character s chance to block by 2% it he or she uses a shield 

16 

Defending Champion 

Greatly reduces incoming damage from physical attacks 

25 

+2% to Block 

Raises your characters chance to block by 2% it he or she uses a shield 

32 

immense Defence 

A stance that dramatically improves shield effectiveness 

40 

Magic Minor 

Reflects enemy spells to severe) turns 

52 

+2% to Block 

Raises your character’s chance to block by 2% if he or she uses a shield 

66 

Hol> Inpiegnabfe 

A holy aura that blocks negative status effects 

82 

Back Aicte 

Stops attacks and reflects them back at the enemy party 

100 

Omravocattonal ShieWmasier 

Lets your character use shields in any vocation 
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SKILL 

POINTS 

NAME 

BENEFIT 


Natural Suength +10 

Whist* 

Natural Reulidce +20 

Bate Slam 

tAjiote Masher 

Nawaffiesifaicei4Q 

Natural Max up ,#) 

| Attack Anadir 


Uddtcattis the (cAmd tu ptotecting vteouiei c 

Adds 1 0 points to your character s strength 

Has a chance to provoke an enemy gioup (enraging them and toeing them to attack 
vuur character) 

Adds 20 points to your character's resilience 

Slams linear enemy. dealing some damage, reduces you character soman Hr 

swell 


"dWTO OWN THE BATTLEFIELD 


as well 

Adds 30 points 


««*> ju points to your character's strength 

Damages the tatget and reduces some id to buili-up Tension 
Adds 40 points to your cfaiacter's lesilieoce 

Adds 6tJlu your diaidCtcfs HP 


stead want offense, but prefer to use an axe or hammer in the future invest your mainr 
a more protective character would be helpful). 

Defensive warriors, whether they’re planning a paladin switch or not, should invest in 
shields. Even the passive benefits of that skill line are dearly powerfiil. This isn’t a great 
me for wandering encounters, but it helps significantly in later-game boss fights. 

HOW WARRIORS FIGHT 

In actual battle, you need to plan your warrior’s attacks ahead of time. These characters 
often are your last characters to strike. If you want to rack up a large combo bonus, you 
need to either speed up the warrior or make sure that the rest of your group is equally 
slow! Against bosses, this means a double casting of Acceleratle or letting the boss get 
ahead of your group if they’re buffing their own agility. 

A string of four attacks that end with a warrior often delivers even more 
damage than some of the warrior’s best abilities. It’s a wonderful trick fora melee-heavy 
part}'. This is also easy to pull off if you have several slower characters (e.g., warrior, 
warrior, gladiator). 

You’re always going to want a metal-buster in your party. A spear warrior can do 
wonders for that. Spears have some extremely good attacks for killing metal creatures, 
including automatic death attacks or the much easier 
automatic critical move (Thunder Thrust). For killing metal medleys, liquid metal 
slimes, and even more lucrative targets, spear warriors are some of the best characters 
in the game. 

EQUIPMENT 

Look for equipment that yields high attack and high defence. Don’t worry about 
agility (it’s pretty much a lost cause after awhile). Get tough and revel in the warrior’s 
strengths! For offensive warriors, upgrade weapons before armour. For defensive war¬ 
riors, a good shield should come first, then better armour, and finally a new weapon. 

BENEFITS FROM ALTERNATIVE VOCATIONS 

Gladiators and paladins are the most intuitive parallel vocations for a warrior. The 
bonus attributes from their skill lines are entirely synergistic with a 
warrior's (except for the paladin’s magical mending). 

But don’t ignore the other classes at your disposal, especially for getting easy weapon 
skills If you’re at a point where your group can train a character up to level 10 or so at 
a rapid pace, consider using some of the other classes as free skill points. Notice that 
priests and mages have shields, right? Level quickly in those vocations to get your 
shield skill up to speed without losing much offensive potential. The same .s true for 
thieves and minstrels (if you have a sword warrior). 

At later levels, martial artists are great because of their native skills. More agility is 
okay, but the natural strength improvement is much better, the healt is wo e 
and Psyche Up is useful to have. 

Rangers have almost nothing to teach you. They’re probably the least 
synergistic choice. 
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VOCATION SPELLS VOCATION SKILLS 


SPELL 

NAME 

LEVEL 

LEARNED 

MP 

COST 

DESCRIPTION 

HmI 

m 

2 

Unstwisji least 30 HI'to ii single ally 

SqwMi 

3 

Z 

Cuius a Single ally o! Ilw oflocls ot poiswt 

ttoon* 

8 

3 

Anwryirs to put a group o! uwmifcs to sleep 

BwH 

B 

1 

Hitiios tlw <Menr.ii ot a singly potty nwri)er 

Cwk ttfodkdnp 

11 

2 

Awnkom any sleeping party itwobars 

Irumtoh! 

: 

4 

Prutrcts a party mamberftotn bniiitti-basud aitnds 


16 

4 

Owtorosat teas) /5 HP to « single ally 

ring 

Vttwk 

IB 

B 

Anwryte to Bewntct a lufa ally (may fail) 

Dngia 

30 

6 

Aliurnpa to automatically loll a single enemy 

fA.«utw.y 


2 

l.'wu. aft party miwbars ot tlw uftneit ol [walysis 

'W 


8 

Hn-,tom* at loan igg hp to,, ^ ^ 

MultM 

iivuAilli) 

* 

10 

ib 

*2* m «„t m ormru fltoup of to the £ih 

**®W 'll Ufosnm HP to nil party numb©* 



8 

llutwts ttw whnto Ihirty liom tmeth bated attacks 
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SKILL 

POINTS 

NAME 

3 

Murcvrtial Thrust 

7 

Attack dO with Speurs 

13 

CatthtfLod 

72 

Ptessuro Pnmtoi 

35 

Dttical Roht Up wrth Spears 

43 

Attack i-20 with Spears 


IhundiM Thrust, 

76 

Attack i-30 witli Spears 

88 

MuHiUsust 

100 

Vkwrvocattond Stwoinvyaw 

®fi® §0104 

SKILL 

POINTS 

NAME 


Mux Ml 110 wrlMA'.nds 

rViliinogic 

13 

MI’Ahstm^^ 

21 

Iksitiuhe^v 

31 

M»MP<»«wKWtafc 

44 

CthkMNxt 

57 

MPAbsotvfuircmj 

70 

MtxMP *60 with Waists 

84 

AutuMPRau^^ 

HW 

Wants 

ftvftxweitonelWWxbi^tur 


BENEFIT 
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[ SKILL 
POINTS 

NAME 

BENEFIT 

3 

Aflac* wth Stews 


7 

TnpofaDeaUrtime 

Attempts to farad down a group ol enemies 

13 

Oifcal Hit Rate Up wJh 

Saw 

Rases your character s dance to get a critical to when using staves 


OelreoncE 

Dab extra damage to monsters from the zombie family 

35 

Aradt+20 with Staves 

Adds2D3tt3dwAenyoureharacteisijs«ig3staff 

£ 

Party Poops* 

Attempts to launch a group of enemies 

58 

Evasion Cfance +4% with 
Staves 

Adds t% to vow character s chance to avoid attacks and abilities 

76 

Crashed Ice 

Deals tow Wows to random enemy targets 

88 

Arad. +30 with Stave 

Adds 30 attadvrfien your chaactef is using a staff 

106 | 

ftTwraaranalStaftmastF 

Lets your character use staves in any vocation 


gfflMt) SIKDEUL 


I SKILL 

I POINTS 

NAME 

BENEFIT 

6 

Btoeksnspei 

Attacks while maintaining high delete 

12 

+2% to Block 

Raises your character's chance to Mod by 2% if he or she uses a shield 

IS 

Xtefand^Champiap 

Greatly reduces incoming damage from physical attacks 

25 

+2% ©Block 

Raises your character’s chance to block by 2% if fra or she uses a shield 

32 

Immense Defence 


40 

Magic Mirra 

Reflects enemy spells for several turns 

52 

42% toft* 

Raises your characters chance to block by 2% if he or she uses a shield 

66 

Holy Impugnable 

A holy aura that blocks negative status effects 

82 

Back Ante 

Stops attacks and reflects them back at the enemy party 

100 

Omnrvocational ShreWmaster | 

Lets your character use shields in any vocation 

EflUUllJ 



SKILL 

POINTS 

NAME 

BENEFIT 

8 

Donation 

Lets you see how much experience is needed tor characters even while out in the 
held 

16 

Natural Magical Mending +20 

Adds 20 to your character's magical mending (i.e„ healing) 

28 

Beeec&ction 

Lifts a curse from a party member (outside of battle) 

40 

Natural Max MP+10 

Adds lOto your characters MP 

46 

Rotstnppei 

Protects the party from undead monsters' attacks 

56 

Natural Magical Mending +60 

Adds 60 to your character's magical mending 

70 

AknaMatei 

Prevents instant death attacks from working 

80 

Natural Man MP+20 

Adds 20 to your character's MP 

90 

100 

Care Prayer 

Natural Maaical Mending 
+100 

Raises the caster's magical mending by a substantial degree 

Adds 100 to your character's magical mending (rt’sa huge difference) 


HOW TO SAVE LIVES AND DELIVER BABIES 

Priests are the people you bring in when fights are becoming too difficult to handle. 
They're poor choices for finishing battles quickly, as there aren’t many other vocations 
that inflict so little damage. Their spells are not very attack-oriented, their status 
effects won’t help the party kill faster, and their base damage is quite poor. 

So, you should avoid using priests when you group is out for rapid leveling or farming 
for items (by stealing or by killing). Instead, save the priests for long dungeon runs and 
intense boss fights. 

To do this, pick a character that will spend some time as a priest (for the exact type of 
encounters mentioned above) and then have him or her spend the rest of the time 
as something else. A mage/priest hybrid can be especially powerful because of their 
synergistic weapon and vocation benefits. Use the mage ‘side" for random encounters 
and exploring dungeons, and then switch over to priest for the conclusion of the area. 

LAYING on hands 

It s fairly easy to use your priest in real combat. They Heal early and often. For the 
hrbi ten levels of the game, priests don r t seem that much better than most alternative 
healers. A minstrel can do almost as good a job. Heck, even a thief that has learned 
Heal can keep up with most injuries. 

Hiat changes dramatically in the later game. More advanced healing spells outstrip 
die party s ability to remove damage through Heal and even Midheal. You need to 
have people with Moreheal and the much-loved Multiheal to be able to survive against 
enemies with extra single-target damage or massive area-of-effect spells. 


Priest 


a round begins how things will turn out As Inno a u S " ot 3 ^ Vays c ear 
often do), iris bettertoowrhea, tfan^derh^Brinrino^g^ to s P ar * ^ an( l priests 
wasting" a few extra MP is usimIIvjK . 8 ,n 8 a character to full health and 

knock out a party member, si„ C e it’s extremelyliardto fosunec^peorJe'onlv’ 

o^ W ^ t0feing ' Rwlar ^ 

and HrfStaT SH1 ClMraCter “ UP ' Tha *’ S definite ' y " 0t efficient! ^ early, 

Remove status effects when you can. Effects like sleep and paralysis can be crinnlina ^ 
your party. These effects can last for a few rounds, so it’s easily worth your priest’s time 
o use Tingle or Cock-a-doodle-doo. Squelch is a tougher call because poison doesn’t 
f°P V° ur characters from acting. If you must Heal characters anyway, Ehe extra 
damage they take from poison isn't usually going to be a fight breaker. 

So at the end of the day, priests pretty much sit in the back of the party and Heal 

Itswhattheydo, It's what they’ve always done. You're trading damage potential for 

survivability at a party level. 

EQUIPMENT 

No one is going to be surprised by the type of equipment priests seek out. Get that 
magical mending number up, and keep it as high as it can get. There are often a 
number of decent gear choices for this. Priests won’t get to have a high defence, but 
being in the rear of the party makes up for that substantially. 

Find items that reduce your character’s chance of being struck with sleep, paralysis, 
or other major status effects. Because priests are the people who remove these effects, 
they’re the last characters you want to have out of action. If you only have one elfin 
charm, it goes on the healer first. Hands down. Tell your thief to wait her turn! 

BENEFITS FROM ALTERNATIVE VOCATIONS 

It’s already been mentioned that mages are a wonderful vocation to level beside your 
priest. You can choose to benefit from their vocation skills and get more MP as well as 
useful abilities. Or, you can use them as a free source of wand training. 

Now, your priest doesn’t have to be a wand user. Spears and staves do much more 
damage, but think about this for a second. Is your priest ever going to deal really good 
damage in melee? They’re in the back, so that’s already a handicap. Then, they have 
poor strength growth and a tendency to focus on equipment that doesn’t help on 
damage either. It’s a weak choice. 

Instead, look at what a wand gives your priest: more magic and eventual!)' almost 
unlimited MP over time. Priests are always bleeding M P. You can’t avoid healing; it s 
a way of life. It’s wonderful to have a massive supply of MP and the potential to earn 
more over each round. Wands are perfect. You can also then use the same weapon 
when you switch over to mage or sage. This translates into the party saving gold when 
equipping your healer. 

But enough about that. Warriors and minstrels are useful for their shield training (and 
not too much else). The minstrel’s late-stage magical mending is frequently too little, 

too late for most players. Only the really aggressive characters will see that as a carrot. 

Go ahead and get four points in gladiator (yup. just for the few HP). Abw, ^ get 
some armamentalist points too. Fire Fource is a useful buft that you van get long 
before any mages have Oomph. Sure, it’s not as deadly, but priests don t get to have 
much attack buffing anyway. You’ll want to have this in your repertoire. 

P.briins are a hufie shift in playstyle, but almost all of their virtue benefits are 

IsssssP 

Switching to a sage goes 

of your priest’s healing potential, bu *» ^ bI , gj/uig Divine 

invaluable. And that’s »*£•*«* things in there that a priest won’t ever 

Intervention, Magical Barrie, superior in some ways and 






















MAGE 


OVERVIEW status effects on enemies 

mwmem***»£*** m * 

8 EST ATTRIBUTES M 39 C m«|W-» •**» 

SWUS Wand, knife, whip, slwW. ***** 

theyfbnrtion more as support charaettrs, using ^ one of the worst vocations 

their allies- Always expect your mage to be ,n the 
when it comes to survivability. 
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VOCATION SPELLS 


LEVEL 

LEARNED 

MP 

COST 

N/A 

2 

6 

4 

3 

8 

4 

3 

11 

i 5 

13 

2 

16 

8 

19 

5 

21 

4 

25 

8 

28 

10 

30 

6 

33 

8 

40 

24 

42 

8 

<7 

28 

53 

18 

« 

45 

© 

50 



VOCATION SKILLS 

WEBB 9 SD 0 JL 


Singes a single enemy with fire (or 12-16 base damage 
Raises the agility o( all party members 
Pierres a single enemy with ice (or 25-35 base damage 
Reduces the defence of a single enemy (can be used multiple times) 
Instantly exits the current dungeon, cave, or tower 
Damages aHenemiesmthebetfe (dealing 20-30 base rfemagel 
Allows your party to travel across dangerous terrain without taking (fare® 
R.(k into a group of enemies with ice (dealing 42-58 base damage) 
Attempts to confuse a group of enemies 
foms a protective barrier that reflects all enemy spells back at them 
"educes ,he detente of an entire group of enemies 

£ 52 , 


*1*^ 



Max WP+30 with Wands 

Caducous 

MP Absorption «4% 

Max Mp +60 with Wands 

Auto MPftecovery with 
Wands 

Omnrvocational Wandmaster 


GGffil StKDQJL 


Adds 10 MP © your character when using wands 
Attempts to stop 3 single foe fiomcastmg spelfe 
Acife 2% to the amount of MP your character 33 ms when meteng w«> aware 

Attempts to paralyx demon* targets 

Afe:30 MPtoyow character wtavi l&£ 

Gives your character an ability that heals (self or other! for a maferateameusi 
•Adds 4% to the amount of MPycur charset at gains when meter*) -vxUt -• •*and 
Adds 60 MP to your character wteiusang wands 
Yoih character gains MP?very combat tom if be or she ras a ware! 

Lets your character use wands w any vocation 




Tojuc Danner 

benefit 

IMMfctiyntxnfrirwT.^- -. 

J 


76 

88 

100 


Attack +10 with Knives 

fly Swa 

Critical Rate Up with Knives 
Viclimisa 

Attack+20 with Kmves 

Assassin s Stab 
Attack+30 with Knives 

HP Hoover 

^"^tioralKnifmwetw 


|» over time 
Adds (0 to 
Artack abdity 


vhen using totes 


Attack ability that (feats meteased damage to monsters .4 d*l*9 ** 
|,n f »<*5 the chance tor m character tofend a crsocaifttteihiu^es 
Aitack alMity tret (feats increased damage to pcr.wed«» paralytttf 1 ^ 


Adds 20 to 

Attack ah 


Aids 30 to yu 
Leu 


Vfhathasa^, 


Tiagutopcumedarpe 
gng btei 
i marurykihtne target 
lower when gsmg knMt 

a M :esti.ius M*» *»<***#• 













































1 SKILL 
■ POINTS 

NAME 

BENEFIT 

3 

HypnowNp 

Arwrisbih'h'thaihasectereetocoinfrisetteagei 

7 

lathings of Law 

Attack atslity that deals extra damage to groups of hunanokte 

13 

Attack+10 with Whips 

Adds 10 id attack when the character uses whips 

zz 

TrammeUasf' 

Attack ability that attempts to cause paralysis to the target 

fl 35 

Atari >253wtlhVWttce 

Adds 20 to attack when the character uses whips 


Hit the Hay 

Attack ability that tries to put enemies to sleep 

se 

Attari +30 with Whips 

Adds 30 to attack when the character uses whips 

76 

Schadenfreude 

An attack that inflicts damage on targets while healing the character 

86 

Twin Dragon Lash 

Attacks an enemy grotto twice 

K» 

OmnwcaMmal Whipmaster 

lets your character use whips in any vocation 

§2)011® MU 

I SKILL 
POINTS 

NAME 

BENEFIT 

6 

SKctetspeJ 

Attacks while maintainiiig high defence 

12 

+2% to Btocri: 

Raises your character's chance to block by 2% if he or she uses a shield 

18 

Defending Champion 

Greatly reduces tnctmtng damage (mm physical attacks 

25 

+2% to Hock 

Raises your characters chance to block by 2% if he or she uses a shield 

32 

Immense defence 

A stance that dramatically improves shield effectiveness 

40 

Magic Mirror 

Reflects enemy spells for several toms 

52 

+2% to Block 

Raises your characters chance to block by 2% if he or she uses a shield 

ffi 

Holy Impregnable 

A holy aura that blocks negative status effects 

82 

Bee* Arete 

Stops attacks and reflects them back at the enemy party 

109 

Omrwocatranal SNeldmasta 

lets your character use shields in any vocation 

§Pll[!JMM?ff 


SKILL 

POINTS 

NAME 

BENEFIT 

6 

Wizard Ward 

An ability that prefects the caster from enemy magical damage 

18 

Natural Magical Might +20 

Adds 20 to your character's magical mtglit (Le„ spell damage) 

26 

Spooky Ante 

Reduces an enemy's resistance to magic 

38 

Manual Max MP+10 

Adds 10 to your character’s MP 

46 

Foots Poors 

Puts toe caster in a state that allows him or her to regenerate MP 

54 

Critical Spell Rate Up 

Raise your characters chance to get critical effects from spells 

68 

Charnel Anger 

Adds a substantial amount to the character’s magical might 

78 

Natural Magical Might+60 

Adds 60 to your character's magical might 

88 

Natural Max MP +20 

Adds 20 to your characters MP 

100 

Natural Magical Might +100 

Adds 100 to your character's magical might (boom, baby) 


HOW TO BLOW UP MONSTERS IN STYLE 

Mages have what they need to take out groups quickly. Let your melee party 
members do the cleaning if a single target or two pop up. The mage comes to 
the front when multiple groups appear or when you have to deal with three 
or more monsters at the same time. Normally, this would trigger a battle that 
lasts multiple rounds. That's bad for you. Monsters get to take more attacks 
and steal more of your precious time. Mages prevent this by wounding targets 
to the point where melee characters can finish things off with a single attack 
instead of two or even three blows. 

The Bang/Boom spell lines are some of the most commonly used because they 
ignore enemy grouping. Everybody gets hit, and everybody takes damage. 

The Frizz line is your single-target damage dealer. Many bosses take great 
efforts to avoid these spells, using Bounce or other abilities that reduce 
incoming damage. That’s a major reason why parties aren’t composed of trip e 
m *gic dealers and a single healer or tough guy. It’s hard to beat bosses in that 

configuration. 

However, if you are fighting a single tough target with magic, the Frizz line is 
what you have. Use it after you’ve completed your more important duties, n 
what are those you ask 


augmenting party damage 

successfully landed twice on a heaw ZT th J ** Sap until if 

■JKlee damage by a massive amount Watch a^your frontlt' T '° 

doing tons more damage Then have vn„, m “ [ characters start 
characters in turn. Oo^ph ™^ * ™.ee 

worry as much about casting Sap anVEoping^hal’i/sticks" 1 

Though mages are keen for direct damage, you won't want to forget Bounce 

AoEdim 6 P Tkt ° f ' me 7 C3SterS Sh0W U P' Cast this S P'“ “ avoid major 
AoE damage-Abtlmes in the mage line such as Wizard Ward also help protect 
mages from damage that is hard to avoid. 


Keep your mage in the back. There is never a reason to have these characters 
anywhere else. They don’t take hits well, their melee is a sad joke, and they 
get self-conscious giving speeches at large gatherings. 


OH, WHAT TO WEAR? 

Magical might is your bread and butter as a mage. The more you have, the 
more damage you can do with your direct attack spells. Items that restore MP 
on the move (or drain it from enemies) are great finds. You also want to get 
what modest defence you can out of things. Because mages have low defence 
equipment in general, it’s easy to look at their upgrades in the armour store 
and shrug. Ignore that temptation. Despite being in the rear, your mages do 
incur melee attacks from time to time. These characters have no real health, 
and they’ll be mincemeat if you let their equipment go to pot. 

Keeping up with equipment upgrades lets your mages take hits a bit better 
and usually raises their damage output simultaneously. It's worth the coins. 

If you find that money is light, go out and hunt. That’s one of the glories of 
having a mage around; they kill groups incredibly quickly if you open the MP 
tap. This uses MP rapidly, but that’s fine. Fight near towns so that your group 
can rest and return to the fighting as soon as your mage runs out of steam. 
This is a wonderful way to get extra money for those hard upgrades. 


BENEFITS FROM ALTERNATIVE VOCATIONS 

As stated in the priest write-up, mages and priests support each other 
perfectly with their vocation abilities. It s great to have the improvements to 
MP and the chance to learn more wand/shield skills. 

Warriors and minstrels are only good for their shield training. Martial 
artists and thieves are even worse. It’s not until you unlock some of the later 
vocations that more goodies become tempting. 

- ' few levels of gladiator for the free HP, and certainly grab the buffs from 


f course, is a late-game switch that presents more «PP“ rtu "‘ ti « ,Q 
ister Kaboomle is only available to the sages, and that by itself is quite 
g. Additionally, the reduction to casting costs at the end of 
convenient for mages even if they don't permanently switch over 
i fulltime sage. 
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DESCRIPTION L an warriors. These frontline 

Martial art*, cover a different area of the melee spec^ ^ ^ ludicrous agdtty. 
fighters deal their damage early m a «ntn . M S ^ wjth the rig ht weapon, and you can 
and their overall damage is .extremely h.g _ P en , urn t(m , be | ps decrease the load 

often kill enemies before they get the,r at “" S . ® these characters have high sustained 
on the healers in random encounters. Ag than warriors, their high 

damage thats.Iso useful. Though j tro „bl.. 

health pool and impressive evasion usually keep 


VOCATION-RELATED QUESTS 
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VOCATION SKILLS 

mas mm, 


POINTS NAME BENEFIT 



Probetlw Blade 

7 

Attack+10 with Claws 

13 

Can Ogam 

22 

Cnttal Ha Rate Up with Claws 

36 

Hating Nads 

4? 

Atad *20 w«h Claws 

56 

Hwklaw 

76 

Attack .30 with Claws 

88 

Haku'nBroA 

100 f 

® mnM *a , ®nal Oawtnastw 


^*™*mSgg3SSSSP 

Ate 10 points to your diBiaclwi attack whenusing daws 
^winitot^torrwsiec from the machine family 

ae«ii%s ot lou, qwcA atiacks witti tnipilv dan igge 
Ate $ points to your character s attack when using daws 
Ovals two heavy blows to the erremy 
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POINTS NAME BENEFIT 


3 

7 

13 

22 

35 

42 

58 

76 

88 

100 


Attack +10 with Staves 
trip of a Deathtime 
Critical Hn Bate Up with 
Staves 
Deliverance 
Attack+20 with Staves 
Party ftjoper 

Cvasicm Chance+4% with 

Staves 

Crushed Ice 

Attack »30 with Staves 

OwivocanonaiStaffmaster 


Acids !0 attack when y*x»r character is usvx$ 3 sssff 

Attempts to knock down a group of enemies 

^ses your character 's chance to get a entkai iw wteniangiswp 

Oea's extra damage to monsters non tte amte tamiiy 

Adds 20 attack wfieo wtw cnarocter is usinga staff 

Attempts to launch a group of enemies 

Aids 4* to ycwr character s chance to awd a&adttantfabtoiS 

Deals lour Wows to random enemy targets 

A^3C attack ,vhe,i your characlei is i^as*a^ 

Uts *** character use staves m any vecaaijn*' 













































Martial Artist 


SKILL 

POINTS 

NAME 

BENEFIT 

4 

ft 


? 

Ana* +10 with Fans 

Adds 10 to your characters attack when using tans 

is 

Reverse Cycte 

Reflects breath attacks 


Critical Hit Rste tip with Fans 

Raises the chance for your character ,o scorn a critical hi! when uangfens 

35 

tt&ter Steughw 

An attack that deals extra damage to enemies from the aquatic family 

42 

Attack+20 with fans 

Adcfe 20 to your characters attack when using fans 

SB 

Seheotanc 

Improves evasion for your character 

76 

Alia* +30 with fern 

Adds 30 to your characters attack when using fans 

88 

FanDango 

Randomly attacks enemies multiple times 

IOC 

(^vocational Fanmastet 

Lets your character use fans in any vocation 


IfOSWIDOC® SSDGJL 

SKILL 

NAME 

BENEFIT 

POINTS 



3 

Stone's Throw 


7 

Attack+10 with fists 

Adds 10 to your character s attack when using only fists 

52 

Wind Sickles 

Attacks a group of enemies and deals extra damage to elemental monsters 

16 

Critical Hit Rate Up with Fists 

Raises the chance for your character to land a critical hit when using only fists 

25 

Knudcte Sandwich 

A powerful attack that deals extra damage 

30 

[ Evasion Chance+4% with Fists 

Adds 4% to your characters chance to avoid attacks and abilities when using fists 

42 

Muftifets 

Delivers tour blows against random opponents (immensely useful) 

60 

Ana*+30 with Fists 

Adds 30 attack when your character is using only fists 

77 

Boulder Toss 

Throwsa boulder at an enemy, dealing hi$ damage 

100 

Attack +60 with Fists 

Adds 60 attack when your character is using only fists 


RD@®§ 


SKILL 

POINTS 

NAME 

BENEFIT 

4 

War Cry 

Attempts to paralyze every enemy in a single group (for one round) 


Natural Agility+10 

Raises your character's agility by 10 points 

>6 

Psyche Up 

Raises the character's Tension 

22 

Natural Strength+10 

Barses your character's strength by 10 points 

S 

Mere Sana 

Removes negative status effects from the character 

42 

Natural HP+30 

Adds 3) to your character's maximum HP 

55 

Mind Over Matter 

Protects the character from breath attacks 

68 

Natural Agility +30 

Adds 30 to your characters agility 

82 

Meditation 

A self-heal abifrty that costs very few MP 

100 

Natural Agility+60 

Adds 30 to your character s agility 


HOW TO BREAK BOARDS WITH EVERY 

muscle 

Martial artists get access to damage easily. They’re your party's assassins, 
standing on the frontline and waiting to take out enemies before they have 
a chance to act. If you aren’t making a run against an enemy boss, use your 
martial artist's abilities a little in each fight. If you are on a boss run, 
itmember to keep your MP topped off, since martial artists almost never 
have anything to spare. 

Decide what you want from a given round and have your martial artist lead 
''hh an attempt to achieve that goal. If you’re trying to stop the enemies from 
°*ng damage, either take out one of their numbers instantly or use abilities to 
disrupt them. War Cry, an early ability in this vocation, is a great way to keep 
enemies at bay while your group works on other things. This is important in a 
number of quests. 


enemy ahead is going to inflict dim™* C V ' ducin S the chan « that the 
This also prevents weaker targets from run^ gr0Up whlle the y prepare, 
preparation is c„ mplet e, T^"' ^ 

is <l uitE good * it. Psyche 

someone who spent time as a minstrel r ™" * ^ lf y0u a,so have 
few rounds. mmStre1 ' * s eas Y t0 get to full Tension in just a 

weailon! h rUtal *y a gS r essive, damaging martial artist, use claws. These 
Fan^and ** eXtre ?* ely high dama 8 e whe n combined with their abilities 

character e " '**' f ° r disrupting enemies - Fisticuffs give your 
haracter even more survivability and also keep your damage at a decent level. 

equipment 

Martial artists, like warriors, should focus on their strength and defence It’s 

v^rtiors^ a g‘ 'ty on them, but they already get so much. Again, it's Me the 
amors. Warriors are almost always last, so why bother with their agilitv’ 
Martial artists are almost always first. Thus, there is no need to stack on agility. 
However, this stops being true if your party is leveling in a very tough area. If * 
the monsters start getting attacks ahead of your martial artist, switch a few 
gear pieces around to see if you can change that. You should always have your 
martial artist attack first. This is essential for eliminating wounded monsters, 
enemies that might flee, and so forth. 

Always keep a spare vial of magic water around. Martial artists use their MP 
supply awfully quickly, and you don’t want to jump into a boss fight without 
access to your best abilities. 


BENEFITS FROM ALTERNATIVE VOCATIONS 

Martial artists don’t absorb damage as well as more heavily armoured 
frontliners. Instead, they depend on their decent health and tendency to 
acquire evasion bonuses. You can improve this to a substantial degree by 
getting a shield. This takes time, but it’s ultimately well worth your trouble. 

Use vocations that don’t have much benefit for your progress (e.g., priest, 
mage, sage, luminary) to acquire shield points. This is best done later in the 
game when one strong burst of leveling in a few vocations can get you the 100 
points you need to master shields. This lets your martial artist equip shields 
and become truly frightening. You start to see attacks fail against your martial 
artist on a regular basis. Even bosses have a hard time killing your character 
after that point. It’s almost unfair. 

Warrior and gladiator levels make your martial artist a better damage dealer. 
You get more strength, some health, and a wider range of attack options. The 
time spent as a gladiator is especially productive because it gives massive 
damage potential to a character that is already able to frontload his or her 
attacks and damage. 
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thief 

zszssz— 

description t when you're leveling up or farming 

should!), it's almost mandatory to h Thejr moderate staying power 

Don't use these characters as heavily against the tough voca tions. Have your thief take 

' equipment to shift into before boss fights. 

rhaiienoe Quest 99 


1 * 1 ■ - ■ ■ ■ .. -. ■ ■ — 

Challenge Quest 99 

Challenge Quest 100 


attribute tables__ 


ATTRIBUTE LEVEL 1 LEVELS LEVEL 15 LEVEL 25 LEVEL 40 LEVEL 60 LEVEL 80 LEVEL 99 RATING 



VOCATION SPELLS 


SPELL 

NAME 

LEVEL 

LEARNED 

MP 

COST 

DESCRIPTION 

Hos 

; ! 

12 

16 

2 


feat 

2 

a last 30 HP se a sngte;% 

to@3Se 

3 

2 

^**s c< a srofe party-Derce 


VOCATION SKILLS 

raai§(m 
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Txt Dagger 

7 

i Atracfc weti <rrvea 

•3 

%Sws 

2 


35 

■ViFisa 

42 


56 

[AssasaA^gi, 

36 
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NAME 

BENEFIT 

POINTS 




Qmrwcawrei Swcrtmaaer 


Ad* lOtoyMdaanertattadpow^tsngsv^ 

Imposes the danoe far iwr character tand a orticaShrt with jwv* 


Adds 20 «? yow character '< ertack pc*<* wher, l-sto svwt* 

Asad *A?r that lets yoti character aaat* mwk 

W* 30® ytw charactersafiad pews when us^awk 

tremens?* arwi ft* date damage fa 38 rrw^ 

bets ycwr character use swords in any vocation 


mh 

1 SKILL 

NAME 

BENEFIT 

I POINTS 



3 

PrapeteSa* 

lante2re&tfaditege&ayreltet,$Bcwtya!t3&.zlter/m) 

7 

Acad vtOwfihQaws 

Adds 10 pane to ywr character's attack when usingcfem 

*3 

GrOpem? 

Deals extra damage to monsters from fre mattes farsiv 

22 

Cfiacai Ha Rate Up with Gaws 


35 

Raitagtefe 

A seris of four djekaaads with hightyvaiaHe damage 

42 

Ar.al*20w«hGaw$ 

Ad* 20 poms to yar characters attack when using daws 

SB 

Hyfcia* 

Deals rvw he®ry blows to the enemy 

75 

Asad+30 with Owe 

Ad*30poimstoyoorctafadH's3tladwrf!enijsingcl3v« 

SB 

ftaftt n'fa* 

Ha; a chance to strip positive status effects from the target wlfebittirn fern 

iOO 

Dmimcationai Qawmaster 

Lets your character use daws in an/ vocation 


8EDQJL 

SKILL 



POINTS 

NAME 

BENEFIT 

3 

Slones Throw 

Attacks a gnap of enemies fw modest damage 


Attack *10 with fists 

Ad* 10 to your characters attad when using only 

12 

WraJSckte: 

Attacks a group of enemies and deals extra damage to eterrencal monsters 

18 

Cntial Kit Rate Up with fists 

Raises the chance tor your character to land a critical hit when using only fists 

25 

t/wddeSandvwh 

A powerful attack that deals extra damage 

30 

Evasion Chance with fists 

Adds 4% to your character's chance to avoid attacks and abilities when using fists 

42 

Mutifas 

Deinets tour fabws against random opponents (immensely useful) 

60 

Attack +30 with fists 

Adds 30 attack when your character is using only fists 

77 

fccsfcrToss 

Throws a booMer at an enemy, dealing high damage 

WO 

Attack *60 with fists 

Adds 60 attack when your character is using only fets 


MjfflIMOMICItISS 


SKILL 

POINTS 

NAME 

BENEFIT 

4 

ftetuai Dehress *20 

Adds 29 to your character's deftness 


Half-Inch 

Gives your character a chance to steal an item from the enemy target 

16 

iBtaalAgrfity.at 

Adds 20 to your character's agility 

22 

Pitfall 

Used to dig a pit that can temporarily trap monsters (or your own character if yai 
forget where rtis| 

32 

Natural HP *20 

Ados 20 © youi character's maximum HP 

42 

Nose Measure 

Used outside of tattle. 1hi$ ability detects treasure chests on the current floor 

55 

Natural 0etoesr.*4Q 

Adds 40 to am character s deftness 

fib 

EyeforlrouUe 

Adds more information to the targeted monster's bestiary entry 

<Sl 

Natural Agility ,40 

Adds 40 to your character's agility 

i» 

Tteaswe Eye land 

Used outside of battle, this ability locates and highlights treasure on your map 


MULTIPLAYER AND LATE GAME USES 


Thieves like to get into trouble, even with their friends. You might not 
know this, but Pitfall doesn’t just affect your hero and any monsters that 
wander by. It’s also a good way to mess with your friends when playing 
a multiplayer game. 

Also. Treasure Eye Land has more uses later in the game. While 
Exploring grottos, this ability lets your character find the stairs. Using 
tins often, it's easier to complete grottos quickly (thus getting more boss 
*‘0hts for the same time investment) 


Thief 


THAT'S MINE IS MINE, WHAT'S YOURS IS MINE 

g«r Mg e„ tsbystM n„gl emfr re'™tra^ 

non-stop slaughter takes probably one-fifth tfrt* tiS“ ,hief°“ h " r of 

larger spell list and more survivability). ^ 8 few more perkslsuchasa 

When you aren't stealing, a thief acts as sort of a greedy man's mins,,el v 
leant some minor healing to back up any real pa^y helleTCZl m“ 

Arilift Bonus S,ngle ; target Vantage. After learning Half-Inch and your Natural 
Agility Bonus, consider getting only weapon skills with this vocation The. „ 
you can take a more deadly vocation and still have your thief stay on par with* 

and I H aracters for b< ® fi 8 hts ind oth er challenges. A sword-using warrior 
aw-using martial artist are both solid considerations in this wav 

Honestiy, the thief is better as a side vocation that you use when you want to 
farm items. It s not much of a champion of any other virtue. 

BEEN CAUGHT STEALING, ONCE, AT LEVEL 5 

So Half-Inch is essentially the core skill of a thief. Your mission is to use the 
ability to grab the item that the monster is carrying while the fight is still 
ongoing. The other party members kill off peripheral monsters to prevent the 
enemy group from doing too much damage while the attempt is made. 

If you know w hat you re looking for, by reading the monster list and seeing 
what each creature drops, it’s safe to kill off everything except for one of the 
monsters you want. Have another character disable that target each round 
(with War Cry, Snooze, or similar effects), and let your thief Half-Inch to his or 
her heart’s content. 

It often takes multiple attempts to steal an item. Look for equipment that raises 
your chance of success and stack on as many of these as possible. It saves many 
rounds of wasted thieving in the long run. 

EQUIPMENT 

Thieves are entirely centered around equipment that boosts their ability to 
steal. You won’t be able to get too much of this early on, so maximize your 
strength and defence while you wait. Magical mending is a pipe dream; you 
couldn’t possibly stack enough on to have your Heals do much for anyone. 


BENEFITS FROM ALTERNATIVE VOCATIONS 

Look at this in reverse. The thief is a better vocation to augment primary 
choices. However, you could have your character stay as a thief as a primary 
vocation. If that’s w'hat you want, here are some things to consider. 

You want to maximize your single-target damage. All other functionality 
becomes eclipsed by dedicated healers later in the game. So, pick a weapon 
that can deal major damage or one that has impressive effects. Many knives are 
weaker on damage but excel in their random abilities. For instance, quite a tew 
knives have autokill abilities that trigger or cause special status effects. Use 
warrior and mage levels to boost your knife skills rapidly. 

Martial artist vocation skills give your thief more chances to disrupt enemies, 
and the natural attribute bonus helps considerably. Minstrels and luminaries 
are similar vocations, so all of their bonuses augment your own. 

Rangers are usually left by the wayside by standard damage dealers. Thieves, 
however, get a number of bonuses. Mastering ruggedness is a great way to ra.se 
all of your thieving attributes. 






VOCATIONS 





















minstrel 




OVERVIEW VM******" 1 ****** 

BEST ATTRIBUTES: Cham 
SKILLS .Wd. Whip. fan. shield. Utheness 

of versatile charactef^ they 

Whereas the thief helps the party get items, mtnstrel P 
bonuses and their survivability. 


Challenge Quest 101 

Challenge Quest 102 


VV 1 
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attribute tables 


HP 

MP 

Strength 

Agility 


Own 

Magical Mending 

Magical Might 


75 

103 

148 


LEVEL 60 

LEVEL 80 

LEVEL 99 

RATING 

297 

3Si 

480 

k "A 'V 'A" . 

110 

146 

179 

'k W 'A 

152 

200 

246 

"4' 'A ''A 'A 

219 

291 

359 

> 5A "bA tI' 1a 'yC "X 

146 

193 

23? 

7A 'A 'A 'A' 

188 

247 

304 

"A X 1A '“A "4r k 

151 

199 

245 

'A > V '5* X *A 'A ’’A 

120 

159 

195 

'A TA > Af lA 

99 

131 

161 

'k 'A a ±.mm 


VOCATION SPELLS 


VOCATION SKILLS 


SPELL 

NAME 

LEVEL 

LEARNED 

MP 

COST 

DESCRIPTION 

Heal 

3 

2 


Crack 

Evac 

8 

3 

Peras a single enemy with ice lor 25-35 base damage 

10 

3 

instantly eats the current dungeon, cave, or tower 

Woosh 

Crackle 

12 

3 

Sltces a group of enemies with a small whirlwind (dealing 8-24 base damage) 

Midtieal 

Sng 

Swoosh 

21 

8 

4 

Rips into a group of enemies with ice (dealing 42-58 basedamage) 

Restores at least 75 HP tc a single ally 

24 

8 

Attempts to Resurrect a fallen ally (may fail) 

taswoush 

30 

36 

8 

■i&i 

Slices a group of enemies with a powerful whirlwind (dealing 25-55 base damage) 
slices a group of enemies with a ferocious whirlwind (dealing 80-180 base tfamwiM 


m®m mniui, 

SKILL 



POINTS 

NAME 

BENEFIT 

3 

Dragon Slash 

A special attack that deals extra damage to members ofttvei.fragcnfairA 

7 

Attack +10 with Swords 

Adds 10 to your characters attack power when using swords 

13 

Metal Slash 

Attack ability that deals extra damage to creatures with metal bodies 

22 

Critical Rate Up with Swords 

Improves the chance for your character to bind a critical hit with swords 

35 

Miracle Slash 

An attack that heals your character ter a quarter ot tfe damage he « sheds* 

42 

Attack +20 with Swords 

Adds 20 to your character s attack power when using swords 

58 

Falcon Slash 

Attack ability that lets your character attack twice 

76 

88 

Attack +30 with Swords 

Adds 30 to your characters attack tower when using svwtds 


Gigaslash 

An expensive attack that deals immense damege to all member of aft enann gf»4? 

100 

Ommvocational Swordmaster 

Lets your character use swords in any vocation 


/4r 
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Minstrel 

HOW TO PLAY UP A STORM 
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-J t Hu*- --galnrfr 

cte feminaary vocadon, there are many reasons cc swrcch oeer genaanesrn 
E^that s your kmg-tens plan, use either a v-Tp or tea fireas to oesmnnna’ 

1 t€se 216 i 3 ^ weapoas aajwaj because toy' re better at «wan« 

with opponents. Swords are mo^ fra- tfUm-r —a -2 ” 


EQUIPMENT 

Minstrels seed a bit of everything tabes- their best. A touch of agjitey helps 
keep ton going early in the combat rounds. with mama! artists and other 
test attackers.. Strength 3 needed to keep, their dan-age term going mta che 
fewer tiers. Defence, as always, helps coo. Hecanse minstrels •can nsesfeekis. 
i in 2 good one. 


If wdc want to cast more wind spells but are worried; about your badsap 
healing, consider purchasing medicinal herbs and creating medicine as »A 
Herbs and strong setose Set yssheai your party iacqjeaswely in 21 c :«.: 
of battle >. This allows your minstrel to be more aggress:--e with camber m age 
against larger groups. It also? costs kss ID do this chart 10 purchase magi: ■■•zz er 
all to time. In to early game, tots rese coo much money to spenn. 

BENEFITS FROM ALTERNATIVE VOCATIONS 
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toes in this chapter. Prkssand mages are to best early togqogs ter te_s 
switch because «oo f re likely to use melee -tosses with your Doiostrei. s© to_ 
leveting should be dose mote carefuiiy. 

Doa'c waste your warrior leseisi Characters tbs are mmscreis early an me stm 
switch into heavy hitting classes with a fete degree of safer. The beoefics :' 
Spry is a Crisis and Tap Dance are decent for aggressive focstoers- 
If store sac pfenning on becoming a kmm^ consider a sword mmscrel 
tot^doiBfoDgMiatorkreroQ. Bearwithus. Gtosmrsoften p*-7 
defence, boch directly as well as in terms at having fewer lesiaeice g: x: 
Tfens, tov have problems absorbing heavy tecs. Arycmr.g bdl 
gkd^K.-i evaika s «<&£ and xksres “ : ;A C.... 
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mid-game. 
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gladiator 


OVERVIEW 

BEST urmims f!«9»' "I 

SKILLS: Axe. hammer sword, fisticuffs. 5 U 

D ESC RIP I ION more dedicated to their 

Gladiators may look like warriors bui+ h< n "t muc and defensive 

fighting status A warrior mixes strong^ ™°u Thcy just pile on the damage 

abilities with single-target da mage• jw . don ' t expect them to shru 0 

and keep going rr 7. ,h "'J r "l Mower and some of their abilities ower 
defence or^co^HP to use^BfingVgood hea.er along if you want 

gladiator to their fullest. 


tLiwwwps 

i r-r- mnct ho imlnrkfid 


Note: This class must be unlocked 

during Quest 103 

Challenge Quest 103 
Challenge Quest 104 
Challenge Quest 105 


ATTRIBUTE TABLES 


LEVEL 1 LEVEL 5 LEVEL 15 LEVEL 25 LEVEL 40 LEVEL 60 LEVEL 80 LEVEL 99 


HP 

MP 

Strength 

Agility 

Resilience 

Deftness 

Charm 

Magical Mending 

Magical Might 



VOCATION SKILLS 

Ml 8EDDJL 


SKILL 


POINTS NAME 

BENEFIT 


Attack+to with Axes 

Paialla* 

Critical Rn® Up with Axes 

Helm Splitter 
Attack +20 with Axes 
Hatchet Man 
Attack *30 with Axes 
Axes of Evil 

Omruvocahcnal Axemasta 


Adds 10 to ywj character's attack power when using axes 
An attack that has a chance to paralyze the target 
improws the chance for your character to land a critical hit with axes 
Does damage and lowers the enemy s physical defence 

Adds 20 to yow characters attack power when using aces 

At. attack that either misses or delivers a cntiral hit 

Adds 30 to ytwr character's attack power when using axes 
Damages an entire group of enemies 

leis your character use axes in any vocation 


wssm §cm 



Attack +10 with Hammers 
Penny Pincher 

Critical Rate Up with Hammers 


Attack+20 with Hammers 

Monster Masher 
Attack +30 with Hammas 
Oacketwhadt 

Omnivocational ‘ 
Hammermaster 


An attack that deals damage and has a chance to disrupt thf 
Adds IDto'/ourcharactersattack power when usinghammets 
An anaek that tfeafs damage and has a chance »steal ttionSf;6wiMil@ 
Improves the chance for your character to land a ootrcsi hit with hammers ^ 

forces the character to attack at Peridot me round, rk^tngsvxrwwte 1 

Adds 20 to your charaflerlsatlack power 'when ustr^hammeR ^ ^ 

A special attack that has all enurnier in die battle 

Cels your character use hammers in any .oeaticn 
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i SKILL 
■ POINTS 

NAME 

BENEFIT 

3 

Oapon Stash 

A sieciaiaitadt that deals extra damage to members^ the dragon tankly 


Attack ■‘■lOwifrSwofdj 

Adds 10 to your character s attad po«w vvhen us?® swn* 

1$ 


Attack aMitv that deals extra damage to creatures with metal bodies 

2 

CnrcalftetoUpwithSwwdS 

•mpraves the chance for your character to land a chfeal hit with swords 

35 

MkadeSteh 

An attack that heals w character for a quarter of die damage t« or she deals 

42 

Attad +20 with Swords 

Adds 20 to yow character sattad power when using swords 

56 

faterSteh 

Attad atxfrty that lets your character artad twee 

76 

Attack +30 with Swords 

Adds 30 to your character * attad power wten using swords 

88 

Sgasash 

An expensive attad that deals immense damage to all members of an enemy group 

100 

OmnwDcaiona) Swwdmaster 

Lets your character use swords m any vocation 

MS^aSDOJL 


1 SKILL 

I POINTS 

NAME 

BENEFIT 

3 

Stone* Threw 

Attacks agroup of enemies for modest damage 


Attad+10 with fists 

Adds 10 to your character's attad when using only fists 


Arm Setts 

Attacks 3 group ol enemies and deals extra damage to elemental monsters 

IS 

Cmea! Hit Rate Up with fists 

Rais© the chance for yow character to laid a critical hit when using only fists 

2S 

Knuckle Sandwich 

A powerful attack that deals extra damage 

30 

Evasion Chants+4% with fists 

Adds 4% to your characters chance to avoid attacks and abilities when using fists 

42 

Mutofets 

Delivers four blows against random opponents (immertsefy useful) 

90 

Attack *30 with fists 

Adds 30 attad when your character is using only fists 

77 

Boulder Toss 

Throws a boulder at an enemy, dealing high damage 

100 

Attack +60 with fists 

Adds 60 attad when your character is using only fists 




SKILL 

POINTS 

NAME 

BENEFIT 

4 

Natural HP+10 

Adis 10 to your characters maximum HP 

10 

Dap Trap 

A direct attad against a single enemy 

K 

Nature! Strength+10 

Adds 10 to your character's strength 

22 

Double Up 

Reduces your character's defence but raises hrs or her attack for a moderate duration 

32 

Natural HP+20 

Adds 20 to your character's maximum HP 

42 

Double-Edged Slash 

An attad that cleats very high damage but causes your character to take damage 
in return 

55 

Natural Strength +30 

Adds 30 to your character's strength 

68 

Hind Man's M 

Launches a very heavy attad against a single enemy 

82 

Naturai iff+30 

Adds 30 to your character s maximum HP 

100 

feel the Bum 

Causes attacks by the character to raise his or her Tension 


HOW TO CONQUER THE ARENA 

Gladiators are fun! Put them in front of the party and watch enemies drop in 
the first few hits. The loss of defence and survivability is trivial when you re 
only battling through wandering encounters. This is further minimized if you 
also have a hardier melee character in the party. Pair a gladiator and a paladin 
to see a group’s damage improve without running many new risks. 

When tougher enemies attack, let your gladiator shine. Use Doubled-Edged 
Slash to sheer through these heavier foes without giving them time to breathe 
on your party, cast nasty' spells, or do whatever else they were planning. 

The weapon selection for this vocation is almost a “w hat’s what" of deadly 
tools. This isn’t a vocation for subtlety; you’re here to eliminate targets. There 
are a few disruption attacks, but they’re few and far between. Have another 
character disable enemies. 


Gladiator 


ARE YOU NOT ENTERTAINED? 

rounds, so you see why gladiators get to have so much fun. 

damac. dia '° rS se ‘ a ? 1 bility called Helm S P li,ter - This is one of the best 
ge + support abilities for a melee-heavy party Using this vour ol h 

fduVto^R ^ reduc e e ' le rny defence even if tire capers anmYable to Sap Ute’foe 
(due to Bounce or a higher magical resistance). If you’re planning on makino 
an axe-w .elder, remember to invest most of your character's early points into 
vocation skills. For example, start as a martial artist and put evening into 
Focus. If you can get War Cry, Psyche Up, and Mens Sana beforelitchin" 
your gladiator will have several potent abilities to fall back on. Plus, you won t 
have wasted skill points on a weapon that won’t be used as much in vour 
future career. 

If you’re planning a sword gladiator, this is not a concern. Start as a warrior 
and invest how you please, as everything should transfer easily. 

EQUIPMENT 

Get the best weapon possible at every opportunity. It’s your healer's responsi¬ 
bility to keep the gladiator alive. Armour is still important, but if you sacrifice 
good weaponry to get it, you’re almost putting the character back where you 
started. Push strength bonuses at every angle to get the most out of the class. 

Always be on the lookout for alchemical upgrades to your weaponry. There 
usually aren't enough items to give everyone the best upgrades. It simply takes 
too much time to farm the items you need. Thus, you have to make tough 
choices about who gets the best gear. Equipping a gladiator with a high-end 
weapon is one of the wisest choices. It’s like putting your heaviest armour 
onto a paladin, or the best MP gear on your favorite caster. 

BENEFITS FROM ALTERNATIVE VOCATIONS 

Gladiators take longer to develop than most vocations. You can’t start the 
game as one, so planning ahead is essential. You must decide which vocation 
to build up and what to transfer. Axes and hammers are slightly better choices 
for your final character, so it’s great to get vocation abilities instead. One 
suggested choice is the martial artist. 

After more vocations are unlocked, look at armamentalists for an almost free 
10 point strength boost. If you keep going, the 20 point bonus to resilience is 
some much loved low-hanging fruit. Both of these natural attribute bonuses 
are incredibly effective. Similarly, paladin training gets you 10 more resilience 
points without a huge investment of time. If you haven t gotten it already, the 
early warrior strength bonus is also w r orth looking at. 

As with martial artists, it’s a huge boost to your defence to acquire a shield. 
This requires plenty of points spent in the shield line. If you get your gladiator 
to about level 20 in priest, mage, minstrel, and sage, you 11 have what you 
need. This is too time-consuming to do in the mid-game. However, once 
liquid metal slimes or metal king slimes are available, this task become, 
much easier. A gladiator with a shield is a major boon to your party 
























VOCATION-RELATED QUESTS 


Note. This class must be unlocked 
during Quest 109 

Challenge Quest 109 
Challenge Quest 110 
Challenge Quest 111 


ATTRIBUTE LEVEL 1 LEVEL 5 LEVEL 15 LEVEL 25 LEVEL 40 LEVEL 60 


MP 

SttBhgth 

Agility 

Resilience 

Deftness 

tom 

Majual Mending 

Magical Might 


CDCII IM ... 

_ |^)p 

name learned cost description 


SKILL 

POINTS NAME BENEFIT 


VOCATION SPELLS 


Dade 

Sap 

S.K*® 

Decelerate 

Actelentle 

Fiaki 

Xaap 

Fuddle 

Owataade 

Kesxxue 

KatudiHe 

Oomph 


Erivek^is a group of enemies m illusions 

Reduces the ag.ltty of a single enemy 
Ra'sss the agility ofall party membeis 
Tries to piewnt a group of enemies Irom using maaic 

y™**** i »mmm*^ 

Attempts to contuse a group of enemifts 

•totes the agility ot a group 

Tr«s to send allenemiesmtoadeep step 


tempts to sarvd all enw«s, 


Steady increases the anack 


imp a state ol confusion 


strength ot a single party member 


Conjur/ Conductoi 
Atiack+10 with Bows 


Critical Rate Up with Bows 
Needle Shot 
Attack +20 with Bows 
Ram oi Pam 

Attack +30 with 8ows 

Hallowed Arrow 
Omnivocational Bowntaster 


VOCATION SKILLS 


OVERVIEW 


JV hK support other damage rfealers 

PRIMARY FUNCTIONS SinglHWW dW PP 
BEST ATTRIBUTES: None [fe<vhiqhs orPW 
SKILLS: Row 3V/ord. wand, shield, force 


SKILLS: Bow svroro. warn.»»*.- 

DESCRIPTION , , .. do exactly what you’d expect. They 

Armamcntalistsare interesting ^""^'^“houldn't be allowed ta constrain th«n. Th'" 
like a mage/watriot hybrid, but that defintt h boun(j Jries 0 f e ither a mage or a warrior. 

of them as their own vocation, not h™« jf you don’t go far in the line, they 

The Hornet abilities are wonderful to dabt> • y d surv jvability for very little 

,tov.de status effects that improve any ‘h* rart « adaraag 

nvestment of time or MR That's pretty race indeed. wit h bows. 

)n top of that, armamentalists can stay ! a^-t’hi'nmost mages especially when you 
Etsid^thaUhey dmV^neerto co'ns^e MP during wandering encounters. Then, they st|R 
et to provide some support during boss fights. 

'he major tradeoffs in this vocation are its loss of area of effect damage 
bility. When you choose a bow and stick to the rear, one of thos p PP 

Imost instantly. 


Steels an enemy with an artaa that makes :* vutaerabft to magic 

tels 10 to youi character's attack power when using bows 
An attack that deals sss&a damage to mor,slots of the find family 
teiproves the chance (or your character to land a critical M with bows 
This attack has a chance » ^ ^ 

Adds 20 to your character s attati power what using bows 
ffexidomiy jhoots fpui arrows into the enemies 
tels 30 to your characters attack power wten usutg bows 
Th* abilav deals damage and drams MP tor ha character as **« 
fa vour character u* & CVWjin a,,. vocalW( , 


I 


mm 
































Armamentalist 


gW®aML 


1 SKILL 
■ POINTS 

NAME 

BENEFIT 


Dragon Slash 


7 

Aftac*. *10 with Stwnfe 

Adds 10 to your character's 


MetalStesh 

Aft** atxfcv ttat oeais extra damage to creatures with metal brxhes 

22 

Critical Rate MBwitoSwi** 

hiprwes toe chance ter your character ro land a critical hit with swords 

35 

Mi<xte Stash 

An attack that heals your character for a quarter of the damage he or she deals 

42 

Attack +20 bvrtfi Swords 

Adds 20 to your characters attad power when using swwfe 

56 

FatoSteii 

Attack aWity that lets you character attack rwice 

76 

Attack +30wtfiSww* 

Adds 30 to your character s attack power when using swords 

88 

Soasteh 

An epensne attack that deals Br^r^daeagetoaltmOTtesofan amt group 

100 

Omwwcawjna! Swordmaster 

Lets your character useswads m anv vocation 



SKILL 

POINTS 

NAME 

BENEFIT 

3 

M# MP +-I0 wish Warafe 

Adds 10 MP a your character when using wands 

7 

kmaac 

Attempts to stop a single foe from casting spells 

’3 

MP Absorption+2% 

.Adds 2% to the amount of MP your character gams when meteeeB with a wand 

21 

BeeiKtieea 

Attempts to parafyze demonic targets 

3i 

MwfcrdOvwfoVy&tt 

Adds 30 MP to your character when using wands 

44 

CxirotK 

Gives your character an ability that heals {self or other) for a moderate amount 

57 

MP Absorption+4% 

Adds 4% to the amount or MP your character gams when meteemg with a wand 

70 

Max MP+60 wrto Wands 

Adds60 MP to your character when using wands 


Auto Recovery with 

Wands 

Your character gams W every combat wn if he or she tes a wand equipped 

190 ]l 

amrsfwcawnai Wandmaster 

Lets your character use wands in any vocation 


nn 


SKILL 

POINTS 

NAME 

BENEFIT 

6 

Bwcten^rei 

Attacks while maintaining high defence 

12 

+2% to Bock 

Raises your character's chance to block by 2% if he or she uses a shield 

18 

Defending Champion 

Greatly reduces meaning damage from physical attacks 

25 

+2% to Sock 

Raises your character 's chance to btodr by 2 % if he a she uses a shield 

32 

Immense Defence 

A stance that dramatically improves shield effectiveness 

« 

Ma^cMittw 

Reflects enemy spells for several turns 

a 

+2% to Block 

Raises your character's chance to block by 2% if he or she uses a shield 

66 

Holy Impregnable 

A holy aura that blocks negative status effects 

nt 

Back Ante 

Slops attacks and refleds them bad at the enemy party 

100 

Ottnrvocationa! Shieldmaster 

Lets your character use shields in any vocation 

[MU®] 


SKILL 



POINTS 

NAME 

BENEFIT 

4 

Fire fane 

Rases a target’s attack and defence with toe power of fire 

W) 

Natural Srength +10 

Adds 10 points to your character's strength 

1£ 

Ftoafoun* 

Rases a target s attack and defence with toe power of ice 

22 

Natural flesu«nce +20 

Adds 20 punts to your character's resilience 

32 

Gaiefourt* 

Raises a target s attack and defence with toe power of wind and homing 

42 

Natural Charm r10 

Raises a character's charm by 10 

55 

Fur tereal fource 

Rases a target's attack ard deface with tte powa of earth and darkness 

68 

Natural Magical Miga+30 

Adds Xl points to your character's magical might 

82 

UlefOiKe 

Rases a target's smack and defence with the power of light 

10C 

Natural HP+30 

Raaes the characters maximum HP by 30 


howto be both armed and MENTAL 

not^Tblp 13 IS ' S 8 s ‘° lnfliCt sin 8 le ' tar 8 et da ™g* with their weapons It's 
Jr m b l contnbutlon as their Positive status effects, but it’s still more 
reliable than mage spells against quite a few bosses. 

In random encounters, your armamentalist should rely on disruptive magic 
o mess up the enemies. Kasnooze, Kafuddle, and Kasap are all good for 
tins. It s not as fast as blowing enemies apart, but it’s not too bad If you 
don t have a major healer in the party, these spells are good for amino 
down on the amount of damage your party takes from bigger fights. 

Even if you have wand skills already when you take this vocation, try out 
the bows. These weapons give your character a good way to deal damage 
from the back and contribute outside of spellcasting. 


EQUIPMENT 

Armamentalists don’t have extensive equipment needs like most classes. 
Get them a good bow, upgrade armour after the frontliners are in good 
shape, and sit back. You don’t even need these casters to have particularly 
high magical might. 


BENEFITS FROM ALTERNATIVE VOCATIONS 

Many characters that are priests/mages/sages pop into this vocation to 
get one or two Fource abilities. Characters that want to be armamentalists 
as a primary vocation have to think a bit more. Use ranger levels for easy 
bow skill points. Sages can upgrade bow skills as well, but be hesitant to 
waste your early sage levels. You might want to play that vocation more 
extensively later, and sage upgrades are rather good. 

Otherwise, everything is a little bit useful. Armamentalists bring so much 
of their utility to parties from their spell list and early vocation abilities. 
You don’t need much beyond that to go farther. However, the tradeoff is 
that the effectiveness of this vocation seems to top out before many others. 
























paladin 




OVERVIEW 

PRIMARY FUNCTIONS: PtoKW* 9** * 

BEST ATTRIBUTES: HP and «*#»** 

SKILLS: Hammer, spear, wand, shield, virtue 

description 

Paladins are almost the antithesis d* P 3rt V- 

core and decide to reduce their damageto P s thes e characters get 

Instead of being limited to only »•»»** P k it mu ch easier to protect 
more health, great resilience, and ab, httes that m ke .1 become 

everyone else.irhout gambling on V have even 

backup healers. With spells to raise part, de ’“SiE 
more options for saving lives while taking hits on the frontline 

These tradeoffs pay themselves quickly , during la.e-ga me boss fig Ms. While 
fighting random encounters, you see the least benefit from paladins. 

Note: This class must be unlocked 

during Quest 106 

Challenge Quest 106 
Challenge Quest 107 
Challenge Quest 108 


ATTRIBUTE TABLES 


ATTRIBUTE 

LEVEL 1 

LEVEL 5 

LEVEL 15 

LEVEL 25 

LEVEL 40 

LEVEL 60 

LEVEL 80 

LEVEL 99 

HP 

36 

58 

117 

174 

260 

376 

481 

600 

Mr 

11 

17 

34 

51 

76 

110 

143 

175 

Strength 

21 

35 

69 

103 

134 

222 

289 

354 j 

Agility 

4 

7 

14 

21 

32 

46 

60 

73 

Resilience 

22 

35 

70 

104 

158 

225 

294 

360 

Deftness 

1 

1 

2 

3 

4 

6 

7 

9 

Ovum 

7 

11 

23 

34 

50 

73 

95 

115 

Magical Mending 

io 

16 

32 

48 

71 

103 

134 

164 

Magical Might 

0 

0 

0 

0 

0 

0 

0 

mm 
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VOCATION SPELLS 


SPELL 

NAME 

LEVEL 

LEARNED 

MP 

COST 

description 

Heal 

i 

1 

3 


Sued Chattel 


2 

Restores 3 r least 30 HP to a single ally 

Mdhern 


3 

Protects a single ally from attack spells 

KaMI 


4 

Restores at least 75 HP to a single aity 

Magic Barnet 


6 

Reises the ilsfence of all party members 

Karaite* 

33 

6 

Protects ttie whole party from attack spells 

Kerplunk 

46 

1 

Saaifce *■ caster's hf« to destroy all enemies 



All 



VOCATION SKILLS 

MSHiigCML 


SKILL 

POINTS NAME 


Attack+10 with Hammers 
Penny Pincher 

Critical Rate Up witti Hammers 


Attack +20 with Hammers 
Monster Masher 
Attack +30 with Hammers 
Crockerwhack 

Onwtvocational 

Hammermaster 


An attack that deah damage and has a dtaxte aj disrupt the ansmy s ra«t 

Adds 10 to your character s attack powtt when using hammers 
An attack that deals damage ami has a chaws to steal more* ton the anew 
Improves the chance for voui character to landa critical htt w*th hammers 
F “ cas the character to attack at the em ot the round ieaiffgsjmewoa' 

damage 

Adds 20 to yow characta^s attack power when using hammers 

An attack ability that deals extra damage to monsters (torn the iwttnals ^ 

A-XJs 30 to vour character s attack power when usaig hanwos 
A special am** that hits ail epemies « the battle 

lets vour character use hammuts in any vocatwo 








































Paladin 


$®ssa® 


r SKILL 
POINTS 

NAME 

BENEFIT 


MamatThw 



Attack+10 with Spears 

Adds 10lo your character's attack power when using spears 


Cattle Plod 

Attack ability that deals extra damage to creatures of the- beast family 

72 

Pressure Pointer 

Attack ability that lias a chance of killing the target mstantly 

35 

Critical Rate Upwith Spears 

Improvesthe chance for your character to land a critical hit with speais 

42 

Aflac*+20 with Spears 

Adds 20 to your character's attack power when using spears 

SB 

Thunder Thrust 

Attack ability that either fails or causes an instent critical hit 

76 

Attack+30 with Spears 

Adds 30 to your character s attack power when using spears 

88 

Multithrust 

An inexpensive attack ability that strikes multiple times 

too 

Ornnivceational Spearmaster 

Lets your character use spears in any vocation 



SKILL 

NAME 

BENEFIT 

POINTS 



3 

Ma» MP+J0 with Wands 

Adds 10 MP to your character when using wands 

7 

Antimagic 

Attempts to stop a single foe from casting spells 

13 

fiff Absorption+2% 

Adds 2% to the amount of MP your character gams when meleeing with a wand 

21 

8eefeefree2E 

Attempts to paralyze demonic targets 

31 

Max MP+30 with Wands 

Adds 30 MP to your character when using wands 

44 

Caducous 

Gives your character an ability that heals (self or other) for a moderate amount 

57 

MP Absorption+4% 

Adds 4% to die amount of MP your character gains when meleeing with a wand 

70 

Max MP+60 with. Wands 

Adds 60 MP to your character when using wands 

84 

Auto MP Recovery with 

Wands 

Your character gains MP every combat turn if he or she has a wand equipped 

10C 

Omravocationa! Wandmaster 

! Lets your character use wands in any vocation 



SKILL 

POINTS 

NAME 

BENEFIT 

6 

Btecfceospiel 

Attacks while maintaining high defence 

12 

+2%wBto d 

Raises your character s chance to block by 2% if he or she uses a shield 

18 

Defending Champion 

Greatly reduces incoming damage from physical attacks 

25 

+2% to Block 

Raises your character s chance to block by 2% if he or she uses a shield 

32 

immense Defence 

A stance that dramatically improves shield effectiveness 

40 

Magic Mirror 

Reflects enemy spells for several turns 

52 

+2% to Block 

Raises your character s chance to block by 2% if he or she uses a shield 

66 

Holy Impregnable 

A holy aura that blocks negative status effects 

82 

BackAtcha 

Stops attacks and reflects them back at the enemy party 

100 

Omntvocatfonal Shieldmaster 

Lets your character use shields in any vocation 



SKILL 



POINTS 

NAME 

BENEFIT 

4 

Pincushion 

Abandons attack and instead cteals damage to any monster that attacks the character 

10 

Natural Resilience +10 

Adds 10 points to your character's resilience 

16 

Hfathy 

Transfers HP from your character to another character in the group 


Natural Magical Meiding +30 

Adds 30 points to your characters magical mending 

32 

M-Pathy 

Transfers MP from your character to another character in the group 

42 

Natural Resilience +30 

Adds 30 points to your characters resilience 

55 

Selflessness 

Defends any character in the group that is in critical condition 

68 

Natural Resilience +60 

Adds 60 points to your character s resilience 

82 

forbearance 

Defends all members of tfte party Iwonderiull 

100 

Natural HP+80 

Adds 80 points to your characters maximum HP 


HOW TO BE EVERVONE'S BEST PAL..AD1N 

2!£* 'SSS^ST,T- r-’Jr 


10 be a great paladin, push skill points into virtue as quickly as possible 

th h V0Ca Tu ge ‘ V0U y ° Ur 5hidd and ««Po« upgrades Be°wetl 
he hammer and the spear, paladins are more likely to take the spear its a 
weapon with more versatility for critical hits, and it s one that you can get 

They re'gleatr game ' N °' ‘ h “ 3ny,hing wrong with 


In easy fights, let your paladin go forward with direct attacks. There is no 
need to hit Forbearance every round; all this does is delay your fights. Instead 
wait for large engagements or boss fights before digging in your heels. 

Use your paladin for out of battle healing if you have any concerns about 
your primary healer’s MP total. For in-battle healing, you won’t benefit 
much from using paladins; they are much too useful either attacking or 
guarding everyone else. 


EQUIPMENT 

Buy the best shield you can. Buy the best armour as well. The character 
that does the most melee damage should get the best weapon in your 
group. Your paladin should get all the best armour. After that, let the 
upgrades trickle down to everyone else. 

Be willing to sacrifice some defence on your paladin if there is alternative 
equipment that helps you resist magic of various types. Anything that keeps 
your paladin from being confused, put to sleep, or paralyzed is always good. 
Having your healer put out of action is the worst thing in the world. Having 
a sturdy, defensive vocation like a paladin swept aside is the second worst. 

Because paladins are so hard to kill, have them carry items to save the 
healer. These include magic water/sage's elixir (to help restore the healer's 
MP), Yggdrasil leaves (to Resurrect the healer), and anything that might 
remove status effects. Look up enemy bosses before you enter a dungeon. 
If you see that they have a major status effect, buy its counter and give the 
paladin a few of these items. 


BENEFITS FROM ALTERNATIVE VOCATIONS 

Warrior training is the best start for a pally. All of the bonuses are good for 
he future paladin, and even most of the abilities help out. Whistle makes 
easier for paladins to get monster attention while still attacking and 
lorale Masher protects the party by stopping enemies that build tension 
;'s all good stuff. Attack Attacker, if you get that far, is also a great boon. 

riests seem intuitive, but you can't get much out of them 

lany levels. The bonuses for paladins are spread out all over the faith 

Ise mages and luminaries for free shield point. Minstrels ^ too, 
bough you might want to grab Spry in the Cnsis before sw.tch,n 0 
hields. 

Iso have some good early bonuses in their hource line. 

Ise sages for either shield training or for a few healing upgrades. Iha, s a 
idgment call either way. 
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OVERVIEW 

primary FUNCTIONS* s.rale»«' *«* mtt im 
REST ATTRIBUTES. Deftness 
SKILLS' Boomerang, axe, bow. feticuffs, rugge ws 

D ESC RI PH ON „„ , lne and stilt maintain 

Rangers are one of the few *•" *£ h " 

g „„d presence ,n direct^combat.W«h £ es . ,f you r group doesn't have much 


Kangers are mifw. -- ~.... . hnwsanc boomerangs - - . 

a good presence in direct combat. Wl,h |f r grou p doesn’t have much 

enemies consistently without «posmg themselve^ y y ^ to(a| damag e ta ke 

healing, it’s important to structure th ? ^ | |fn ', toug h character in front (eg., a 

This can be a great portion of that. Hav ,hat won’t draw much attention. 

paladin), and then support him or herwithc , Hamane dealers 

Using this technique, it’s possible to have ideal for killing 

but for much of the game it s still doable. 






Note: This class must be unlocked during 

Quest 112 

Challenge Quest 112 
Challenge Quest 113 
Challenge Quest 114 


ATTRIBUTE TABLES 


ATTRIBUTE 

LEVEL 1 

LEVEL 5 

LEVEL 15 

LEVEL 25 

LEVEL 40 

LEVEL 60 

LEVEL 80 

LEVEL 99 

RATING 

HP 

31 

SO 

99 

148 

221 

319 

417 

5,0 f 

229 

"V H "A ■ ' 4 

MP 

14 

23 

44 

66 

99 

143 

187 


Strength 

18 

30 

59 

89 

132 

191 

249 

38 f 

'■V ik ".k ’nV % 'ih 

Agility 

16 

26 

51 

77 

115 

165 

216 

264 

'A 'A 'A' ''k 

Resilience 

14 

24 

47 

70 

105 

151 

197 

241 


Deftness 

30 

49 

97 

145 

217 

313 

409 

500 

iririr'kiriririr'k 

Charm 

4 

6 

12 

18 

28 

33 

50 

61 


Magical Mending 

12 

20 

39 

58 

87 

125 

164 

200 


MagifcSIMigft 

0 

0 

Q 

0 

0 

0 

0 

o tt 

★ 



VOCATION SPELLS 


SPELL 

LEVEL 

MP 


NAME 

LEARNED 

COST 

description 

raosai p 

Squelch 

Evac 

3 

4 

2 

2 


Heal 


3 

Instantly exits the current dungeon, cave, or lower 

Insulate 


2 

Restores at least 30 HP to a single ally 

Tingle 

16 

4 

Ptotects a party member from, breatlvbesed attacks 

Cock-aduskedoo 

18 

2 

Cutes all party members of the effects of paralysis 

Midheal 

22 

24 

2 

Awakers any sleeping party members 

2nifl 

4 

Restores at least 75 HP to a single ally 

Iflsuldtle 

26 

8 

Attempts; to fteswruct a fallen ally (may fa,}) 

Moreheai 

34 

8 

P'otects the whole party from breath-based attacks 




Restores at least 165 HP to a single ally 


VOCATION SKILLS 


SKILL 
POINTS NAME 



Attack *a with Boomerangs 

Starburst Ttwow 
fitebird Throw 


Meiaiicker 


Hrts enemies with slightly increased damage 

An attack that lifts alt enwmes m all groups 
Adds 10 toyow character 
Tins attack deals extra da 
to vw character' 

This ability deals bonus tM 
Dfr bownetang wont »ifli 
many times 

Adds 30 io your character ■ 

An effective attack aoams 

[•s your character use be 


when using boomerangs 

monsters af the slime family 
when imu'iq boomerangs 


damage. but it IWS eneWSfl fl'*# 1 * 
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I SKILL 

I POINTS 

NAME 

BENEFIT 

3 

Poplar Toppte 



Attack+10 with Axes 

Adds 10 to your characters attack power when using axes 

13 

Paralisx 

An attack that has a chance to paralyze the target 

22 

Critical Rate Up with Axes 

Improves the chance for your character to land a critical hit with axes 

35 

Helm Splitter 

Does damage and lowers the enemy’s physical def ence 

42 

Attack +20 with Axes 

Adds 20 to your character’s attack power when using axes 

a 

Hatchet Man 

An attack thai either misses or delivers a critical hit 

76 

Attack+30 with Axes 

Adds 30 to youi character’s attack power when using axes 


Axes of Evil 

Damages an entire group of enemies 

100 

Omnivocatonal Axemastei 

lets your character use axes in any vocation 

warn 


SKILL 

NAME 

BENEFIT 

POINTS 



3 

Centra Conductor 

Sf roots an enemy with an attack that makes it vulnerable to magic 

7 

Attack+10 wito Bows 

Adds 10 to your character's attack power when using bows 

13 

flutter Disaster 

An attack that deals extra damage to monsters of the bird family 

22 

Critxcsi Rate Up with Bows 

Improves the chance for your character to land a critical hit with bows 

35 

Needle Shot 

This attack has a chance to instantly kill the enemy 

42 

Attack+20 with 8ows 

Adds 20 to your character's attack power when using bows 

58 

Ram erf Pain 

Randomly shoots four arrows into enemies 

76 

Attack+30 with Bows 

Adds 30 to your characters attack power when using bows 

88 

Hallowed Arrow 

This ability does damage arid drains MP for the character as well 

10D 

Omnivocational Bowmaster 

Lets your character use bows in any vocation 



SKILL 

NAME 

BENEFIT 

POINTS 



3 

Stone s Throw 

Attacks a group of enemies for modest damage 

7 

Attack +10 with lists 

Adds 10 to your character's attack when using only fists 

12 

Wind Sickles 

Attacks a group of enemies and deals extra damage to elemental monsters 

18 

Critical Hit Rate Up with Fists 

Raises the chance for your character to land a critical hit when using only fists 

25 

Knuckle Sandwich 

A powerful attack that deals extra damage 

30 

Evasion Chance +4% with Fists 

Adds 4% to your character’s chance to avoid attacks and abilities when using fists 

42 

Multiftsts 

Delivers four blows against random opponents (immensely useful) 

60 

Attack +30 with lists 

Adds 30 attack when your character is using only fists 

77 

Boulder Toss 

Throws a boulder at an enemy, dealing high damage 

100 

Attack +60 with Fists 

Adds 60 attack when your character is using only fists 


IN THE EYES OF THE RANGER 

damage for the party!'Thewfe W ,0 

sssbmmsshSSvI 

Ranger 5 eventually get Vanish and Mist Me to help then, avoid 

as mi e ch S if Ut re a ' rea f y 3 V ° Ca,i0n that doesn,t 8" a,,ack « 1 
transf h i f y0U Wan ‘ T ' greater use of these abilities, you can 
transfer the ranger to the frontline. Still, this leaves you with a 

rontlmer that doesn't have great armour, has average health, and gains 

only a poor amount of resilience. 8 

There are certainly deadlier and more survivable vocations in the game 
So what are rangers really meant to do? Well, they are a wealth of deft- ’ 
ness points for anyone who trains in ruggedness. Thieves that want to 
beef up their deftness can train as a ranger periodically. 

EQUIPMENT 

Grab a great bow or boomerang and enjoy your free damage. Much like 
a thief, this is a vocation that won’t top the damage charts or get plenty 
of attention on its own. 

BENEFITS FROM ALTERNATIVE VOCATIONS 

Rangers are a stop along the road more often than they are a destination. 
Don’t pick them as a long-term vocation unless you fall in love with 
missile weapons. Even then, you can train the bow here and then turn to 
armamentalists. Boomerang enthusiasts can train here and then try out 
being a sage. There just isn’t a good comparison between the utility of 
these vocations. 


RU.GGEDNESS 


POINTS NAME 

BENEFIT 


4 

Soothe Sayer 

Calms an enemy that has become era aged 

10 

Natural Deftness +10 

Adds 10 to a character’s deftness 

16 

Mercy 

Gives the target a chance to flee (only works on weak enemies) 

a 

Natural Agility+20 

Adds 20 to a character's agility 

32 

Vanish 

Lowers the likelihood that toe character will be attacked try enemies 

42 

Natural Resilience +20 

Adds 20 to a character's resilience 

56 

Mist Me 

Summons a fog that disrupts some enemy attacks 

68 

Natural Deftness+30 

Adds 30 to a character's deftness 

62 

Wolf Whistle 

Summons two wolves to wral on youi target 

100 

Natural Deftness+60 

Adds 60 to a character’s deftness 
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OVERVIEW _ 
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SHI 

fitllSlili^ 

as you'd hope In boss fights. these cnar ^ 

aren't am downsides to master,™- th,s vocanon. meI)ding of a pri est. If 

Note You won’t hate the magical might of a Rencounter, don't be afraid to 

sou know that one of the roles is "^"^fsages are insanely usehtl, but any- 
sw itch back to yout old vocation andte^ ^ while area of effect damage dealers 

one who only wants healing should suck with a pnes 
should keep their mages. 

rcRSSSF 

; during Quest 115 

Challenge Quest 115 
Challenge Quest 116 
Challenge Quest 117 


ATTRIBUTE TABLES 


ATTRIBUTE LEVEL 1 

LEVEL 5 LEVEL 

15 LEVEL 25 LEVEL 40 LEVEL 60 

LEVEL 80 LEVEL 99 

RATING 
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VOCATION SPELLS 


SPELL 

LEVEL 

MP 

NAME 

LEARNED 

C0$T DESCRIPTION 


Z*r. 

Sq^aot 

Qfi**Men*n<x 


2 

l 

4 

5 

2 

5 

3 

8 

8 

5 

13 

4 


6 

1 * 

16 


SPELL LEVEL MP 

name LEARNED cost description 
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VOCATION SKILLS 

MBSC3M,_ 


1 SKILL 

I POINTS 

NAME 

BENEFIT 


Max MP +10 with Warxfc 



Arfimacik 

Attempts to stop a single toe from casting spelts 

13 

MP Absorption+2% 

Adds 2 % to the amount of KIP your character gains when meleeing with a wand 

21 


Attempts to paralyze demonic targets 

31 



41 

Caduesus 

Gives your character an ability that teals (self or other) for a moderate amount 

57 

MP Absorption+4% 

.Adds 4% to the amount of MP your character gains wtien meleemg with a wand 

70 

Mat MP+60 with Wands 

Adds 60 MP to your character when using wands 

84 

Auto MPRecwsy with 

Your character gains MP every combat turn if he or she has a wand equipped 

100 

Onr vocational Wandmaster 

lets your character use wands in any vocation 

msssm 


SKILL 

POINTS 

NAME 

BENEFIT 

3 

Conjury Conducioi 

Shoots an enemy with an attack that makes it vulnerable to magic 

7 

Attack +10 with Bows 

Adds 10 to your character's attack power when using bows 

13 

Flutter (toaster 

An attack that deals extra damage to monsters of die bird family 

22 

Cmical Rate Up with Bows 

Improves the chance for your character to land a critical hit with bows 

$ 

Needle Shot 

This attack, has a chance to instantly kill the enemy 

42 

Attack +20 with Bows 

Adds 20 to your character's attack power when using bows 

56 

TainofPsin 

Randomly shoots four arrows into enemies 

76 i 

to3ck+30wrtti8ows 

Adds 30 to your character's attack power when using bows 

88 1 

TaHwed Arrow 

Tins ability deals damage and drains MPlor the character as well 

100 f 

jTTfifvocationai Bowmaster 

Lets your character use bows in any vocation 

SMaiiMeam 


SKILL 

POINTS 

NAME 

BENEFIT 

3 

>csscutter Throw 

Hits enemies with slightly increased damage 

7 

3 cvrer Throw 

An attack that hits all enemies in all groups 

13 

Attack +10 with Boomerangs 

Adds 10 to your character's attack when using boomerangs 

22 

Ooze Bruiser 

This attack deals extra damage to monsters of the slime family 

35 

Attack +20 with Boomerangs 

Adds 20 to your character's attack when using boomerangs 

42 

56 

Starburst Throw 

Firebird Throw 

This ability deals bonus damage to all targets 

The boomerang won t indict as much total damage, but it hits enemies in the group 

many times 

76 ; 

Attack +30 with Boomerangs 

Adds 30 to your character's attack when using boomerangs 

BB 

Metal**® 

An effective attack against metal-bodied enemies 

100 

Omnivocational Rangmaster 

Lets your character use boomerangs in any vocation 

aauniaML 


SKILL 

POINTS 

NAME 

BENEFIT 

6 

8 lockenspiel 

Attacks while maintaining high defence 

12 

+2% to Block 

Raises your character’s chance to block by 2 % if he or she uses a shield 

16 

Defending Champion 

Greatly reduces incoming damage from physical attacks 

25 

+2% to Block 

Raises your character’s chance to block by 2 % if he or she uses a shield 

32 

Immense Detente 

A stance that dramatically improves shield effectiveness 

40 

Magic Minor 

Reflects enemy spells for several turns 

52 

+ 2 %, to Block 

Rases your characters chance to block by 2 % if te or she uses a .shield 

06 

Holy Impregnable 

A holy aura that blocks negative status effects 

•82 

BackAtcha 

Stops attacks and reflects them back at the enemy party 

100 

Gmruvocatranal ShiekJfiiasiei 

lets your character use shields in any vocation 



1 SKILL 

1 POINTS 

NAME 

BENEFIT 

4 

Natural Magical Mending +28 

Jack s Knack 

Adds 20 points to your characters magical mending ^ ^ 

lets your Cteracter change vocations anywhere in the worid landcaoneip 


dBradersdothisasweii) 

16 

Natural Magical Might +20 

Adds 20 points to your character's magical might 

22 

Right as Ram 

Heals all allies lor a minor amount ut HP 

3?. 

Nauxa! Magical Mendii^ +40 

Adds 40 points to your characters magical mending 


1 Disruptive Wave 

Removes all status effects from your enemies 

66 

Natural Magical Might +40 

Adds 40 points u. your character's magcel nnghi 


1 Casta Sugar 

Raises your caster's magical might and magical mending 

1 * 

Natural MPiOO 

Adds H) pen its to your ci laracter’s maximum ME 


HOW TO BE SAGACIOUS 

requires movers from the end of the game to complete the firs, sage q „e st 
Sages feel much like mages and priests. They stay in the back ht.iM h 

deal area of effect damage to monsters just as well as most mages Thouah 
hey have lower magical might than a mage of similar level, your sage's access 
to even better spells reduces some of his or her deficit. 8 * 

Outside of minor battles, your sage heals the party. During major fights saees 
get to use the best single-target heals to save gravely injured characters or the 

She!l°? Party ' he J lmg Spe,,S k t0 countera ttack enemy area of effects attacks 
Muhiheal stops most bosses in their tracks, and Omniheal promises that en¬ 
emies have no chance unless they can kill your characters in the blink of an eye. 

Blow random monster groups down with the Boom line of spells. Kill 
bosses by improving your party, Kasaping the foes, and healing all damage 
that comes into play. Disruptive Wave lets you tear positive effects off of 
particularly scary bosses, while Caster Sugar gives you one of the best buffs in 
the game for aiding healing and spell damage. 

Use spells like Magic Barrier and Kabuff to defend parties during any large 
engagement. Unless an enemy is using Disruptive Wave frequently, these 
two spells are almost proof against failure. They reduce enemy damage to 
manageable levels even when the foes are quite lethal on their own. 


THERE'S MORE? 

Sages, from a fairly early level, can act as a vocation trainer. This means that 
your party can switch professions out in the field. This is more than just 
convenient. As long as you bring along enough gear to equip your party after 
changes, the results are dramatic. You can use a group that busts through 
random encounters for most of a dungeon, and then switch to a boss-killer 
configuration without leaving the area. That’s pretty nice indeed. 

Late in your sage’s career, he or she learns Magic Burst. This spells drains all 
of your remaining MP and deals extraordinary damage to everything in your 
path. Use this with great reservation. It’s a fun spell, but you have to spend a 
fair amount of time getting back up to speed. However, it’s a great final spell 
before your group returns to town. 

Last, but never least, is the Kazing spell. The description says it all; this is a 
spell that Resurrects deceased characters without any chance of failure. You 
probably already noticed that because it’s BLOODY WONDERFUL. Zing is a 
crummy spell, and sometimes its failures end up costing you more than the 
death of the very character you were trying to bring back. Kazing removes t e 
uncertainty, making in-combat Resurrection much more feasible. 


must serve several masters when it comes to their gear. They are in the 
row. so defence is good but can wait a tiny bit longer. Magical mending 
,ust magical might is almost as critical, and anything that restores MP 
too’ While walking around dungeons and fields, a Goddess ring is one 
, st treats. Having MP to spare makes it easier to throw out big spells 
rap of a hat. 

4EF1TS FROM ALTERNATIVE VOCATIONS 

, . harks of other vocations. They draw from mages and 

are , U heav, v The P « ve bonuses from both of these vocations are 
S quite heavily. I he P assl ' c this is a post-game or very 

;d t0 bringthe to" request that people go deep into both caster 

“ h e star. ma«ive leveling with the sage. 

L ' CI1 / ch as minstrels and luminaries) to grab almost 

upgradeS ' . ef weakness Spend time as an armamentalist 

ick of Oomph is a sage t0 ra « melee characters' damage ^ 
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LUMINARY 


I ■ : I 


OVERVIEW 

P mMA«YFUNCT.ON S :^-«"'» 

BEST ,nm»uTes:M«^^ 

SKIUS: Fan. whip, F 

DESCRIPTION You set to have minor healing. 

• ipfr field than minstrels. >ou 8 T , j sn 't an ythmg 
Luminaries are around with enemies. and*£„ Wonderfully. This real 

some bot they have real trouble do. ng^Y^ For example.^ ^ 


real trouble doing anything example, a 

that luminaries cant do. our abilities for other and i 

— miohr have trouble finding 

Other characters m g they can use 

spare points for the.rsl«eld^Thas^Y s 

luminaries to get spare P" d ; wou | d take in « 
without putting in as much tune as it wou 
their primary vocation. 


THF SPOILS OF VICTORY 


Luminaries are the only vocation 

won't give you the quest to unlock luminaries 


reservedfortbepo^The^^^^ 


until you beatthe last boss and c 


ATTRIBUTE TABLES 


HP 

MP 

Strength 

Agility 


Deftness 

Charm 

Magical Mending 

Magical Might 


50 

S8 

82 

15 


148 

64 

43 

| 105 

53 

75 


LEVEL 60 

LEVEL 80 

LEVEL 99 

313 

138 

417 

180 

510 

220 

33 

121 

148 

226 

295 

361 

T2S 

168 

205 

162 

212 

258 

188 

245 

308 

199 

260 

318 

48 

63 

77 




VOCATION SPELLS 


SPELL LEVEL MP 

NAME LEARNED COST DESCRIPTION 


VOCATION SKILLS 

Mam 


Bounce 

Writ teal 


Kasweosh 

Kaswooshle 


Restores at least 30 HP to a single ally 
Slices a group of enemies with a small whirlwind (dealing 8-24 base damage) 
foms a protective IBarnet that reflects all enemy spells bad; at tl,em 
Restores at least 75 HP to a single ally 

^o«a group of enemies with a powerful whirlwind (dealing 25-55 base 


tel, 








Flower Power 
Attack +10 with fans 
Reverse Cycle 

Cntical Hit Rate Up with Fans 
Water Slaughter 
Attack+20 with Fans 
Schuofamc 
Attack+30 with fans 
FanOango 

OmmvocationalfanmaKer 


Has a chance to contuse etiemies in a group 
Adds 10 to 'your character 's attack-when using fans 
Re flats t/eath attacks 
Raises the chance for your character to scute 
An attack ihet deals e*tu damage to eiwwafwti tea**#*^ 
Alls 20 to your character s attack when using fans 
Improves evasion for your character 
Adds 30 to vuui chu.actor s attack when using fens 
Rfcxloro.'y attacks emtm^s times 

Lets your cftoracrer use fans in any vocafW 
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1 SKILL 

I POINTS 

NAME 

BENEFIT 


Hypnowhtp 


7 

Lashings of low? 

Anack ability that deals extra damage to groups of humanoids 

13 

Altai* *10 with Whips 

Adds 10 to attack wten the character uses whips 

22 

Trammel lash 

Attack abifity flat anempts to cause paralysis to the target 

3S 

Aflac*+20 vwUfW/hips 

Adds 20 to attack when the character uses whr® 

4? 

Hit tie Hay 

Aflac* ability flat toes to put the enemies to sleep 

S 

Attack+30 wtth Whiff 

Adds 30 to attack when the characteruses whips 

76 

Schadenfreude 

An attack that inflicts damage on targets while healing the character 

36 

Twin Dragon Lash 

Attacks an enemy group twice 

100 1 

Ornfiiwrawnai Whjpnras» 

Lets your character use whips .in any vocation 



SKILL 

POINTS 

NAME 

BENEFIT 

3 

Cftsseuner Throw 

Hits enemies with slightly increased damage 

7 

Power Throw 

An attack flat hits all enemies in all groups 

13 

Aflac* +10 with Boomerangs 

Adds !0 to your character’s attack when using boomerangs 

22 

Goes Bruises 

This attack deals extra damage to monsters of the slime family 

35 

Attack -20 with Boomerangs 

Adds 20 to your character's attack when using boomerangs 

4? 

Staiburst Throw 

This ability deals bonus damage to all targets 

56 

firebmi Throw 

The boomerang won't inflict as modi total damage, but it hits enemies m toe group 
many times 

78 

Arad +30 with Boomerangs 

Adds 30 to your character's attack when using boomerangs 

8S 

Metalidce; 

An effective attack against metal-bodied enemies 

100 

OnriMjeatiorBl Rangmaster 

lets -your character use boomerangs in any vocation 


anraffiMi 

SKILL 

POINTS 

NAME 

BENEFIT 

6 

Btodcenspte! 

Attacks while maintaining high defence 

12 

+2% to Block 

Raises your character's chance to block by 2% if he or she uses a shield 

18 

Defending Champion 

Greatly reduces incoming damage from physical attacks 

25 

+2% to Bloc* 

Raises your character's chance to block by 2% if he or she uses a shield 

32 

Immense Defence 

A stance that dramatically improves shield effectiveness 

40 

Magic Minor 

Reflects enemy spells for several turns 

2 

+2% to Sod 

Raises your character’s chance to block by 2^ if he or she uses a shield 

66 

Holy Impregnable 

A holy aura that blocks negative status effects 

8? 

BackAteha 

Stops attacks and reflects them back at the enemy party 

106 

Omrirvocatiorel Shieldmaster 

Lets your character use shields in any vocation 


HOW TO BE A SUPERSTAR 

from a previous style of play. What minstrels do. the luminaKf* 
shieUs h e v most of the same weaponry, with whips, fans and 
shields be,ng common to both. Their spell list is also quite similar 

Blast groups of enemies with Swoosh-type spells. Use Midhea! for 
backup healing, and have your character attack in melee for modest 
damage. Use your disruptive weapon skills and vocation skills to throw 
oft enemies. 


There is a strange vocation skill that’s worth calling out above all the 
others. Eyes on Me is like a super version of the Whistle ability, from 
the warrior’s courage line. This ability isn’t easy to get to work, but 
when it does, the move enrages all enemies at once. This is a great way 
to mess up enemy attack patterns. Eyes on Me works well with quests 
that require enraged targets, force specific characters to take damage, 
and so forth. When learned by a paladin, it’s also a good way to start 
fights and get enemy attention. The only problem is that this ability is 
so deep in the luminary line. Most people won’t go after it until deep in 
the post-game. 


EQUIPMENT 

There’s nothing new here either. Anything that would be good for a 
minstrel is just as reliable for a luminary. 


BENEFITS FROM ALTERNATIVE VOCATIONS 

Steal passive benefits from the minstrel and thief lines. Rangers also 
help in this way. Use the casters to max out your shield as desired, and 
then you’ll have a luminary that is pretty much complete. All of these 
vocations work well together. 


<931313003 gobo 


SKILL 

POINTS 

NAME 

BENEFIT 

4 

Natural Sarm +10 

Adds 10 points to your character’s charm 

10 

Autograph 

An attack that costs a snail amount of gold coins but deals considerable damage 

16 

Natural Agility .20 

Adds 20 points to your character's agility 

22 

Scandal Eyes 

Attempts to blind a group of enemies 

32 

Natural HP-20 

Adds 20 points to your character's maximum HP 

42 

Extreme Makeover 

Raises yom character's charm for a modest penod 

55 

Natural Charm+2Q 

Adds 20 points to your characters charm 

38 

Eyes on Me 

Draws enemy attention, enraging targets from all groups (a superb tanking skill) 

82 

Natixal Charm+30 

Adds 30 points to your character's charm 

100 

Disco Stow 

Qelrvers an AoE attack that flte enemy won't soon forget 























Next, choose a body type. 
This menu has five selections. 
The largest bodies are on the 
left side, with the selections 
becoming progressively 
smaller as you move to the 
right. As before, this is matter 
of aesthetics. Combat stats 
aren’t altered by your choice in 
any way. 

Hairstyle is the third option. 
Take a look through the 
available choices, then pick 
your favorite hair color to go 
with it! 

Face and skin tone are your 
next choices. Select what you 
want, and then finish-your 
design with the best eye color 
for your hero. 


\ou re probably ready to jump straight into 
the game world and start your divine work, 
but wait just one more moment. First, you 
need to create your character! After starting 
your game for the first time, the character 
creation menu appears. 

Decide on a gender for your hero. This 

isn't a tactical choice; you can choose 

either option without any fear that it will 

negatively impact your future combat 
statistics. Look at both and make your 


decision. If you 


shoulder buttons to 
several angles. 


want, you can also use the 


rotate the characters and 


see what they look like f, 


roni 



































Now, you get to name your 
hero. Use the up/down arrow: 
on the lower left of the mini 
keyboard to make sure you 
have the capitalization you 
want. Also, examine the keys 
next to the spacebar at the 
bottom of the mini keyboard if 
you want smiley faces or other 
symbols. Think of something 
heroic or amusing. 


9 




Z J-j-iy T yp* : 
3 Hiiistyle 
a Hill Coloui : 



And that's it. You’re now free 
to go into the world. Your 
Ceiestrian has been assigned 
to watch over Angel Falls. It 
sounds like an idyllic place 
to get started. What could 
possibly go Wrong? 


s The Guardian 
of Angel Falls 

WATCHING OVER YOUR FLOCK 

Your Ceiestrian hero is young, having watched over this small 
town for only a brief time. The village s previous guardian, Aquila, 
is pleased with your hero’s progress. The story begins as the two 
fly over the town, invisible to its inhabitants. 

Suddenly, the peace is broken! Several monsters are preparing to 
ambush two townsfolk. Without delay, Aquila orders your hero 
forward to stop the attack. 


In a flash, battle commences. 

You’re in the front of it all, with 
Aquila hanging back to see how 
your hero does. Your character 
isn’t very experienced, but 
neither are these monsters, so 
you don’t have much to fear. 

Aquila isn’t under your control, but that doesn t mean the veteran 
won’t help out when push comes to shove. 

Here, you face two slimes and a single cruelcumber. Take a look 
around the combat menu for a moment to get a feel for things, 

j and then select 
attack and choose 
I one of the slimes 
when you're ready 
for action. 


With Aquila’s help, you should 
be able to trash the enemies in 
a few rounds of combat. Your 
hero may take a few points 
of damage, but it’s not nearly 
enough to knock your hero 
unconscious. The end result 
is that the villagers are saved; 
they don’t even know how close 
they came to a wicked sliming. 





* 

j - 



The young girl that passes 
says a brief prayer to your 
hero. This creates a burst of 
benevolessence. Your hero 
receives the blessing, 
then Aquila explains. 
Benevolessence is a 
manifestation of people's 
gratitude toward their 
guardians. These crystals 
can be taken and presented 
to the Great World Tree, 

called Yggdrasil. 
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OBJECTIVE LIST, 

Climb to L2 and talk to Apus Major 

Use the outer stairs to climb to the top of the Observatory 


Give your benevolessenee to the Great World Tree 


Talk to Apus Major again and leave the Observatory (using the 
portal on LI) 


FIRST FLOOR 

With the job done for now, your hero and Aquila fly off to the 
Observatory. High in the clouds, this is where the Celestrians 
take their offerings. Aquila says to report to Apus Major in the 
Great Hall. 

Look around the first floor of the Observatory. Talk to the 
Celestrian in the lower left to obtain free healing. Proceed inside 
the room on the right to find a chest. 


Head back inside and talk to anyone who interests you. Pay 
attention to the conversation that takes place in the library'. Aquila 
is having a discussion with his friend Columba. Eavesdrop on 
them to find out some interesting gossip! 

Also in the library, 
on the right side 
of the room, is a 
book titled Register 
of Guardians. This 
book contains a bit 
of gossip as well. 


The Celestrians on the first floor have a few things to say. They're 
clearly proud of their ancestry, and it’s not surprising that some 
are fairly arrogant about their position in the world. If youd like 
to read some history', search the room on the left and read The 
Creation of the World. 

There is also a prayer room near the top of the map. Look to 
the right of the stairs. Find the priest inside, and talk to this 
Celestrian to save your game. 

THE second floor 

\Vhen you wish to advance, use the staircase at the bottom of 
dte map and climb to the second floor of the Observatory. Once 
youreon the second floor, head outside and search the left 
portion of the map for a chest. 


Next, find Apus Major at the top of the map. Talk to him to 
advance the story. Apus Major wants your hero to take the 
benevolessenee to the top of the Observatory. You now have 
permission to climb the stairway outside. Exit via the southern 
doors and take the steps that lead up as far as they will go. 

The guard wouldn’t let your hero pass before, but now that you 
have Apus' permission, you can waltz right through without much 

delay. 


CLIMBING TO THE TOP 

When you reach the next floor, a Celestrian tells your hero a bit 
more about the mythology of the Great World Tree. It seems 

as if the offerings of 
benevolessenee hasten the 
blooming of the World 
Tree. This upcoming 
period is known as 
Fyggbloom, and it sounds 
like a golden age for It 

the Celestrians. 
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Climb the stairs to a higher tier of this area. Another chest is 
located on the left side. Then, walk all the way to the right side 
of the map and travel to the top of the area. Climb a set of stairs 
there to reach another chest. 


WA1KTHROUGH 
























Ihis sacred area. Talk to the people inside if v, 

few Celestrians are allo^e w - n t f, e cen t e r of the map. 

__ _-a 
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done Hdltelll^rheroio t«urt.ro ApW^ ^ w jti 10Utques tio ri .b« tt heCll«ce* - 

future. Celestrians are supposed to obey ^ hero ^ return t0 Angel Fall 

Climb back down to the second door and ^^^Xchance to prove yourself. 

t Ms time you are to go alone. It looks like you Return to the entra._ „ 

Observatory and talk to the 
Celestrian beside the portal. 
She’ll make sure you’re n 
to return to the Protecto 
Make sure that you’re hilly 
healed and that you’ve properly 
looted any treasure. Then, 


head out! 


Back in 
Angel Falls 


Binimiiaa 


HEXAGON 


Stornway Pass 


■* 



























The Path of Angels 


ITEMS OF IMPORTANCE 

4^ Keepsake ring (hidden near the item shop) 

OBJECTIVE LIST 

Talk to the dog by the item shop and collect the keepsake ring 
that it uncovers 

41^ Give the keepsake ring to the old woman in the church (acquire 
benevolessence) 

Fully clean the stables on the left side of town (acquire 
benevolessence) 

Wait for night to fall, which occurs after completing the first 
three objectives 

Talk to Aquila in the center of town 

Talk to the ghost on the right side of town and help him find 
peace (acquire another benevolessence) 

Tell Aquila that you are ready to return to the Observatory 


ANOTHER DAY IN PARADISE 

Angel Falls is bright and sunny. You’re free to explore on your own 
now. You can’t talk to anyone (because your hero is invisible), but 
it's possible to listen to things people are saying to each other and 
to themselves. 

Head to the right side of town to find the item shop. Search inside 
for a random minor item. The house farther right from there has 
a minor prize as well; it’s hidden on the top floor. Nearby, outside 
the home, locate the well. Climb down the well and open the 
chest found at the bottom. 


Collect this ring and take 
it to the church (on the left 
side of town). Save your game 
there, if you like, then give 
the keepsake ring to the old 
woman who is praying in 
the pews. This earns you one 
benevolessence. 


The town has gone to bed, 
but your hero is still vigilantly 
watching over the place. 





W CHORES CAN BE 
DONE IN ANY ORDER 


You can complete the Manure 
Quest or the Keepsake Ring 
Quest in either order. Don't 
worry about missing out on one 
anyway, as you must complete 
both to continue. 


ODDSAND ENDS 


items that you find in pots or cabinets are often quite minor. They might 
be small herbs, helpful tools (like chimaera wings), or maybe even a 
small quantity of gold coins. In any event, these items aren't fixed. You 
might search one day and find a medicinal herb, while your friend who s 
playing might discover cash instead. Don't worry about it. None of these 
items affects gameplay very much. Think of them as a reward for being 
thorough. 

When you’ve explored the area as much as you like, focus on more 
important goals. Interact with the dog out by the item shop. T he 
dog runs over and digs up a keepsake ring, not far away. 


Next, go to the far left and 
search for the stables. The man 
in there has been working his 
hands to the bone in an effort 
to earn money to buy a second 
horse! Unfortunately, his 
mind is willing but his body is 
too exhausted to go on at the 
moment. Instead of cleaning 
the stables, he’s having a bit of 
a nap. Do the guy a favor and 
clean the piles of manure for 
him. As soon as the villager 
wakes up, he’ll realize that the 
spirits have done him (and his 
nose) quite a favor. You receive 
another benevolessence for this 
good deed. 

night falls 

It took quite awhile to clean the 

stable, so night has now fallen. 


Fly to the center of town 
and look for Aquila. He’ll be 
pleased with your progress, but 
he informs your hero that there 
is a ghost that needs assistance. 
It seems that guardians are able 
to shepherd the dead as well as 
the living. 

Search the right side of town 
for the spirit of a man who 
hasn’t realized w r hat is going 
on. Talk to him and tell him 
what is happening. This 
puts the spirit to rest. Aquila 
comes over to praise you, then 

he suggests that your hero 

return to the Observatory. Say 
“yes" when you’re ready and 
watch the scene that follows. 
Something in the heavens is 
transpiring, but it isnt clear 
yet whether that is for good or 
for ill. 





WALKTHROUGH 





























Nurturing the Great 
World Tree 


OBJECTIVE LIST 

4^- Climb to the top of the Observatory q "'* 

«(► Gnre your tenevolessence liTVflgifrasit and see whit happens 


This time, there isn't too much to do at the 0 !>er , 
Many of the Celestrians have new things to talk about, bu 
it is up to you whether you want to investigate and speak 
with all of the people in the area. Much of the informa¬ 
tion expands on the work that the Celestrians have 
been doing over the Protectorate and what they hope to 
achieve when the Great World Tree finally blooms. 

If you talk to Columba in the library, there is again 
mention of a guardian who didn’t return from the 
Protectorate. 


That really sounds important. This is doubly true 
when Columba repeats that no one is supposed to 
talk about the “missing” guardian. 

When you’re ready, climb all the way back to the 
top of the Observatory'. Talk to Aquila and give your 
benevolessence to Yggdrasil. A momentous scene 
follows, and when it’s done, you find your hero back 
dow n in Angel Falls. 










































ITEMS 


objecuve ust;^ § 

^ j-' sten t0 Mayor Litlun in his home (on the far 
leftside of town) * ^ 

Erinn in the house on the right side 
of town 

^ ^ er V° ur hero sleeps, wake up and talk to 
Ivor (located downstairs in Erinn s house) 

^9 ree to help Ivor clear the blocked pass to 
have him join your party 

* u 

ih to Hugo at the town entrance and leave 
Angel Falls 


ANGEL FALLS ITEM SHOP 

COST (GOLD V hems COi 

PIECES) 


Medicinal herb 
Antidotal herb 
Chimaera wing 
Copper sword 
Soldier's sword 
Leather whip 
Feather fan 
Pot lid 

Leather shield 


8 

1 | 

■j 

Bandana 

10 


Plain clothes 

25 


Wayfarer's clothes 

150 


Leather armour 

240 


Cotton gloves 

95 


Boxer shorts 

110 


Cotton trousers 

40 


Sandals 

90 


Leather shoes 

' 



COST(GOLD 
PIECES) 




*joL 


t2ed 


* u m R 

■ * 


Walking on Your 
Own Two Feet 




























™> "*« "> SIA " S ”” iW,! ” h| , „ p»»M 

The game returns to the hero. now ^ ^ of fown 
Falls. The hero staresat the stat ^ ° e viHage guardian. 

which is, quite appropriately, dedicated 

nat h You might nave 
Two young men, named Hugo ami fi® - PP [ VO r is somewhat 
noticed them during your last trip to everyone pay 

of the town bully, and he’s not very keen 


attention to a new-comer. 



e men off and tells your hero notwoverfo thing ■ 

jves, you can wander around town. 


The Mayor’s house is located on the left side of town. Head over 
there and listen in on a conversation between Mayor Litlun and 
Ivor. After hearing this, your hero can end the day by going to 
Erinn’s house, over on the right side of town. 


A scree if you want to set the table and * 
t ,il tn Frinn and agree i * 

^ a kt0t ,i c vmir hero to get some rest and be 



A NEW DAWN 

Your hero wakes to find Erinn there. She says that Ivor is down- 
stairs and that he'd like to have a word or two. Go down the steps 

and talk m Ivor. Hell takeyour.h eroouts.de and explain hisp| sn 

He wants clear the pass and 

‘V. . h a t v i s i tors c an get to 

Angel Falls once again. The way 
has been blocked since about 
the time your hero fell from the 
heavens. 


The downside of this plan is the horde of monsters along the way. 
Ivor says that he needs help to clear them out. Agree to assist, and 
he’ll join your party. 



Walk to the town entrance; this 
is on the lower side of the map. 
Hugo is there, and he doesn’t 
seem to think that Ivor’s plan 
is wise. That said, he wont del) 1 
your hero and Ivor! After he 
stands aside, leave the village. 


Into the 
Great 
Wide 
Open 


• Barrel 
▲ Pot 
■ Cabinet 
4? Recipe book 


Challenge Quest 001 







































RECOMMENDED LEVEE: 1 TO START (3 TO PROCEED) 

ITEMS OF IMPORTANCE 

^►Tanglewebs(x3) v ? , . 

4ft Antidotal herbs (x4) 

4ft Medicinal herbs (x3) 

OBJECTIVE LIST 

4^ Enter the mountain pass (on the right side of the map) 

MONSTERS IN THIS AREA 

fitra BATTERFIV ECU SACKSQUATCH 








Take a Nap When You Need One 

Return to Angel Falls and sleep at Erinn's house whenever 
'j you’re badly hurt. To sleep, talk to Ennn. who’ll let you get 

some rest. This restores HP and MP without cost 

^ M0~ 


WHEN TO MOVE ON 


You can race ahead through the story if you like, but many Dragon 
Quest players like to stick around and hack at things for a while if YOu 
do that here, consider getting up to at least level three. This teaches 
your hero the basic Heal spell, which really helps to keep your part/ m 
fighting shape. 

Also, if you get up to 240 gold pieces, it's worth buying the soldier's 
sword from the item shop. That gives your hero a bit of a boost to Attack 
compared to the copper sword. 


HP. 15 


XP: 7 


XP: 5 




IUHfri.il 


GOLD: 8G 


'20 


GOLD 




001 


007 


lUHfr^l 


■ «Hfr411 


GOLD 


GOLD 


U.G 


003 


002 


■ UHfr4.11 


U’Hfri.11 


GOLD 


GOLD 


006 


■ UHfr4.11 




GOLD 




If you’ve been hankering for a chance to fight, get some money, 
and see what combat is all about, now’s your chance. There are 

monsters all over 
| the area near Angel 
Falls. You’re free to 
I fight and explore 
I to your heart's 
■ content. 


If you're really having fun 
slapping around lowly monsters, 
stay in this spot until level 5 (it 
doesn't take long). This is the 
first time your hero receives skill 
points. These are used to obtain a 
variety of upgrades, making your 
characters even more deadly! 


Monsters in Dragon Quest IX are very polite. Instead of hiding 
the background and triggering random battles, they walk out 
in the open. You can avoid many battles simply by giving the 
monsters a wide berth. Some monsters notice your party and 
charge toward you, but even these foes can sometimes be avoided 
if you move around an obstacle or rush to the side and let the 
beasts overshoot your buddies. 

Once you’ve gotten your bearings, move out. A road leads vaguely 
east from Angel Falls. Stay near the road to get a good idea where 
you’re going, and also watch the map. If you wind all the way 
around the river and double back, there is a strange web. Search 
this several times for three tanglewebs. A similar spot, farther to 
the east and beside a lake, has several antidotal herbs. A final 
such spot for free goodies can be found in the lower left. That 
patch has medicinal herbs. 
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ITEMS OF IMPORTANCE 

48S&- .-fesgafi 

OBJECTIVE LIST 

4 ^- Enter the mountain pass and walk along the mam path 

!<► Watch the scene when you bump into the train and then try to 
enter the engine car 

Take the left path through the area and view another brief 

v Approach the rubble at the end of the mountain pass and then 

leave when the last scene finishes 


Save your game when you’re back in town, then take Ivor back to 
his father’s house. Ivor won’t be able to go back out with you, but 
that’s no big deal. After all, your hero is much stronger becauseof j 
the recent battles. The next trip won’t be much of a problem. 


OBJECTIVE LIST 

ve your game and rest 
4^Go to the Mayor's house 


^►After the next scene, rest and leave town 


A Triumphant 
Return to Angel Fall 


t find the mountain 


heading right until you reach you 


riimb a series of steps against a tall cliff arid keep 

that the r, g ht place. 


Clearing the 
Mountain V ass 


■ * m the city °f Stornway, and it sounds like they've go, 
T V h well in hand. However, they'd like you to look foraw„ msn 
’° r patty. She’s lost, possibly on the old path between the ** 
nations. It's something to keep in mind for the future. For now, 

return to Angel Falls. 


When you first enter, the mountain pass appears deserted. Send 
your party along the main path until a brief scene triggers. Ivor 
can t see anything except a fallen tree blocking the way ahead, but 
your hero sees something entirely different. Examine the engine 
car you ve stumbled into. Before leaving, search the area to the 
right for a gold ring. This is a minor defensive item; have your 
hero equip it for a slight advantage. 

Now, take the path on the left. Another brief scene follows as a 
tmy creature starts trailing your hero. The glowing ball mentions 
something about the Starflight Express, but you find out little else. 

Take the left branch to its conclusion. Even your hero won', be 
able to clear the rubble as it stands. There is too much to deal 
with, but there are soldiers on the other side of the pass 


Erinn talks to the Mayor and to your hero. She’d really like it if 
someone could find out more about Patty, the missing woman, 
from Stornway. However, she isn’t willing to ask anyone to risk 
themselves on such a dangerous journey. No worries. Do it 
without being asked! That’s how a hero takes care of business. 

























Your Time at Erinn’s Inn 


Talk to Erinn again to rest. Afterward, buy any materials you need from tl 
picked up the soldier s sword and some better armor, now is an ideal tim< 
your gold. After that, most of the improvements are useful, but minor. D< 
soon without spending a single coin. 

Once your hero is back in the field, the Hexagon is your next destination, 
pass. You should see it on your map as a large white dot. Maneuver through the forests 


item shop and head out of town. If you haven’t al 
far as defense goes, the cotton gloves are the b< 
't bother getting a leather shield. Your hero finds 


Mysteries of the 
Hexagon^^. 


Exterior 


[From Stornway area 


# Barrel 
▲ Pot 
■ Cabinet 
Recipe book 





























































« ctaot 17 TO PROCE^^ 

RECOMMENDED LEVElJT0__ 4ftft m 

- 4 -:■■ ■ ■ 

ITEMS OF IMPORTANCE 

•4^- leather shield (LI. SM,e> 

Feather far. (B2. upper feft side) 

*►210 gold coins IB2. southern side) 

^►Strong medicine IBl-B, left side) 

4 * Seed ol deftness IB1-C. left side) 

OBJECTIVE LIST 

«► Examine the stone marker straight down the main path 

4+ interact with the ghost that appears behind your hero 

4 *> follow the ghost to the left and interact with it again 

4* Examine the back of the statue nearby; press the button to 
open the way forward 

Proceed through the dungeon until you meet Patty; free her 
from the rubble 

4 !► Face the Hexagoon 

MONSTERS IN THIS AREA 

BAG O' LAUGHS fiTiTl MECHA-MYNAH 


HP: 6 XP: 12 

GOLD: 206 GS£3| 


j HP: 20 XP: 16 

GOLD: 246 G3E3| 


are stairs at th, top of 

the map, but don’t take t t 
quiteyet-Search the bran h 

to your right for a free leath 

shield Equip that ,m ™ e ' 

a ,ely if you don't already have 

one from town. 


Keep Your Heahh lj^* 



008J 

BAG O'LAUGHS 


HP: 16 XP: 11 

GOLD: 26G ® 



006 

DRACKY 


HP: 15 XP: 10 

GOLD: 10G 


: 

HEXAGOON 


k| HP: 93 XP: 175 
~ GOLD: 1006 dS)} 


OPENING THE PATH 

There aren t any visible enemies when you approach the Hexagon. 
Walk inside and search for a way to get deeper into the structure 
At first, there is a large stone block that prevents anyone from 

going lower into the Hexagon. Examine the stone and watch as a 
ghost appears. Follow it! 

“*» “ “* « “ «”!*«'*. Interact with £ 

ehon and l°°k fe»a button on the bac k side o f the statue PtK. 
this to open the central path. ' 


81 AND BEYOND 

Proceed to the lower floor of 

the dungeon. First, take the 
stairs on the left. This sends 
your hero into a small room 
with a minor item. Pop back 
up after getting it and slip 
down the alternate staircase. 
Search for the stairs down to 
B2 while fighting enemies in 
the area. You start to see them 
in decent numbers now, and 
most of them are new. If you’ve 
purchased a soldier's sword 
and achieved a couple of levels, 
these foes drop quickly; they 
have low health and only inflict 
a bit more damage than the 
creeps outside the Hexagon. 



Use medicinal herbs for 
healing if you get banged up 
early on. You should try to 
save your magic for a 


Descend to B2 and s 
two chests. To the k 
with a feather fan, 
lower portion of the map is a 
container with 210 gold co 
These are well worth yourti 

Take the stairs in the upper 
right to get to Bi-B. Your hero 
is much closer to the end 
now. Work your way around 
the right side of the path a 
double back when) 
there is a chest con 
some strong median 
pick up. 

























Go through the door at the top of the map to enter Bi-C. You can 
find a seed of deftness here, also on the left side. You should 
obtain this before you approach Patty. She's at the top of the map, 
and you won’t be able to search for additional treasure after you 
free her. 

the smashing of mighty feet 



attack assoonasyou By to help her. Staaing the lightatMheahh mates it e,sierK, stay ahead of ihebeast’idamage, giving pranwre 

time to pepper it with attacks. 6; 



Hero uses & medicinal herb. 


257 


HEXAGOON 


HP 


XP 


GOLD 


100G 


Hexagoon is mostly a pushover. The only way you're going to 
have problems is if your hero doesn't have the gear from town 
mentioned earlier. 


So let's assume that you don't have the best gear and that you 
haven't leveled your hero much. In that case, Hexagoon may 
pose a threat. Remember your stockpile of medicinal herbs 
B (from the lower left side of the wilderness map). Use those 
r every few turns to top off your hero's hit points. 








m 


Hexagoon alternates between 
regular melee attacks and a 
stomp ability that brings down the 
house, almost in a literal sense. These deal a similar amount 
of damage, and neither of them burst high enough to take 
out your hero if you stay well above the one-third HP mark. 

It doesn't get much simpler than this. Attack until your hero 
falls below half health. Use a medicinal herb or cast Heal, 
then repeat the process until you win. It's too early in the 
game for complex strategies because you don't have access 
to any special gear or upgraded abilities. 


W hero automatically escorts Patty out of the ruins. The two converse for 

* short time, and then Patty heads off to Angel Falls. Follow her on your owi 
unless y° u hissed any important treasure in the dungeon. You re allowed to 

* ,ea d back inside, but your hero starts from the beginning. That s wh\ its ^ood 

c ^ ear place out before you fight the boss. 


AW* 

■ \ 

H'V-v 

































OBJECTIVE LIST 

Return to Angel Falls and walk to the inn 

Watch the scene between Patty and Erinn 

Night falls as the conversation ends; walk over to Erinn s 
house and talk to the ghost in front of the door 

Meet Edwinn and Stella as another conversation unfolds; this 
unlocks the Battle Records submenu 

Talk to the ghost of Edwinn again and follow his directions to 
dig up an Inny (a gold trophy) 

Take the Inny to Erinn, on the second floor of her home 

Interact with Edwinn again as you leave the building 


Leave Angel Falls and return to the mountain pass 


Another Trip 


There are several essential 
conversations back in town, 
and you must listen to all of 
them before you can leave. 

Save your game if you like, then 
look at the objective list above 
for a quick idea of what you 
still need to do. 

Find Erinn and Patty at the 

town inn. The two of them are 
having an in-depth discussion 
about Erinn’s father. You learn 
a great deal about him, but it's 
a bit much for Erinn to take. 

She leaves and returns home. 
Follow her there, talking to the 
villagers ifyou want to learn 

more. 


Night has fallen, and the ghost 
of Erinn’s father is waiting near 
his old home (where Erinn still 
lives). Talk to the spirit and 
find out what’s keeping him on 
this mortal plane. He doesn’t 
tell you specifically, perhaps 
because even he doesn’t know. 
However, he remembers where 
he buried something that was 
once very important. 


Follow the 


vision as it pans to 


the west, near the waterfall. 

7 here is a hill above the inn. 

Run over there, climb the hill 

and search the bushes. Your ’ 
hero digs up a golden statuette. 

h| s> is called an Inny, and 
'ts an award for being an 

fnncredible Entertainer. 


K I lea'! Kt • >>**" ' 5<> vou Ar '‘ l ' ’ l 
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While talking to Edwinn, the 
qhost, you also meet the flitting 
creature of light that you saw in 
the mountain pass. Its a faerie 
named Stella. She was already 
curious about your hero, but now 
she can't stay away. Normal 
people aren't supposed to be able 
to see ghosts, but your hero can 
clearly see Edwinn. 

Stella says that she's involved 
with the Starflight Express. This 
becomes important rather soon. 
Stella also unlocks a new feature. 
You can now see your Battle 
Records by selecting them from 
the main menu. 

This feature lets you see the 
Accolades you've earned, the 
items and equipment you've 
collected, and the monsters 
you've defeated. It's very nice. 

Look up the monsters to find out 
more about their statistics and 
their item drops. 


fake the Inny back to Erinn 
and show it to her. After 
another revealing 
conversation 
she’ll agree 
to travel to 
Stornway 
with Patty. 


Eclwinn’s spirit depart* 
peace, and your hero t 
Stella about catching* 
home. Everything j$ c 
together quite nicety. 


Leave Angel Falls and r 


the mountain pass. 















Lining up 
for Another Pass 


r - . - ’ ■ - * 


OBJECTIVE USX 

Try to board the Starflight Express with Stella 


Use the eastern exit of the pass now that it's cleared 
Continue through the wilderness until you reach Stornway 
Enter the city and meet Patty and Erinn at the inn 


There isn't much to do in the mountain pass. Take Stella to the 
broken down engine that you saw earlier. She'll be able to get your 

hero inside, but 
the two can’t seem 
to get the thing 
started again. 
That’s a 
big problem. 


There’s nothing to do about it right now. Clear out and take the 
mountain pass east. This puts you in a new section of wilder¬ 
ness, not too far away from the city of Stornway. You can now 
travel there to see some friends and figure out what lies ahead. 

This chapter is pretty much at its end. Take your hero into the 
city and watch the next scene. It’s late, and you should probably 
poke your head into the nearby inn afterward to say hi to Patty 
and Erinn. There is a great deal to accomplish in Stornway, but 
you’ll find out about that in the next chapter! 
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ITEMS OF IMPORTANCE ; 

v - 

Pair of linen gloves (down in the well, lower left 
side of town) 


Mini medal (chest on the left side of town) 
Seed of strength (weapon shop) 


^ Mini medal (upper right side, night only, near a 
ghostly dog) 


STORNWAY ITEM SHOP 


COST (GOLD 
PIECES) 


COST (GOLD 
PIECES) 


Antidotal herb 
Chimaerawing 


10 

25 



STORNWAY ARMOUR SHOP 


COST (GOLD 
PIECES) 

ITEM 

COST (GOLD 
PIECES) 

n 


Leather dress 

290 

150 


Training top 

250 

45 


Silk robe 

210 

60 


Leather gauntlets 

60 

65 

1 

Cotton gloves 

50 

70 


Cotton trousers 

80 

180 


Training trousers 

170 

350 


Leather shoes 

40 



High heels 

220 




OBJECTIVE LIST 

Recruit a full party while you're still at the inn 


(Optional) Equip the group with whatever you can 
afford and take the party into the wilderness to beef 
everyone up a few levels 

*4^- Examine the notice board in the center of Stornway 

Approach the soldiers in front of the castle and talk 
to the one on the right (day only) 




ITEM 

COST (GOLD 

Copper sword 

- 

Soldier's sword 

240 

Rapier 

480 

Bamboo lance 

85 

Iron lance 

450 

Paring knife 

70 

Bronze knife 

200 

Divine dagger 

640 

Oak staff 

120 

Wizard s staff 

840 

Leather whip 

95 

Thorn whip 

350 

Laundry pole 

40 

Carrying pole 

530 

Stone claws 

too 

Iron claws 

620 

Feather fan 

110 

Iron fan 

300 J 

w . am 



rim WINKSTER 






WALKTHROUGH 








































THE BIG. BIG CITY ^ advance 

Stornway is bustling, and you P« b ' Ms tooffe r. The inn is 

before you've seen everything na fS s0 , don’t leave just 

a natural gathering place for many ac v apd goods 

yet .There are bookstomad. party members to 

to be uncovered. 

»«*» »i“i“ 1,h! c 1ftiiooi ifc, 

people. You also get to name them and dec. 
just as you did with your hero. You should note t a 
yet ready foryour hero, you may have to leave and re-e 
inn. You can take this opportunity to explore the town fo i a ■ 



After that’s done, Patty teaches your hero how to Egg On other 
party members. This is an ability that raises your allies’ tension. If 
your hero has a turn that might be wasted (e.g., while an enemy 
is likely to guard) it’s worth using this to upgrade a heavy damage 
dealer’s next attack. 

Erinn is right beside Patty. She’ll tell you about the inn and let you 
rest there in the future. It only costs three gold pieces per party 
member to stop there, so money shouldn’t be an issue. You can 
easily score that much gold from a single fight outside the city. 

Notice that you are allowed to 
Stay (sleeping until the next 
morning) or Rest (napping 
until evening falls). This is 
useful for exploring the area at 
night without having to wait 
around for darkness to fall. 

You can find two books in the inn’s bookcases, Alchemical 
Essentials and Sightseeing in Stornway. Neither of these is terribly 
important, but it’s never a bad thing to read what you can Y 



, ’ SW ^^"!TI7hereM>3t are more complex amt deserve 
There are few ,e ™- t0 Erjnn , you may notice that she has more'"’' 
attention When ta K ( ’ nnk eepers. She lets you rest, but you car, 
options than the usi ' (he gu e S tbook by talking to her. ** 
canvass for guests ano 

.to lots vou tag other adventurers to encourage tho-. 
Canvass for goe 1 J lf V0u 've completed a treasure map. you „ 5 
ha^the aS to share your map with other adventurers. 

. tn cave vour game before entering this mode. Acpam 
ffXSTnSother people to play w,th. The vwre£* 
connection takes over and looks for active players to invite to the 
Chester's Rest. 

Viewing the guestbook lets you know who is currently staying in the 
inn^suites If there is anyone special, consider checking out the suite, 
"n the top-left side of the inn). They're certainly quite posh. 


Do you see what looks like a fellow Celestrian? Sure enough, there 
is an unusual fellow flapping near the bar. This person's name is 
Pavo. Through her you can learn more about the Rapportal, the 
mechanism for joining other players’ games (or for having them 
join yours). 

Go ahead and leave the inn after you’ve finished exploring. Read 
the notice board in the center of town. This describes the city's 

problems with someone (or 
something!) called the Wight 
Knight. The King is pleading 
for someone to come and help. 
That sounds like an adventure 
indeed! 


GET BY WITH A LITTLE HELP 
FROM YOUR FRIENDS 


The Rapportal uses the 
wireless connection in your 
Nintendo DS to link with 
other local players. Instead of 
having a party of four people 
that you control (your hero 
and three recruited allies), 
you can substitute a friend's 
character for each ally you 
remove. That means that up to 
our people can play the game 
together. 


who can^Hv 8W rU '? S for tbis - host the session is the only P ers0 
locked to Drevpnt the St0ry ' Any quests associated with the story are 
f or side quests- th^ eStS fr ° m pushing th em forward. That isn't the 
every) p| ay er in the^ame 63 * 3 ^ 6 qU8StS Can be cornpleted by any 

only the host can open the^ 3 ^ ^ chests are loc,t0< f t0 gueStS ^ 

























Before charging off, visit the church and save your game. A woman 
named Ricki is waiting inside the building. She’ll give you a quest 
that doesn’t take more than a moment. This is an example of a 
side quest; they’re found throughout the game. Anyone with a 
blue, happy icon over their heads has one of these for your party. 
Normally we won't walk you through them in this section of the 
guide. There is a chapter later on that deals with these thoroughly. 

All of these quests are identified by a number (between 001 and 
137). Look the quests up in the appropriate chapter to find out 
more about the requirement and rewards of the quest. 




WrM 8ACK10 

EgP BUSINESS 

’ vvll( ‘ n i,,s d/iyume 

JMlr 111 

The guards won’t 
let you 

you’ve read the notice board. Talk to the guard on the right, and 
he’ll let you in to see the King. 


SOME OPTIONAL LEVEL BUILDING 


If you’d like to grab a few' levels and more money before moving 
on, exit towm with your new party. Search outside for a few 
coagulants, and then look to the southeast fora fisticup. 

Fight monsters on the way while you explore, and be certain to 
search the western portion of the map for the entrance to the 
Hexagon. There is a staircase high on a hill that gets you into the 
Stomway side of this dungeon. There isn’t much to do there, but 
you can steal a few' items. The only important discovery is a suit of 
scale armour. 

The armour is 
worth a fair sum, 
and you might 
need it for one 
of your new' 
characters. They 
can use all the 
protection they 
can get! 

Decide how' much leveling you’d like to do and have at it. Stay at 
the inn if you need to recuperate, and then move on when you’re 
good to go. 



























% Barrel 
▲ Pot 
B Cabinet 
£ Recipe book 






; The Castle Prop er 


Challenge Quest 022 CHaMeng 


Challenge Qu est 


135 


Quest 042 


i Quest 
003 


mm 


1 / Challenge Quest 124 

Challenge Quest 133 


Challenge Quest 043 


Challenge Quest 
123 & 125 


Challenge Quest 009 

Challenge Quest 020 
Challenge Quest 004 

(§ 

Challenge Quest 019 
Challenge Quest 021 
Learn party trick 


items of importance 

Pair of cotton gloves (north side of Stornway Castle 
LI) 

objective list 

Enter the castle and climb to the second floor, then 
go into King Schott's throne room to start a scene 

Approach the throne and talk to Princess Simona 
and King Schott 

Aqree to help the ruler of Stornway and then leave 
the castle to hear Stella's opinion on the matter 

Leave the city and travel north, toward loch Stom 


Challenge Quest 

ii 006 


1 Western Stornway 


wmam 



















































YOU'RE OFF TO SEE A KING 

Most of the items around the 
castle are worth very little. At 
most, you might want to search 
for the herbs that are needed 
for an upcoming quest. 



Its more fun to finish the quests that are started here in the castle. 
The first of these is initiated in the northwest tower of the castle. 
Go to the upper left side of the castle and climb the stairs there. 
Talk to the guard that is tending the wounded to begin this quest. 

Next, climb back to the ground floor and use the exit on the right, 
near the kitchen. This takes your party outside. Climb down the 
^ell to start another quest! 

for another quest, search the library on the first floor. Talk to the 
°ld man in that room. 


While you’re in 
°f King Nanus. 


the library, search the bookcases to read The Reign 


Now that those tasks are out of the way, climb to the second floor 
and have an audience with King Schott. He’s having a tough time 
keeping his daughter in check; she wants to solve the Wight 
Knight problem herself. Your party’s help is much appreciated. 
The King says that you need to head north. The Loch is 
supposedly where the Wight Knight is waiting for the Princess. 
Rumors say that he’s undead and may be a warrior from another 
civilization, but nobody seems to know where he comes from. 



Leave the castle. Stella makes a brief appearance, and she seems 
to be on board with your plan to stop the Wight Knight. I hat s 
good to hear. 

Save yourgame, buy anything you need, and then leave town. Its 
the Wight time for some hunting. 

























































RECOMMENDED LEVEL: 7 TO START {8 TO PROCEED) 

■■■■■I 

OBJECTIVE LIST 

T,avel I® ™* waterway in the upper right and enter Loch 
Storn v 

MONSTERS IN THIS AREA 

E3BOPP1NBADGER CEO RAGGED REAPER 




BUBBLE SUME 


_ 

□ SHE-SUME 


(on the Way to Loch Storn) 


There are plenty of new 
monsters to fight up in Zere. 
You can reach this area by- 

traveling north from Stormvay. 

Spend some time getting used 
to the new monsters, especially 
" you still need any leveling or 

money. 


Western 

Stornwav 


Western 

Stornway 


























The Wight Knight 


There are several free chimaera Mings in the center of the map. 
Grab these and use one if you need to go back for healing at any 
point. It doesn’t take long to travel between here and Stornway, so 
it s no big deal if you want to rest. 

Be sure to team up on the ragged reapers; they are one of the 
higher damage enemies in the area, and they do a nasty number 
on any poorly equipped characters. 

.After you’ve gathered what you need from this area and its battles, 
walk up and to the right. This leads your party to the shores of the 
Loch. Heal everyone in your group before going into the actual 
area, just in case anything major happens. 


The Troubled Waters of Loch Storn 


There's No Shame in Guarding the Rear 

Set your Party Tactics and 
place weaker members in 
the rear it you’re worried 
about damage. This is an 
especially wise choice for 
poorly armored vocations, 
such as Mages. Let the 
heavier characters stick 
to the front and take the 



RECOMMENDED LEVEL: 8 TO START (8 TO PROCEED) 

OBJECTIVE LIST W 

Wait with Stella after your party enters the area 
^ Defeat the Wight Knight and return to Stornway 

monsters in this area 

S3 WIGHT KNIGHT 


| whiil do y«u lockon. w*ni l* *' 

4 bit ■ 


As soon as your group reaches 
Loch Storn, a scene begins. 

This is why it’s essential to 
heal ahead of time, because 
you won’t have a chance to do 
anything before a fight starts. 

Once you do wait at the Loch, the Wight Knight comes calling. 
He's an impressive looking fellow, and he won't drop just because 
your party flexes their muscles dramatically. He's the first real boss 
of the game, so it's time to break out a bit of strategy 


73 j 


■ 





























The Wight Knight has three possible actions 
during each combat round. His most common action 
is a direct attack. This powerful move does high damage 
to a single target. If the Wight Knight goes after your hero 
or a Warrior, it's probably not a big deal but, if the boss 
attacks any of your weaker characters, heal them as 
soon as you can. 

Every few rounds, you'll face an area-of-effect attack. 

This move usually hits every member of your party, but the 
damage is relatively light. As long as your party keeps their 
hit points up, this won’t be an issue. 

Finally, the Wight Knight has a self heal. He'll restore around 
40 hit points each time he does this, but it costs him the entire 
round. Your party probably does more than 40 points of damage 
if you're properly geared up, so healing rounds are kind of a gift. 
Even if that isn't the case, the Wight Knight doesn't heal very often. 


Mages are extremely useful in this battle They 
can Sap the enemy (its worth doing this twice 

* ® Xp0S . e * e Wl9hl Kni 9t>t to the most possible 
damage). They should also have Accelerate k 

“•••-»-aJETSl* 

your healers an edge. You want tn ho ou 
Heal spells early in the round to avoid a start* 
where the Wight Knight slices down ° n 

who’s already in poor health. som eone 

Break this guy down and steal hi. ■ 

after the fight is over. This boss is »k " 9aun,le,s 

fair chunk of experience! ° $S ,S a,so "orth a 


■a 














The 



Your part)' talks to the Wight Knight after defeating him. You learn several things about him, including his reason 
Stomway Castle. Return to Stomway afterward, and tell King Schott about these recent events. 


for approaching 


Return to Stornway Castle 


OBJECTIVE LIST s 

Go to the throne room in Stornway Castle and talk to the King 
and Princess again 

Follow the Princess out of the throne room, and then go to her 
chambers 

Leave the city and go north to Zere to search for the Princess' 


Make a quick pitstop in 
Stornway. Rest, save, and 
talk to the King about your 
progress. He doesn’t seem 
entirely swayed by the turn of 
events. The Princess, however, 
is determined to find out more 
about the Wight Knight. 

Exit the throne room after your audience and continue speaking 
with the Princess. Afterward, follow her to her chambers and 



decide on a course of action. She wants you to go back to Zere and 
look for a small town. A former employee of the royal family lives 


Look over Zere 


up there, and she may know more about the Wight Knight and his 
homeland. 



ITEMS OF IMPORTANCE 

A pair of boxer shorts (right side of 
the inn) 

Leather hat (inside the church, on the 
leftside) 

Leather shoes (inside the church, in the 
library) 

OBJECTIVE LIST 

Find Zere and search the town, then 
find Alanna (the servant) toward the 
top right of the map, inside her friend 
Petra's house 

Ask to hear Alanna's song, which tells 
you that Brigadoom is north of Zere, 
then head towards Brigadoom 

Watch the scene as you approach the 
village entrance 

Leave the village and push north 











































A QUAINT SLICE OF RURAL LIVING 

Journey north again, but don’t return to Loch 
Stem. Instead, turn left when you approach the 
waterway and continue in that direction until you 
approach a town; it’s marked on the map rather 
clearly. 




Enter Zere and look around. There isn’t too much to see: they 
have a church, an inn, a beautiful tree, and a wandering item 
merchant. It shouldn’t take your party long to settle in and grab 
anything that isn’t nailed down. 

You might notice that there is a locked door at the back of the 


inn. Don’t worn' about that for now; you’re certain to find a way to 
bypass that lock sometime in the future! 

Go inside the 


great tree that 

_ >T ' rf 

dominates the 

. 4 V 

center of the 

1. — -— .. 

village. A poor 

woman inside is 

Hero learns a new party trick 

down on her luck. 
She doesn’t want 

Now he can cheer people on! 


any charity' from 

your hero, but she could use some cheering up. Do this for her to 
learn Cheer, a new party trick. 


The tow n church is on the left side of the map. There is a library' 
inside the church. Look inside the room on the right and read the 
books on the shelves. One is titled Picture Books for Little Angels. 
The Magic Tree of Zere. 



Alanna is the woman you’re looking for. She has several relatives 
in the village, and they’ll point your party' in the right direction. 
Alanna is visiting her friend Petra, and both of them are in a 
house at the top right of the map. You can find several items 
in Petra’s home. You can unearth a measly 4 gold coins and a 
chimaera wing by rummaging through her pots and cupboards, 
but a bookcase has Stone Buffs Monthly. Its a must read. Well, it 
is if you’re especially into rocks. 

Talk to the two women to hear a song that mentions Brigadoom. 
The song tells you to head north if you're seeking the fabled city. 
It’s not much of a lead, but it’ll have to do. 

Leave Zere. On the way out, you’re bound to meet a certain 
acquaintance. Pass on the news about Brigadoom and continue 
your journey. 







WALKTHROUOH 

















































West Tower 


MONSTERS IN THIS AREA 


The city of Brigadoom is at the top of the map, in the center. Enter 
at your own peril! ncer 


Doomingale Forest gives you 
another tier of enemies to 
fight. Because you haven’t been 
able to find a new town with 
better equipment, this is one of 
the first groups of foes that can 
really push back against your 
party. It isn't too dangerous as long as your supplies of herbs (or 
your M P) don't run out. Just keep an eye on things. 

Ram raiders are especially high damage dealers. Brownies are 
weak in the first turn, but act as wildcards. Don’t let them 
charge up or you might lose a secondary character without much 


Traveling 


through Doomingale 


Forest 


• Barrel 


A Pol 


rahmel 


££ Recipe book 
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DON'T STEP IN THE GOO 


The marshes in this ~ ~ 

area (noted by a 
purple liquid) are 
poisonous. Your 

characters take * 

damage while ; / 

moving through 

them. There isn't 

a reason to push 

through these, since 

almost all of them 

are avoidable at this time. Walk around the marshes and 
make your way to Brigadoom. 


A Medal for Good Searching 

If you’re willing to go through 
a mild detour, climb down 
the hill on the left side of the 
map and wind your way up to 
the top left edge of the area. 

There is a hidden mini medal 
up there, and it’s rather easy 
to miss if you’re hurrying 
through. 







The Ruins of Brigadoom 
























A SHADOW OF BRIGHTER TIMES ^ ^ and you 

There are a fair number of monsters orridors . Make 

won't be able to dodge sure that your party 

““has a good supply 
of medicinal herbs, 

or that you have 

at least one really 
solid healer before 
taking on the place 
I formally. 

One reason that it takes a long time to conquer this dungeon is 
the volume of good treasure hidden within its walls. There are a 
few pieces of equipment worth getting, and two more mini me as 
are hiding in the mix. Be thorough if you want to come away with 
all of these treats. 

The direct way to the end of the ruins is blocked. There is a red 
door on the left side of the map, and until you get past the door, 
that route is impassable. Instead, you have to take a roundabout 
route to get up to the second floor. 

Before you do that, explore the tower on the right side of the 
map. Climb the stairs in that tower. Up top, you find a chest with 
a trailblazing bandana. That’s a rather nice item indeed. If you 
have a dedicated healer, such as a Priest, put the new bandana on 
him or her. Not only is this likely to improve Defense, but it also 
raises the quality of his or her healing spells. 


cn.tVEl ,OTOSTART(12TOPROCEEO) 
RECOMMENDED LEVEL 

1TE MS0F,MF0RTANCE 

^ Trailblazing bandana (on top of the tower on the right * 
Brigadoom) 

5 Mini medal (right side of Brigadoom B1) 

Pair of clogs (right side of IBrigadoom B1) 

4»1 Belle cap (southern side of Brigadoom B1) 

4 *. Gold bracer (northern end of Brigadoom LI B) 

OBJECTIVE LIST 

4^ Meet the Wight Knight at the front gate and slip into the ruins 

4^ Take the route to the basement, all the way around to the 
lower stairs, and up through the western tower, collecting 
treasure as you go 

Unlock the red door when you come back up to the main floor 
to allow for quick access in the future 

Use the door up top to access Brigadoom L2 

•4^ Make your way down to the throne room and confront a 
deadly enemy 

«*► Destroy the boss and then talk to everyone in the room until 
they all leave 

*#► Return to Stornway 

MONSTERS IN THIS AREA 


Jt 


Next, walk to the top of the map and around to the left. This leads 
you toward stairs that lead down to the basement. The basement 
is rather large and even a bit convoluted. Watch the map carefully 
to note your starting position. 

Your destination is a set of stairs leading up that are below your 
current position (and to the left). This involves going up right 

down, and then left. It’s easier to understand when you’re actually 
stanng at the map. y 


E33 

BUNKSTER 

* 

HP: 33 XP: 64 

; GOLD: 40G 


DH3 BODKIN FLETCHER 


CUMAULUS 


031 

LEERY LOUT 

# 

HP: 36 XP: 68 

GOLD: 34G G3£) 


032 



* 

HP: 36 

GOLD: 32G 

XP: 70 

G33j 

028 

SKELETON 



HP: 42 

m3 LJl 

Sl 

GOLD: 60G 



HP: 


GOLD 


CUE) 


42G 


024 


XP 


1600 


XP: 


HP: 


456 


GOLD 




30G 


GOLD: 350G 


029 


GOLD 


30G 


G 3 S) 

































There’s a book called 'The Basics of 
Bngadoojnian Nuptials', Hero takes 
the shelf and has a closer look, 


Sime heilslimw d: 


NEED A LITTLE PiCK-ME-UP? 


Blinksters, drackmages, and cumaulus are good at 
targeting your rear line. Keep an eye on your casters' hit 
points to ensure that nobody gets knocked out in a casual 
encounter. You don't have an easy way of resurrecting 
party members yet, so a blunder can be extremely 
frustrating. 

Finally, save 15-20 MPs for any of your Mages/Priests for 
the final fight. This dungeon’s boss is tough enough to 
warrant some good spell use, and you don't want to get to 
her with exhausted characters. 


Climb up the stairs once you reach them and enter the western 
tower. There are two minor items in that small area, but neither 
are worthy of note. Keep climbing and unlock the red door when 
you get back to the main level. 


Leery louts are pests. They're sometimes a bit harder to 
kill, so it's easier to knock off anyone with them before 
focusing your attacks on the louts. 


Once you’re firmly back on the main floor, shoot directly for the 
door up top. Go through it and take the obvious route to the 
second floor. A new staircase leads down. Descend those stairs to 
search for a gold bracer. Afterward, come back up and search the 
lower side of the floor for the throne room. Heal before you talk to 
the woman within. She's not there to entertain you! 


WATCH YOUR BACK 


But, as stated earlier, don’t rush. This is where the bulk of the 
treasure is stored. A hallway on the far right side leads down into a 
treasure room. That place is loaded with goodies. Steal the pair of 
clogs and the mini medal before returning to the main junction. 


There is a modest library in the basement, which your party passes 
on the way to the second staircase. If you’d like, search the bookcases 
for a diary (written by Princess Mona) and a book called The Basics 
ofBrigadoomian Nuptials. 


If you need to leave and rest, 
this is a perfect time to do so. 
When you return, the door will 
still be open. This prevents your 
party from having to redo the 
entire dungeon! 


Some of the enemies 
aren't worth 
worrying much 
about. Most are! Kill 
healslimes first out 
of any group; they 
don't have much 
health and they are 
a major thorn in your 
side if they’re able 
to heal their allies. 


A drachmae* dravs near! 


































Mnraq is a fairly heavy hitter, and she takes quite some 
time to bring down. The best way to proceed is to 
play this fight by the book. Make snre .ha, your 
characters cast all relevant buff/debuff spells 
during the early rounds. Sap Morag twice and 
then Acceleratle, twice if you suspect it can 
help your party to have their entire round 
before Morag acts. 

Try to have your lighter characters 
act earlier in the rounds. This is 
accomplished by equipping them with 
lighter glove items. Keep their deftness 
high and actually try to avoid a high 
deftness for heavy hitters. Why do this, 
you ask? It ensures that the combo 
bonus affects your higher-damage 
dealers. After buffing/debuffing is finished, put 
your entire party on full attack. This racks up 
the combo bonuses and leads to extremely high 
numbers against a fully sapped boss. 


Morag can't stand up to rounds like that for very long. Make 
sure to Heal wounded characters if there is any doubt in 
your mind about their 


survivability, 
and factor 
in Morag's 
tendency to focus 
on individual 


DAMAGE -\ 




am Age to Mora?. 


MORAG 


She'll get 
on one 


target and try to 
pound them out of existence fnr . 
















ITEMS OF IMPORTANCE 


1,000 gold coins (throne room) 

Phial of aggressence (throne room) 
Gold rosary (throne room) 


OBJECTIVE LIST 


Loot the treasury above the throne room 


Visit the Starfiight Express in the mountain pass 


Journey to the northeast and seek new lands fPi 


A Safer, Better Stornway 


Go up the stairs behind the throne and search the top tier for 
the treasury (its on the right once you get outside). There are a 
few good items inside, including two random items, a phial of 
aggressence, 1,000 gold coins, and a gold rosary. 

Well thanked and appropriately rewarded, your hero should 
leave town. Talk to Stella on the way out of the castle, and then 
go back to the mountain pass. See if the Starflight Express runs 
now. After your group and Stella check that out, go back to 


tidying up 

Talk to King Schott and his family again. Everyone is beside 
themselves; the Wight Knight is no longer a threat, and things are 
looking up for Stornway. The King has opened the border to the 

northeast, and he 
invites your hero 
to plunder the 
treasury as well. He 
has everything that 
he needs already. 






in them and talk toth W " 6n *^ eS ^ e ^ eate ^- ^ ara d e any appropriate characters aroun< 
n them and talk to the surviving characters in the throne room. When all is said and 

done, return to Stornway. Congratulations, victor. 


WALKTHROUGH 




















The Search 


COFFINWELL 

fgfOOOG 


:he quarantomi 


Western Coffinwell 


Eastern Coffinwell 


Western St< 
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RECOMMENDED LEVEL: 12 TO START (13 TO PROCEED! 


OBJECTIVE LIST 

Pass through the bridge outpost leading into Eastern 
Coffinwell 



► March north and enter the city proper 


MONSTERS IN EASTERN COFFINWELL 



The guards at the 
edge of Western 
Stornway won’t give 
you any trouble 
now. The bridge 
is easily crossed, 
and you can decide 
whether to talk to 
the other travelers 
in the area. Inside a small guardhouse, you come across a soldiei 
who wants a wing of bat. 





WHO WANTS SOME? 

Many of the monsters in this new region have their own 
niche. Learn what you're dealing with quickly to find out 
which creatures pose the greatest threat to your party. 
Clockwork cuckoos are poor choices early in a fight; 
they have high Defense and are thus a bit slow to kill. 
Chariot chappies inflict very high damage, so they're nice 
to eliminate early on. Leafy larrikins call for backup, so 
area-of-effect attacks clean them up nicely (Bang is great 
against them). Sluggers are very fast but are mostly just a 
nuisance target. 



There is a patch of slipweed in the middle of this map. It isn t 
even terribly out of your way if you take the western route around 
to Coffinwell (around the large hill). You can even somewhat see 
the slipweed on your map. It looks like a dull circle. 



Eventually make your way up to Coffinwell, in the north. Its VEfO 
easy to find, so you're unlikely to have problems spotting it on the 
map. Enter the city and get to know the place. 


a 
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WALKTHROUGH 



































COFFINWELL ITEM SHOP 

■NNKfiHlr f ^* i 


COST (GOLD 
PIECES) 


ITEMS 


ITEMS OF IMPORTANCE 

• — ^ -r -i - 

Quarantomb key (given by Mayor Laria as a quest event) 

Spiked armour (in the basement between the mayor's house 
and the inn: requires a magical key) 

OBJECTIVE LIST 

Talk to Mayor Laria, in his home at the top of the map 

Walk to the building in the upper left part of town and talk to Dr 
Phlegmmg's wife, Catarrhina 

Go down the stairs outside the doctor's house and talk to 
Catarrhina again (she's outside his lab) 

** Go into the lab and meet Dr. Phlegming 

Talk to Catarrhina again afterward, and then see Mayor Laria 

%ee tahelp the town and accept the Qnarantomb key from 

Talk to Doctor Phlegming again 


COFFINWELL 
ARMOUR SHOP 


Leave town and 


turn your party to the v 


Antidotal Herb I 10 
Moonwort bulb j 30 
Chimaera wing j 25 
Evac-u-bell 28 

Holy water , 40 


1500 


ITEMS 

COST(GOLD i 
PIECES) 

Bronze shield 

370 

Shell shield 

600 

Hardwood headwear 

120 

Turban 

310 

Chain mail 

540 

Bronze armour 

720 

Iron cuirass 

1000 

Garish garb 

660 

White t-shirt 

520 

Leather gauntlets 

60 

Iron gauntlets 

450 

Leather gloves 

190 

Leather kilt 

110 

Red skirt 

340 

Iron kneecaps 

640 

Leather boots 

70 

Iron sabatons 

580 

Clogs 

-—— 

— sCj 


Rapier 
Iron broadsword 
Iron lance 
Long spear 
Bronze knif 
Divine dagger 

Oak staff 
Wizard’s 
Staff of sentencing 
Thorn whip 
Battle whip 
Carrying pole 
Oaken pole 
iron claws 
Razor claws 
Iron fan 




































A Town Riddled with Disease 











































































So. *W» town h3S "'' 2 , fhe church is on the left side of 

a place that needs a ern. ri me Browse the book- 

the map. Go there early on to sa ey building, 

shelves to read All About the Almighty, then le 

H and rated go to the building at the top 

has the best chance of figuring it all out. He asks you to talk to ^ 
the doctor. 


hi aga m. She suggests that you see her dad 1 
Talk to Catarr ^ ^ . R his home. Mayor Laria asks if 

May ° rl ' n° °rl protect Doctor Phlegming while the tombi 5 

* ]Jt to Doctor Phlegming once more and get ready to go 
, eave town when you’re done with any final chores. Travel to fc 

W est.'all the way into Western Coffinwell! 


Traveling to the 
Quarantomb 


Go to the doctor’s house. The building is to the left when you 
leave the Mayor’s estate. Walk inside and meet Catarrhina, 
the doctor’s wife. She’s a friendly sort. She tells you that she’ll 
introduce you to her husband. He’s in his lab, just down the stairs 
when you leave the house. 


RECOMMENDED LEVEL: 13 TO START (13 TO PROCEED) 

ijS* 

OBJECTIVE LIST 

Go directly west along the road to reach Western Coffinwell 

■ 4 ► Travel north in the new map and seek the dungeon known as 
the Quarantomb 


Step outside and meet Catarrhina again down at the lab entrance. 
She’ll give the door a special knock and head inside. Follow her. 


Inside the doctor’s lab, look for a book called Cheeky Battle Tips. 
Reading this teaches your hero the party trick called Provoke! The 
book next to this is called Of Curses and Contagions, and it’s a 
much more serious read. 


1 jlk to Dr. Phlegming. He explains what he knows about the 
curse, stating that he might be able to fix it if you clear the nearby 

tomb of monsters and any other threats. That sounds like perfect 

hero’s work! 
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GO WEST! 

It only takes a moment to reach Western Coffinwell. 
Once you’re there, take a look around and see the mix of 
new and old monsters. The place that you’re seeking is 
almost directly north now, and it’s up to you whether to 
build levels before going after it. In all likelihood, your 
part)' will be fine even if you rush directly up there. 




Exterior 





1F-B V 


[ Western Coffinwell j 


There aren’t any monsters outside the tomb’s 
entrance. Walk through the front door and approach 
the doctor. Somehow' he made it here before you, 
even though the guy is afraid of monsters. Maybe he 
managed to sprint away from all of them on the road. 
In any event, he’s already busy trying to figure out 
how the place works. Your party’s task is to proceed 
into the main floor and figure out how to open the 
central chamber. 

Go through the 
door at the top 
of the room and 
enter the first floor. 

There are plenty of 
monsters in here! 

Many of them are fairly tough, so have your party 
members work together to bring down a target or two 
each round (instead of expecting to knock everything 
insUiixly). 







































































































046 


^ M „„ lf « l .3T0.T«r,»T.«0C«P. 

ITEMS OF IMPORTANCE 

Seed of shill (near lop *ide of ma P L1 ’ 

4 +. Sprig Of slipweert (bottom right side »' ma P' L " 

OBJECTIVE LIST 

4*- Go into the tomb and talk to Dr. Phlegmmg 
4t> Walk north into the main portion of the first floor 

Jsa;tty:»£2»§» 

4 ► Return to the front of the level and go through the double 
doors 

Approach the broken vessel, heal your party after the brief 
scene, and then stop the Ragin' Contagion 

< 4 ► Return to Coffinwell 

MONSTERS IN THIS AREA 


EARTHENWARRIOR 


METAL SUME 


HP: 4 XP: 4096 

GOLD: 20G ( 230)1 


HP: 55 XP: 110 

GOLD: 66G liJHlMl 


038 


LOST SOUL 


044 


MUMMY BOY 


HP: 62 XP: 96 

GOLD: 40G 


HP: 91 XP: 105 

GOLD: 60G ITefEil 


043 


MAGUS 


Ffiil RAGIN'CONTAGION 


HP: 696 XP: 2295 
GOLO: 600G GW', fl 


IkWfril 


gold 


80 G 


042 


GOLD 


G3E3 


Wj 


Look for a stone with an important inscription near the front 
of the area. The writing implies that you can open the double 
doors ahead by using special statues. To do this, go to the top left 
portion of the map and activate the blue statue there. This shines 
one beam of light down to the double doors. Next, go to the top 
right and activate the red statue. 

These, wo beams bounce off of mirrors and open the double 
doors oryour party. Before going back to the beginning patrol 
around and pick up any additional treasure ? 


WHO TO WATCH OUT For 

The new cast of 
enemies is worth 

netting to know 

tarthenwernors are 

aasv to spot on tno 
mop because they re 

fairly large; watch out 

for these guy* Th0 V 
have a breath attack 
that hits your entire 
party (for around nine 
damage per person). 

That's a good attack tor 
sapping your healing 

reserves, so smash s 

these guys quickly. 

Mean spirits are quite 

common. They aren't , rant».i 

especially versatile, 
but their direct damage 

is worrisome. Occasionally, they debuff characters by 
reducing their Attack. That's not too bad. Their other special 
move is a double attack that rips softer characters to shreds 
Watch out! 

Magus and mummy hoys aren't too dangerous as a whole 
Leave these enemies for the second round of fighting if there 
are better targets. 


A blue chest is near the beginning, located one hall* 
one hallway up from the start. 

Red chests are more common, and they have better r 
Watch for all three of these at the following locations: r 
left, halfway up the far right wall, and by the bottom r 


If you’re satisfied with your treasure hunting, 
and confront whatever is hiding there. 


head to tl 


Wm. 


* N GENERAL S WARNING: RAGIN' CONTAGION 
AVOIDED BY NON ADVENTURERS, THOSE" 
EART CONDITIONS, AND YOUNG CHILDREN 

1,1 I hltgming comes forward as you enter the central chamber- 
He'll begin what he neefctodo. but a viciousadSKSH 
1 biin. It s your duty to take down this twangy boss! 

Heal your ent.re party before approaching the beast, and then 
























You won t need to Heal often in this battle, the Ragin' Contagion isn't a high damage boss. If you bring 
a party with three (or even four) damage dealers, you're going to have the easiest possible time. 

Ironically, well-balanced parties may have the worst time. For a group with only one or two damage 
dealers, the extended duration of the fight puts a drain on their healer(s)' resources. 

_ , , , - abilities if you've started unlocking them. By now, its rather 

forget to *J ,r0WI ™ ***?** have aHeasUine ability that grants them an advantage (such as the 

common for meiee charac e s lo h ve a .. J 1S the end ,he dungeon. 

claw attack Propeller Blade). Don t save any 


HP: 696 
GOLD: 6006 


XP: 2295 

G3E!D| 


coitagion dr a vs n< 


This is your first 
boss fight with 
an enemy that 
can double 
attack. For 
most of the battle, 

this won't come in the form of direct 
damage. Instead, the Ragin' Contagion 
tries to lower everyone's Agility with its 
Decelerate spell. All characters can 
by this spell, but natural 
resistances cause it to fail a modest 

amount of the time. That's very good, because the Ragin' Contagion turns 
more often to double attacks once all characters are fully debuffed. 

It's always wise to Sap bosses, if you have access to that debuff. Beyond that, it's also 
useful to use Accelerate from time to time to keep your group from entirely bottoming out on Agility. 
Don't bother doing this every round (you'd miss out on either some damage or some good debuffing 
of your own). Instead, throw an Accelerate every three or so rounds to extend the amount of time it 
takes the boss to get your party to their bottom Agility limit. 





























When the Ragin' Contagion falls, the boss drops a dump ^ 

soil Take this and watch the doctor fin,sh 

falls silent, and you're dear to investigate the bottom of 
Even the spirit below has forgotten who he is, so it's hard , 0 | e 



Leave the Quarantomb and return to Coffinwell. They mighf ^ 
to change their name to Cofifinseldom after your glorious v ict0ry ' 


Better Times in Coffinwell 


ITEMS OF IMPORTANCE 

feather headband (a reward from the Mayor) 

OBJECTIVE LIST 

Go to the doctor's house and interact with Catarrhina 

Talk to the Mayor and then rest until evening 

Visit the graveyard in the lower left portion of town and talk to 
the younger ghost 

Go to Doctor Phlegming's lab and knock on the door to gain 
entrance 

Agree to escort the doctor around town to meet people who 
have been cured 

Bring the doctor back to his lab 

Rest at the inn and talk to Stella on the way out the next 
morning 

Talk to the Mayor to receive a reward 

Stella * tle 10Wr> a " d 9 ° back 10 ,be S,arfli 9 hl El( P r 6ss with 

J <£' f Jr 

Watch the scene that unfolds 


many happy returns 


o 


LOCATIONS OF THE RECOVERING 
TOWNSFOLK 

The old man in the house on the 
left. He still has a cold, but that’s a 
heck of a lot better than what he had 
before. 


The bunny dancer who is staying at 
the inn. 


The father from the house on the right 
side of town. 


Go upstairs after talking to the father 
and see how his daughter is doing. 





Most uf Coffinwell is overjoyed at the 

of your success, people start healin * at bia\ e transpired. Even before you return t 


EiL! 
















lown 


led with Disea 



Go to Dr. Phlegming s house and try to tell Catarrhina the good news. The doctor returns before you have said even a word. An 
extended scene follows. Afterward, take your party to the Mayor and talk to him. He mentions a reward, but you won’t get it quite yet. 
The guy is a little distracted. 


Rest at the inn until evening falls, and then visit the graveyard. There are now two ghosts there. Talk to the newer one and see if there is 
anything your party can do to help her. 


Go to the doctor s lab and use the special knock to get his attention. When he comes out, agree to escort him around town to see all of 
the people who have been cured. There are four townsfolk that you need to talk to. 



Bring the doctor back to his lab and give him some time to think. Let your party sleep 
until morning, then have a brief talk with Stella when everyone gets up. Don’t leave 
town quite yet! See the Mayor and let him give you a reward for your party’s fine efforts. 
He hands you a feather headband, which is a good all-around piece of equipment. Put 
that on one of your favorite characters and then leave Coffinwell. 


to the Starflight Express and see if Stella can get it off the ground this tune. A 
, spirit meets your hero on the way, but she has little to say. It's only after that 
tionthatyour party tateto the skiesand returns to the Observatory. 






















portllaffan 
89 £3000 


ftetum to 
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OBJECTIVE LIST 

Talk to Apus Major and the others at the Observatory when 
you land 

Climb to the top of the Observatory and interact with Yggdrasil 

Watch as your hero has a vision 

Your hero learns Zoom (a rapid transportation spell) 


Your hero is granted a vision and taught Zoom, a powerful spell 
that lets you take your party across vast distances with little effort. 
The vision shows what must be done to protect the world from 
something very grim. The fyggs are at the core of this, and your 
hero needs to retrieve them from the Protectorate. 

When you leave the tree’s area, tell all of these things to Apus 
Major. He endorses your hero’s efforts and suggests that you take 
the Starflight Express back to the surface. 


Talk to Apus Major again on the way down from the tree 
Board the Starflight Express, talk to Stella, and ship out 


CATCHING UP WITH OLD FRIENDS 

Though there are only a few things to do in this scenario, your 


Step into the engine car and 
talk to Stella again. It sounds 
like she has some concerns of 
her own. Maybe you can help 
her out with those once you’re 
back down there. 



hero has a very important role. None of the other Celestrians that 
have gone down to the Protectorate since the catastrophe has 
returned. That means that the Celestrians here are dying for any 
word from the surface. 


Once told of the events, Apus Major requests that your hero climb 
the Observatory and pray to Yggdrasil. Do this. Though your 
hero’s wings and halo are not restored, the Great World Tree does 
have gifts for you. 




NO MORE HAND HOLDING 


The story now becomes yours 
to control. As you proceed, your 
hero starts to have choices 
about which scenario to do 
next. For example, you can 
presently choose to work on 
Saving Abbott Jack or Waters 
of the Lleviathan. 

This walkthrough proceeds with 
a course that is thorough and 
very direct. It is, however, possible to do things in a very interesting and 
"out of order" way. 



For example, completing Waters of the Lleviathan unlock: The Los 
Stonemason and Marion Bloome's Secret. Beating Marion Bloomes 
Carrot thfln unlocks Desert Queen and School Ghost Story. 



WALKTHROUGH 


























































COST (GOLD 
PIECES) 


1050* 


□ 

HP: 90 XP: 171 

GOLD: 69G 


052 


m 

HP: 120 XP: 188 

GOLD: 86G G32jD| 


047 




BODKIN BOWYER 

SUME 


HP: 58 XP: 112 H| A 

GOLD: 62G G2E!)| J 

HP: 8 XP: 2 

GOLD: 4G ggjjl 



CYCLOWN 

w 

HP: 56 XP: 108 

GOLD: 79G 


PET-lSUME KNIGHT 


HP: 60 

GOLD: 74G 


XP: 127 


051 


054 


DRACKYMA 


HP: 177 XP: 317 
GOLD: 137G GEED 


145 




GOLD 


74G 


— 

055 




043 


HP: 105 

GOLD: 66G 


dEi) 


GOLD 


BOl 


Medicinal herb 

8 

Razor claws 

1750 

Antidotal herb 

10 

War fan 

920 I 

Chimaera wing 

25 

Iron shield 

900 

Iron broadsword 

1000 

Iron helmet 

1100 t 

Long spear 

1400 

Iron armour 

1200 

Poison moth knife 

1250 

White t-shirt 

520 ( 

Staff of sentencing 

1600 

Robe of serenity 

950 

Battle whip 

960 

Iron kneecaps 

640 

Oaken pole 

780 

Springtime skirt 

440 






YOU READY FOR CHANGE? 

'ades Abbey is an awesome place when it's up and running. 

; is where people come to change their vocations. For normal 

s, that means that a street sweeper can become a doctor, or a 

n idiot can become a trough cleaner. It’s great! And for heioes, 

even better. Your party members will be able to learn skills 

n multiple vocations. Imagine the possibilities! 

. .. r i se features yet because the Abbott ran off, leaving the entire abbey a bit out of sorts, o 

wever, you can t play around with any or those features > 

- can change vocations until the Abbott is brought back. It sup to you to inves g , )U1[h , 

ilk down the maioeoHidor of the abbey and see what ^ . Talk wth.big guy when you Mich 

with him. He’ll explain about the vocation issue. Be oi«. 
ea. Ah ha! More information. 
















































Newid Isle 


The Tower of Trades 


RECOMMENDED LEVEL: 13 TO START (16 TO PROCEED) 


ITEMS OF IMPORTANCE 

1,200 gold coins (top center of L4) 

Lump of iron ore (bottom left of L4) 

Pair of iron gauntlets (right side of L5) 
Mini medal (bottom left side of L7) 

^ Phial of magic water (top right side of L7) 


OBJECTIVE LIST 

Use the Bow party trick when standing in front of the door to 
gain entrance 

Climb the tower while attempting to conserve HP/MP as 

Seek Abbott Jack at the top of the tower and protect him 

^ 

w Return to Alltrades Abbey 





Til • pthjii 


Take the stairs down to the 

basement. There is an inn there, 
if you need to rest, and there are 
many other people to talk to. 

Shop with the traveling merchant 
if you need any of his goods, then 
talk to the barmaid (in the same 

a bit of a fit after he ate a strange fruit. The fruit came 
who is trying to become a martial artist here. 

Go back around the stairs and look for the martial artist a tad 
to the north. Ask him about the fruit and find out a little more 
information. Afterward, climb back to the main level of the abbey. 
Stella chimes in, after which you should take your hero back to the 
minister's area. Agree to help the minister find the Abbott. 


Your hero is taught Bow, a new party trick that should help 
vou intoadungeon known as the Tower ofTrades. That i: 

/ _ C — J k /•. A kkr.H. C a.w. J 


you intoadungeon known«" “ ,n «M* 

the minister expects you to find the Abbott. Sounds good. 
Leave town and head to the Tower of Trades; it’s located tot 




















Saving Abbott Jack 



% Barrel 

A Pot 

■ Cabinet 
^ Recipe book 




WA1KTHROUGH 
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Bwntf 


i -.1.10. < 


/p Recipe book 


Stairs to 7F 


6F v 










































monsters in this area 


001 


BADBOON 


050 






GOLD 


( SgSilfr 


GOLD 


048 


054 


145 


127 




GOLD 


GE) 




74G 


GOLD 


056 


127 


105 


155 




ilium ■ 


800 


GOLD 


GOLD 


66 G 


rTrfcl MUSHROOM MAGE 


261 


MASTER OF NU'UN 


HP: 796 XP: 2904 
GOLD: 780G 


144 




GOLD 


70G 


rn^a restless armour 


100 


324 




20G 


GOLD 




A Good Harvest 

The barrels and pots in 
the Tower of Trades are 
plentiful. That makes this 
an ideal dungeon to hit 
multiple times while level 
building. Your party can 
collect a fair number of 
alchemical ingredients by 
repeating this dungeon. 


WHAT TO LOOK FOR ON THE WAY UP 

Bind the Bow party trick to your hero and use that to get in the 
front door. After that, the dungeon is extremely linear. Look 
inside and search for treasure on each floor. When you’re ready to 
advance, take the stairs that lead up. 


BOWING AND SCRAPING 

The Tower of Trades was once used as a place for people to change 
vocations, just like Alltrades Abbey is now. The problem is that 
this tower is currently infested with powerful monsters. Nobody 
really goes here anymore, but the Abbott is supposed to be 
somewhere inside. 


There are barrels containing 
minor treasure in the lower 
left and lower right sides of 
the first floor. Keep an even 
sharper eye out when you reach 
the second floor. There are 
three blue chests outside on 
the balcony (at the bottom of the map). Additionally, there are 
more pots on the north end. 




Take a heavy' supply of materials 
with you when you head into 
the tower. Medicinal herbs are 
very useful unless your party has 
exceptional healing. This tower 
has seven levels, and it’s wise to 
do a bit of level building here. 

The experience is much higher than it has been in previous areas 
(fights are worth double or even triple what you ve experienced 
previously). 

Consider making a treasure run in the tower for your hi st att P 

Go in, get as much loot as you can, and then Evac and Zooi 
to Alitrades Abbey to rest and save. This ensures that your group 
gets the most possible experience out of the place before t g 


You find a mini medal on the lower right side of the third floor. 
The fourth tier has another blue chest (on the right side). T hen, 
you find pots and barrels again in the top part of the fifth floor. 
This place just keeps on giving. 

At the very top 
(on the seventh 
floor), look for 
two red chests. 

The one on the 
left side has 
another mini 
medal. 




on its boss. 


feiMP 






























WHO TO FIGHT ANO WHO TO AVOID 

The enemies on the first few floors ^ ^ 

hcreint he^of^es.U P ^^^ om 

fhr eat, nor are walking corpses, ^ ^ ^ 

mages. You've seen these foes before, and V 
group’s level range. 

be* bu, their Enrage ability *»* «-"* «»« *"j * » 
don't usually h»»e » <„,» »■ As ** "^""T 

, be,',, pntbabl, tbe best la^ts to kill ««. A m,r of low bealtb 

and fair damage potential make them good monsters to drop 
before killing anything else in a group. 



After your group hits the third floor, jinksters begin to appear. 
They’re also low health enemies that you want to kill early on. The 
big difference is that these guys are vicious if you let them live 
for more than a moment. They can Drain Magic, and their Bang 
causes a serious strain on your group’s healing. Don’t let them 
have any fun! 

After your party gets up to floor five, you meet the last random 
enemy of the dungeon. The big suits of armour that are walking 
around are called restless armour. They have mastered the art of 
single-target damage. You won’t normally see them in groups, so 
it’s easy to focus 
fire on them. 

Maximize your 
group’s damage 
to try to kill these 
creeps by the end 
of the first round. 




and in the end 

a strange gateway lies at the top of the seventh floor. Walk 
through it after healing your party to full health. Make sure A ® 1 
3,1 of your caster s have enough MP to handle a serious boss 
>ou re uncertain, Evac and make another run. Thiseocuu 1 * 

one of the first that's fairly risky. 



















This deadly adversary is the second double attacker that you've met. 
me * ee damage borders on pathetic, especially if he goes 
Jf after your heavier characters. However, his area-of-effect 
HK output is phenomenal. Groups with a single healer need to pour 
j^B ; on the damage as quickly as possible to 

jnjJBk outpace their descending sum of HPs. 


IjM The Master of Nu'un likes to buff 
Jit himself and increase his Defence. 
q Don't let him get away with it. This 

U r !p is a damage race, and anything 

that helps keep him alive is a BAD 
THING. Use Sap as many times as it 
JF takes to negate his buff and to eventually 
take him down to his lowest damage 
resistance. It's worth your time. 


The Master s weakest attack is a Drain Magic. Though it steals enough MP to 
be a pain, it's not a huge concern as long as your group saved their 
mmmmb resources while climbing the tower. 

IB 

{ And now for the nasty stuff. The Master has Woosh and an ability that 
* calls lightning. Both of these spells hit the entire group and can deal 
substantial damage. Rounds when your party takes over 20 damage 
each are not uncommon. The Master won t double up when he's 
■■ casting Woosh, but Call Lightning is often paired with a melee attack 
or a Drain Magic. Yikes! 

A group that has reached level 15 or 16 can beat this fight quite 
mb reliably It's possible before then, but it takes a bit more luck, and 

I there are likely to be scary moments. The experience is goo enoug 
in this dungeon that you really shouldn't push to get through here 
quickly unless you're excited by beating dungeons with minimal 
(which can be rather fun). 


MASTER of nu'un 


[DAMAGE 





- , b if Alltrades Abbey. He'll return to the abbey, and your weary party can 

*r the Master of Nu'un falls, you formally meet Abbott )ac o ([me t0 rest an d save. Then, talk to the Abbott. 


the Master of Nu un tails, you tormany — there , uke time t0 r 

von his heels. Evac and Zoom back to save yourse 


WALKTHROUGH 


















It’s even possible to immediately complete some of the 
vocation-based quests. In particular, Free the Faerie Two (from 
the inn) and Eggstreme Sports (from the ghostly minstrel 
downstairs) are quite easy. 


Chilling at the Abbey 

NOW THE WORLD IS YOURS 

of power. There are also several major quests here t atprovi e 

wonderful pieces of armour once completed. Take a look aroun 
and consider what you feel like doing next. 

If you want to proceed with the story, that's fine. However, you 
could switch a character or two into another vocation and watch 
your power leap forward. For example, say you have a minstrel 
that is pretty slick with a sword. Imagine if you make him or her a 
thief for ten or so levels. It wouldn’t take too long to pull off, and 
the result would be a nice pile of bonus skill points that you can 
throw entirely into swords if you like. Afterward, switch back to 
your original vocation (or don’t, as you see fit). 


OBJECTIVE LIST 

Talk to Abbott Jack 
Change vocations (if you wish) 

Look for fun quests before heading out to Porth Llaffan 


vocation 


Priest 


tfarnor 


Martial firtist 
Lv, 11 


Mage 


Minstrel 


• ■ Thiet 










PORTH LLAFFAN uSSjjMp^j. 
WEAPON AND ARMOUR SHOP 


COST(GOLD 


Iron axe 

1800 

Tortoiseshell 

Sledgehammer 

1300 

Cloak of evasion 

Boomerang 

750 

Dancer's costume 

Short bow 

1150 

Iron gauntlets 

Iron shield 

900 

Rubber gloves 

Iron helmet 

1100 

Boomer briefs 

feathered cap 

620 

Pop socks 

Silver tiara 

670 

Iron sabatons 

Iron armour 

| 1200 

Wellington boots^ 

-f « y. \ } 

cau- -<#4 



COST (GOLD 
PIECES) 


1550 

1000 

740 

450 

270 

420 

680 

580 

330 


OBJECTIVE LIST 

Interact with Jona Jones on the beach 

Back away and see what happens next 

Rest until evening and then talk to Jona again, in the house at 
the bottom right 

Go to the house on the left side of town and listen to Mayor 
Bryce and Jona 

Spend the evening a. Jona s house and then look fo, her in the 


Talk to Bryson in the upper left part of town, behind the Mayor s 
house 

Leave town via thewestern exit and travel toTywII Cave. 

farther west 


I 


% 





























mm 


m 


SOMETHING SMELLS FISHY AROUND HERE 

Perth Uaffan used tobea minor fishing town 

that was barely getting by Auspiciously, th > 

been gerting fish in great abundancedun 

weeks. A girl in town, named Jorta Jones, has tw: 

abilitytocallaseabeasttohelpthevfllagets.^s 

Lleviathan can smash fish onto shore and let the 
people dine without even having to work for it. 
Huh... 


Most citizens in other towns and cities have been 
getti ng into all sorts of trouble ever since the 
earthquake, it seems odd that this place is suddenly 
doing so well. 




Go down onto the beach after youve done any resting, saving, and shopping that 
you need. Talk to the people there and then approach Jona Jones; she’s standing at 
the water’s edge. Interact with her and then back away to see how the Lleviathan 

reacts to her prayers. 


Talk to Jona afterward and then rest until evening at the local inn. Go to Jonas 
house in the lower right and see how she feels about everything. Afterward, follow 
her to the Mayor s house, all the way on the left side of the map. You then get to 
eavesdrop on an important conversation. 


After all this, return to Jonas house to talk with her and sleep until morning. When 

the sun comes up, your party awakes to find the girl missing. Ask Bryson about it; 

he's a young 
boy near the 
western town 
exit (its a gate 
behind the 
Mayor’s house). I 

Party eXP ' 0re ^ P ° rti ° n ° f the C03St ^ ^ 
































Exterior A X 


Exterior B V 


•4 TywllCave 




' 


. ** 


(iters 


the Ueviathi 


# Barrel 
A Pot 
■ Cabinet 
^ Recipe book 





















































CRABID 


RECOMMENDED IEVEI: 


16 TO START (18 TO PBOCEECH 


items OF IMPORTANCE 

enter the area) 

Ron kneecaps Ion a central island m LI I 

Mini medal (inside the northern cavern 

35 Pair of ultramarine mittens (inside the northern cavern of U. 
on the right) 

4^ Seed of agility (right side of L2) 

1500 gold coins (top right side of L2) 

4*- Mini medal (top left side of L2) 

4*» Pair of blue jeans (left side of Tywll Cave[em]B) 

OBJECTIVE LIST 

4 Use Tywll Cave to reach the Mayor's private beach 

Approach Mayor Bryce when you reach Cuddiedig Cliff 

4 !► Watch the next scene, Heal, and then take on the boss of this 
area 

4 ► Return to town with Jona and rejoice in a job well done 

MONSTERS IN THIS AREA 


After you have both of those, take the rocks to the left and down 
until you reach the southern exit. 


Climb up to a higher 
tier when your party is 
outside. Once there, 
enter the first cave you 
reach. Once you are 
inside the cave, look for 
a red chest with a seed 
of agility. Take it and 
leave, slipping around to the second cave entrance. The chest in 
the top left holds a mini medal, and one at the top right contaii 
1,500 gold coins. 


lake the exit on the right side of the map. You’re almost to the 
end. Search the pot on your right in the next area, then look, lor 
a final red chest (with a pair of blue jeans). Your party is n0VV 
ready to face the boss. Heal or return to town if needed, then 
continue until you enter the Cuddiedig Cliff. 


This area is composed of a series of caverns. There are only a few 
maps, and it doesn’t take terribly long to explore. Don’t rush. 
There are many good items to pick up, and it’s a good time to 
continue building levels for any characters that have changed 
vocations recently. 


The first area of beach has 

only two chests. You can find 

a red chest with a see o 

mag ic on the rights.de of the 

disomr. blue 

,he area where your party finds 

the entrance to the caves. 

Initially it doesn't look like you can get very far into the cave. 

Most of the floor is flooded, and your party can't move across the 
water. If you look carefully, you'll see stones that lead between 
different islandsand walkways throughout the cave. Usethoseto j 
get around. 

Close to the entrance is a red 
chest with iron kneecaps. The 
northern end of the cave has two 
exits; both lead to a peripheral 
area. One path has a chest with a 
mini medal. The other gets you 
a nair of ultramarine mittpne 


UT&M MORTOAD 


059 

CHIMAERA 

* 

HP: 75 XP: 180 

GOLD: 89G 


HP: 140 XP: 290 

GOLD: 90G lUHKiVj 


052 


HP: 120 

GOLD: 86G 


XP: 188 


HP: 72 

GOLD: 96G 


XP: 220 


EH3 

KNOCKTOPUS 


FIffil 

SALAMARAUDER 


HP: 75 XP: 162 

GOLD: 64G 

it 

vJULj 

W 

HP: 80 XP: 171 

GOLD. 74G 


GETTING YOUR FEET WET 
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THEY came from the deep 


Area-of-effect attacks are common in this dungeon. Chimaeras 
mudrakers, and salamarauders all rely on these to inflict damage 
rapidly. These are enemies that should be killed as quickly as 
possible. That’s especially true of salamarauders because they also 
call for help from time to time. 


Crabids call for backup too, but they’re relatively harmless. They 
aren’t especially tough or deadly. 

Knocktopi look cool, but your party won’t be able to tell for long; 
these beasts like to blind adventurers. No worries, the effect ends 
as soon as combat is over. Use magic if too many of your charac¬ 
ters are blinded (which is a very rare scenario whatever 
the case). 



Mortoads are hard to avoid. They are so large that it takes skill, 
timing, or patience if you want to walk around them. It s usua ) 
just better to attack them direcdy and dear any that are in your 

path. 


THAR SHE BLOWS! 

arrives. Heal all or you Ueviathan 

t0 everyone to see what’s going on, then take 

when it starts to get out of hand. 


„ ' s. 


WALKTHROUGH 






















lleviathan 


262 


XP 


1256 


4134 


HP 


960G 


GOLD 


This creature of the deep looks like a brutal 
boss, but he isn't that bad, honestly. His 
health is adequate, but his direct damage 
1 is somewhat low. Only the Lleviathan’s 
best area of effect attack has any teeth. 

The Lleviathan only attacks once a round. Count 
your blessings if it's a melee attack, because those 
I really don't do much. A single healer can make up 
for these attacks while the remainder of the party 

punishes this briny freak. 

The Lleviathan's better move is a massive swipe that 
he doesn't use often. The attack hits your group for 
moderate damage, making it more difficult to keep everyone 
topped off on health. 


Tidal Wave is the one gem in the Lleviathan's 
repertoire. This mighty attack hits everyone for 
fairly high damage. If you don't have a second 
healer, consider using strong medicine (or even 
medicinal herbs) to ensure that the party gets 
back together before a second blast hits the 

{ g^P 


Even if the Lleviathan resists your early debuffs, keep at it. This beastie isn't immune 
to Sap or other magic spells. Don't let your mages be disheartened. 

Once your heavy melee characters have used their feeble MP supplies, line up 
tandem attacks as best you can. Trying for two or three melee attacks in a row 
against a double Sapped Lleviathan works wonders for ending the battle quickly. 


After you have defeated the Lleviathan. talk to Jona and the others. The group returns to town 
Vtu also get a fygg foryour hard work. Search the town for any quests that interest you When’ 
>°u re done mvesngate the ferry. It wasn't running when you first arrived in town, but now it's 
good to go. It s time to examine uncharted territory. 

Talk to the sailor in the center of town. He's standing on his ship so it’s mio 

The ferry takes your party across the channel. You arrive in Slurrv Ouav H ^ t0 hlm ‘ 

Lost Stonemason (default) or Marion Bloome's Secret. ’ V t0 take 0n The 












Slurry Quay 



Bloomingdale 












































Medicinal herb 

8 

Antidotal herb 

10 

Moonwort bulb 

30 

Chimaera wing 

25 

Evac-u-bell 

28 

Holy water 

40 

Magic water 

500 

Fur hood 

550 

Pointy hat 

840 

Tortoiseshell 

1550 

Robe of serenity 

950 

Silver bracelets 

540 

Rubber gloves 

370 

Boomer briefs 

420 

Fishnet stockings 

800 

Wellington boots 

330 

Galvanised geta 

560 

Bow tie 

1600 


If Mm ^ » ¥T 

NOT MUCH TOURISM AROUND HERE 

Move through Slurry Quay at high speed; the place barely 
w arrants a spot on the map. Sleep if you need to, but it s probably 
unlikely that your party needs much rest. Search the red chest 
behind the item merchant on your way out of town. Afterward, 
follow the road that winds southeast. 

The monsters in this area are great for characters with area-ot- 
effiect attacks. Mages clean up the groups with three or more 
enemies without much time investment. Money comes in nicety, 
and it’s not hard to farm for ingredients if you need anything that 
drops here. 


ITEMS OF IMPORTANCE 

s e ed of strength (in a chest behind the item shop) ■ t 
<L 4fli , itv ring (in another chest behind the item shop; reqt,i, K 

thief's key to unlock) 

OBJECTIVE LIST 

Rest and shop in town, if needed, and then head into the 
wilderness 

Travel along the road to the southeast and look for the town 
of Dourbridge 

MONSTERS IN THIS AREA (SLURRY COAST 

tittMt KNOCKTOPUS 


| HP: 75 XP 162 

GOU): 646 


067] 

pi ^7—i 


GOLD: 98G |j3^| 

m 

065" 

l 7^w — 

$ 

GOLD: 62G G3E3 


[062] 

1 1 1 ui vl — 

)n 

| HP: 140 XP: 290 

GOLD: 90G GUS] 


m 

HP: 75 XP: 180 

GOLD: 896 





H^i 

HP: 112 XP: 670 ] 

GOLD: 118G 


063 



HP: 76 XP: 192 

GOLD: 80G OE3! 


(066| 


m 

HP: 126 XP. 300 

] GOLD: 112G 


HP: 85 XP: 212 

GOLD: 1046 031 









































Dourbridge 



KEB» 





Cap'n (max) Meddlin 


Challenge Quest 


RECOMMENDED LEVEL 18 TO START {18 TO PROCEEDl 

ITEMS OF IMPORTANCE 

** Seed ol sorcery ('"side Cap n Meddiins lent) 

^ Mi"' n»e«la1 (inside Cap'n Meddlin's lent requires the 
thief s key) 

OBJECTIVE LIST 

Talk <° ,he lar 9 e man in the shack located in the upper 
right portion of the map, who then tells your party about 
selling a strange fruit 

Walk across the bridge in the center of town, where a 
strange, but familiar, apparition appears 

*4^ Finish any town chores and use the eastern exit to 
leave town 

MONSTERS IN THIS AREA 
(DOURBRIDGE WILDERNESS) 


067 

BEWAREWOLE 

# 

HP: 87 XP: 225 

GOLD: 98G 


14*1 

CLAWCERER 

o 

HP: 75 XP: 212 

GOLD: 104G (g) 



HP: 76 XP: 192 

GOLD: 80G CEE9 


069 


9 

HP: 100 XP: 224 

GOLD: 114G C3E3| 

__ 

057 

¥» 


HP: 100 XP: 324 

GOLD: 120G 

; - 

066 


f 

GOLD: 112G GSES)] 





ffi 

GOLD: 100G 1 liig&J 


[q64] 



HP: 85 XP:212 1 

GOU): 1046 USHSaM 


WALKTHROUGH 
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Slime earrings 


Bow tie 


Iron helmet 
Thiefs turban 
Heavy armour 
Plain dress 

Wayfarer's gloves 

Lockpicker's 

mitts 

Blue jeans 
Denim skirt 
Bandit boots 


OOURBRIOGE! sister city TO TERSE CROSSING 

luck to from time to time, so 

Dourbridgc is a place that you to ^ ^ g|, ou |d we 

get a good look around. 1 he towr' P^ ^ be attending 

say this- He has some personal proW^ 
any of his own services. Instead, someone from tfie low 

takes care of the priestly duties if you need any P 

good if you hawn't enough materials to tr. y 

upgrades through alchemy. 

Proceed to the right sideof town and look fora large tent. Go in 
and meet the Cap’N. Cap’N Max is a mini medal collector. You 
won't have to labor over when to turn in medals in this iteration o 
the game; Max rewards you for various milestones automatically, 
so saving medals has no point. 


Medicinal herb 


% Antidotal herb 

50 

Moonwort bulb 


£ Chimaerawing 

125 

Holy water 


1 Angel bell 

U 

450 


Your very first turn in grants the thiefs key. Use that to unlock the 
nearby chest and glean yet another mini medal before leaving. 

There is a shack in the upper right part of the map. Talk to the 
large guy inside. He’ll give you a good idea where to search for the 
next fygg. Afterward, climb up to the bridge that dominates the 
town (and gives the area its name). Walk to the center of the span 
to trigger a scene with an apparition. When that’s finished, you 
can head east and leave town. 

From there, take the road out and then turn south to enter the 
Lonely Plains. 


WHERE IS THE SECRET SHOP? 


You probably noticed that there is an extra shop here in Dourbr.dqe 
The problem is that it's both hidden and locked away. The door is on 
the unders'de of the bridge. Climb to the lower section of town on the 
repeatedly while searching the northern side of the 
bridge wall Soon enough, your hero finds a locked door This becomp* 
important later, but for now it's not a concern 0mes 


Cautery sword 

Holy lance 

Poison needle 

Stolos staff 

Snakeskin whip 

Iron bar 

Sacred claws 

Foehn fan 

Light shield 

3000 

2700 

1900 

3150 

2500 

2300 

3100 

3200 

1250 



ITEM 

COST (GOLD 
PIECES) 

Headsman's axe 

28800 

Marauder's maul 

21500 

Cheiron s bow 

22400 

Power shield 

17000 

Boss shield 

27000 

Bunny ears 

1120 

Cat ears 

1150 

Maid’s mop 

18000 

Jaguarment 

25500 


Bunny suit 
Dangerous bik 
top 

Maid outfit 
Heavy handwear j 

Fishnet stockings 

Pop socks 
Dangerous 
midriff wrap 
Sturdy slacks 

High heels 



































mm 


The Lonely Plains 

LOOKING for friends in the lonely plains 

old Man Mason has a cabin out here, somewhere south of a place 
called Zere Rocks. Look for a white circle on the map; its not too 
far off the road. Take your party to that area. You won’t find Mason 
vet, but his cabin is there. 


Go inside, read the guy ’s diary', and then search the nearby pots 
and bookcases to get some minor items (and to learn a few new 
recipes). Then, 
exit the cabin 
and take the path 
north to follow in 
Mason’s footsteps. 





Challenge Quest 
112&113&114 


The Heights of Lonelin ess 


Exterior 

























































































MOVING ON UP 

This region has many floors, but they are all quite short. Addition 
ally, the monsters are very easy here if you were able to afford 
weapon upgrades back in Dourbridge. Experience comes in very 
easily, though not in extreme numbers. 

While you’re moving through, 
keep an eye out for the modest 
treasure in the Heights of 
boneliness. This place won't win 
awards for having the best loot, 

- ,oer’s task 

often—unless you’re working on a quest (such as p 

to kill hocus chimaeras). 



Enter the area and say hello to Odval, the ranger, as you pass. The 
rSt level with monsters immediately follows. Search the left side 
of that room for a chest with a mini medal. Climb back down 
afterward and take the other way around the simple circuit. 


POOR MASON 


Mason has left a number of 
inscriptions around the Heights 
of Loneliness, which give you an 
idea of what the guy has been 
going through. He's clearly a 
master artisan, but life doesn't 
seem to have much joy for him. 


Champion of the chisel. 

I Sculptor of i thousand statues, 



““ ^ * 1 , •» «* Vf- ** 

Mason sown eulogy on it. ^ * 

and get back into the open at the top. 


Climb to the next level at the top of the cave, where more chests 
are located above. Search along the left side of floor two. There i 
are several pots beneath a blue chest. After getting those, look 
in the upper left for a red chest (with a seed of deftness). After 
obtaining that item, use the other set of vines in that area to climb 
all the way up to a ledge. There are suspended vines running 
across the level. Use these to go all the way right, down, and then 
left to proceed. 

The third floor has more loot. The first cave you reach leads to one 
chest, although you have to rush through a small network of caves 
to reach the far end and loot it. That chest holds a bag ol kitty 
litter, just what you always wanted. Once you’re back at the cave 
entrance, search up and left to find another mini medal. Take the 
bridge to the right, climb anothervine, and head back to the left 

to advance. 


H 



WALKTHROUGH 





































+ t,_ zrpa Then, look at tlk* 

gives you a quest! ^ ^ V5 

Additionally. *»«■ -*• “>«”'■ “ “™* ^ """* 
the area. What a pity. 

THEY ARE LIKE THE BUZZING OF FLIES 

Noneof the monsters in the Heights of Loneliness isa major 
threat. Metal slime knightsare worth adequate expenence, and 
they die quite quickly if your party has decent melee skills. 

Hocus chimaeras are fast as S 

lightning, but they usually opt 

for medium-to-low damage . 

melee attacks. Its nothing your ' 

group can’t v\ alk right through. 

Stone golems, mad moais, and 

treefaces are big targets, yet still their damage is low enough to 
shrug off. Go for full damage during battle rounds and only heal 
after battles. This keeps your damage at its maximum and leads to 
very efficient fighting (you won’t use many MPs). 


locks 


OBJECTIVE LIST 

Go io Petra’s house, in the top right side of tow 

Talk to the slime in Petra's house before you le 

MONSTERS IN THIS AREA 

GARTH GOYLE 


HP: >054 
GOLD: 1250G 


: 4134 

<EE3[‘ 


THE WHOLE VILLAGE IS STONED 

Mason recreated the entire 
village of Zere using stone and 
his amazing gift for detail. It s 
a beautiful piece of work. Look 
around if you wish, and then go 
to Petra’s house, located at the 
back right side of town. 

Getting Ready for the Other Shoe to Drop 

If your group is light on healing power, distribute mei 
or medicinal herbs to each party member right now. Ifll 
come in handy quite soon. 

Also, consider Zooming back to a town to rest a 
j© your resources. Using Zoom, your party c 
( -g) Rocks at any time. That’s rather convenient! 

Heal your party fully, just in case anything happens. 5 
building and talk to the slime inside. As you finish, a 1 
ster’s approach 
interrupts the 
group. Go outside 
to face the new 
enemy. 


















Garth Qoy He's defence decrea: 


garth r.nvic 




A k Cf was watching the encounter, and the spirit 

After recovering from the fight, look around town. A g <*> comp letes, your hero gets 

descends into a cellar. Follow him and talk to the old guy 


another fygg. 

You’re done here. It's time to turn your eyes 


toward Bloomingdale. 


HP 


1054 


XP 


4134 


GOLD 


1250G 


We re back into the rough bosses. Garth Goyle was 
upset that the last couple of enemies ignored raw, 
physical damage. He's going to make up for that. This 
guy uses brute force to get things done. 


Parties with strong healing, high HPs, and good 
buff spells can wade through this encounter. High 
damage groups or those that lean heavily on magical 
damage will have the hardest time. 


Garth, as he likes to be called by his friends, double 
attacks and usually sticks to standard melee or a 
souped-up attack and some type of augmentation 
spell. He can improve his magic resistance or raise 
his tension. The latter is especially nasty because it 
improves even his area of effect attack. 


Speaking of which, Garth has only one area of effect, called Ground 
Pound. It normally inflicts trivial damage, but when his tension gets 
up to 20, it can hurt your party badly, especially if healing is already 
getting tricky. 


If (or when) your party falls behind on healing, consider a medical 
round. Have healers Heal and let all non-healers use herbs or 
medicine to restore themselves. This somewhat resets the clock 
on the fight and gives you the time you need. That's not usually 
necessary in earlier boss battles, but Garth Goyle gets lucky 
sometimes and puts a lot of damage on people in a short span. 

Mages do awful damage in this fight, so it's best to keep them on 
Sap/Acceleratle duty. 


At the end of the day. Garth falls into rubble. Party on. 




WALKTHROUGH 





























The Trip to Bloomingdale 






The lonely 


Coast 


ON THE ROAD 






























RECOMMENDED LEVEL: 10 TO START (21 TO PROCEED) 

OBJECTIVE LIST ^ 'M 

Enter the Bloomingdale wilderness by walking south through 
the Lonely Plains 

•4^Turn west when you enter Bloomingdale and follow the road 
until you reach the town 


MONSTERS IN THIS AREA 


um 

AXOLHOTL 

* 

HP: 92 XP: 360 

GOLD: 104G 


EjgjBIGBADBOON 

n 


HP: 147 XP: 420 

GOLD: 96G CSS) 


081 

SCAREWOLf 

♦ 

HP: 102 XP: 325 

GOLD: 126G CRWiH 


001 

SUME 

ci 

HP: 8 XP: 2 

GOLD: 4G liltEiil 


079 

GUM SHIELD 


HP: 80 XP: 226 

GOLD: 108G 


078 


HP: 156 XP: 400 
GOLD: 126G G3ED 


CJU KING SLIME 


072 


350 


100 


245 


600 


(® 


GEES 


136G 


GOLD 


164G 


GOLD 


080 


PINK SANGUINI 


HP: 85 XP: 236 

GOLD: 112G (2535 


le you’re exploring, look in the southwest to steal a few 
)ing hibiscus from a patch of flowers. Otherwise, just look for 

-—-— --- ^ the main town and 

a cave to its north, 
which are the major 
points of interest 
here. 


ITEMS OF IMPORTANCE 

Mayoress's mittens (inside the town well, behind a locked door) 

* " Ma 9 ical robes (behind a locked door, 2F of Ms. Bloome's mansion) 

V Mini medal (inside the locked building down at the harbor: come 
back later in the game to unlock this) 

1,500 gold coins (inside a red chest, 2F of Ms. Bloome's mansion) 

Strength ring (inside a locked chest, 2F of Ms. Bloome's mansion) 

OBJECTIVE LIST 

Talk to the woman when you first enter the town; she'll mention the 
ship that is docked at the town’s harbor 

Go down to the dock, on the left side of town, and talk to the man 
in front of the ship, who tells you how to get in and see Ms. Bloome 
(owner of the mansion and the ship) 

Go to the top of the map and talk to the doorman in front of the 
mansion 

» 4 Meet Ms. Marion Bloome, in the first room on the right (first floor of 
the mansion) 

Talk to Ms. Bloome's old nanny; she lives in a house a tad to the left 
of the mansion 

Talk to Randolph the toymaker; he lives in the atmoo. shop, neartbe 
church 

Go to the mansion with Randolph and watch the scene that ensues 
4 *. interact with the ghost on the side of the room 

Go through the side door and examine the graves outside 


Th* slimes i rikx&t into in enormous 
king stun*! 


































Sleeping hibiscus 

Wakerobin 
Medicinal herb 
Superior medicine 
AntidotAl herb 

Moonworl bulb 


Softwort 

Chimacra wing 

Fvac-u-bell 

Holy water 
Angel boll 

Magic water 


bloomingdale weapon shop 

COST (G( 


COST(GOLD 



Cautery sword 
Plalinum sword 
Holy lance 
Battle fork 
Poison needle 

Deadly nightblade 
Falcon knHe 
earring 

Stolos’ staff 

Watermaul wand 


3000 

Snakeskin whip 

2500 

4500 

Chain whip 

3700 

2700 

Iron bar 

2300 

3900 

Pillar of strength 

3400 

1900 

Sacred claws 

3100 

2900 

Crow's claws 

4800 

15800 

Foehn fan 

3200 

3150 

Tortoiseshell fan 

4900 

4700 

Edged boomerang 

2750 


BLOOMINGDALE OUTDOOR ARMOUR SHOP 


ITEM 

COST (GOLD 
PIECES) 

Light shield 

1250 

Platinum shield 

3200 

Iron mask 

2100 

Warrior's helm 

3000 

Feathor headband 

1450 

Circlet 

980 

Cat ears 

1150 

Heavy armour 

3600 

Silver mail 

4000 


ITEM 

COST (GOLD 
PIECES) 

Tussler’s top 

3400 

Smart suit 

2300 

Spangled dress 

2500 

Best vest 

2000 

Warrior's gloves 

950 

Snazzy skirt 

1200 

Loud trousers 

1480 

Warriors trousers 

1550 

Tussler's trousers 

.... .. 

1500 


BLOOMINGDALE INDOOR ARMOUR SHOP 


COST(GOLD 
PIECES) 


COST (GOLD 


Warrior s boots 

Femiscyran 

1300 

Hip boots 

2300 

(outwear 

1400 

Saintly sollerets 

2600 

Frugal footwear 

1500 

Sheepskin shoes 

1250 

Wizard wellies 

1380 

Siren sandals 

1300 

Acroboots 

1600 

Starlet sandals 

1450 

Cowboy boots 

2150 

Kung fu shoes 

1550 


■i Wtmm6U 
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Party causes a bit of a stir, and you can't get permission to 

3 6 * e b ° at Leave the buildin g after the ruckus and go into the 
small house to the left. Ms. Bloome's old nanny is inside. Talk to 
er, then go down to the armor shop (the one next to the church). 



Randolph the toymaker used to have his shop here, but he has 
since retired. Now his son owns the place and sells various types 
of footwear. Talk to Randolph, and he’ll go up to the mansion with 
your party. 




/ 


HOME OF THE FAMOUS BLOOME FAMILY 

As soon as you come into Bloomingdale, your party can see that 
there are stores everywhere. There is plenty to do before you 
move on. Look at the four shops and see if you want to spend any 
of your well-earned money from the road. After that, save and 
rest. There are several recipes you can find in town, on various 
bookshelves. Grab these from the armor shop and the small 
building on the left side of town. 

Now you’re ready to get that ship. 

How to go about doing that? 

Talk to the woman at the town 
entrance. She explains that the 
ship is the pride of the com¬ 
munity, and tells you it’s owned 
by the sole surviving relative of 
the Bioome family. 

Go over to the harbor and look at the ship. An old man won t let 
you aboard. He seems like a decent guy, but he says that the ship 
is owned by Ms. Bioome and that you have to talk to her before 
taking any liberties with the vessel. 

Walk up to the mansion and ask to be let inside. The dooi m 
assents, and your party can enter. Look for Ms. Bioome on ^ 
right side of the building. She’s having an audience with s 
w eU wishers. 



Your group finds a note in Ms. Bloome’s room. Randolph rushes 
off after seeing it. Don’t go with him. Instead, talk to the spirit on 
the side of the chamber. Follow' her out into the private side yard 
and read the inscriptions on the graves there. 

Now you’re ready to go to the Bad Cave, a dungeon north of town. 



The Bad Cave 


YOU STEP INTO THE BAD CAVE. AND THEY'LL BLUDGEON YOU 


The Bad Cave is in the forest to the north. Have your party 
approach and enter the complex. As your party walks toward the 
cave, you should notice that there are two ways to enter. Both are 
labeled. The one on the left is for inquiries. The one on the right is 
pretty much a dead end for now, so don’t worry about it. _ 


Go through the 
left entrance into 
Li. Your party 
spots the kidnap¬ 
pers, and the 
good news is that 
they don’t seem 
too dangerous. 



Not much farther 

along is a table with a welcoming chair, 
the kidnappers soon come to you. 


Go ahead and sit down; 






WALKTHROUGH 


















( Bloomingdale a 


Sit at table 


# B*fT«l 


I ,K,nr f 


^ Recipe book 
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B2F-A V 


B 2 F-B 


*$► Heal and then fight Tyrantula at the end of the dungeon 
•4^ Return to Bloomingdale 

MONSTERS IN THIS AREA 

—~ .. rnn riptide 


way through the dungeon 


fTTITrl RAVING LUNAT1CK 


RECOMMENDED LEVEL: 21 TO START (24 TO PROCEED) 

ITEMS OF IMPORTANCE^ 

Hephaestus'flame (top of LI) 


Read the signs as you walk forward, watch the scene with 
the local miscreants, and then sit down at the table ahead for 


FF¥1 HUNTER MECH 


I mm SHAMAN 


Climb down the ladder beside the meeting table and go ini 
next cave; the entrance is on the right. Talk to one of the knl n4 p 

inthe next area and then unlock the door at the bottom of t ie ma 

(you can now go back and forth using either entrance). 

There are two blue chests and other searchable items in the i‘PP 
portion of the cave. Additionally, you keep finding sign - 

for EVERYTHING. 


This criminal operation is not 

a major threat to civilization 

as we know it. 

Take the northern caves 

around to the left side of'the 
different exits. ^0^^^, thisgets you a Hephaestus 

c. W „ tncl through *• 

before you descend to Bi. 


960 




156G 


GOLD 


HP: 


HP: 95 XP: 450 
GOLD: 144 G Q3E3 


lk4':'4 


l>Hi 


GOLD 


085 


66 


HP: 82 XP: 300 
GOLD: 110 G C® 


GS3 


381 i 


GOLD 


264 


dll J Ml 

HP: 6 XP: 12288 

GOLD: 60 G (EE 3 


52;. I 


CHI) 




GOLD 


HP: 85 

GOLD: 98 G 


G© 
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You might not be up on your 
cockney, so it's best to point 
out a couple of things. "Oy' and 
' bird'’ are pretty well known. 

The first is a simple "hey,” and 
the other means "girl." But 
some terms are a tad more^ 
difficult. "Have a butcher's" 
is short for saying "have a 
butcher's hook" or, when 
translated, "to have a look." 

Thus, when someone tries to speak in cockney to you ^ e prop 0 h, 
response is to back away slowly and look elsewhere. That s exactly 
what your party should do in this case. 



Look in the middle of Bi for another blue chest. Keep searching 
from there. A red chest up top holds a mini medal. Left of that 

I (approached from 
another angle) is 
another chest with 
1,700 gold coins. 



All the Experience You Need 

Metal medleys are easy to 
find (unlike metal slimes 
in previous areas). This 
makes it possible to hunt 
somewhat exclusively for 
the medleys. It you need 
to bulk up your party, stay 
on Bt and hit the medleys 
until you've reached level 

24+. This makes the boss fight of the dungeon much 

It's fun to do this while working on your thief job q ue${ 
That challenge sends you into this dungeon to steal fj 
hunter mechs. These monsters appear on Bi as v 
you can mix up your metal medley hunting with 5 
that’s also productive. 




Take the stairs 
down to B2. While 
your party' heads 
up to the top, look 
for a side passage to the right. This area features a grave. Read the 
inscription, then head back to the main corridor. Search for a final 
blue chest by the exit. 

TIME FOR SOME SERIOUS LEVELING 

This dungeon has some of the best fights for beefing up your 
characters. The metal medleys that appear deeper in the area 
are ideal for fast leveling, (f you can, get the Metal Slash sword 
ability for at least one of your characters; this ability makes a huge 
difference in these fights. Raise Agility for your party to further 
improve the odds of killing these guys before they ditch. 



j The other 
monsters are 
I somewhat taxing 
Medislimes have 
solid healing, 
so they re a 
sensible enemy to 
kill quickly. Raving ' 
lunaticksare 

another healing monster, and they deal more damage (mostly by 
using Zam). Take them out quickly as well. 

Hunter mechs and riptides deliver considerable damage. The 
hunter mechs hit solo characters fairly well; riptides have better 

area-of-effect damage. 

CAUGHT IN A SPIDER'S WEB 

Ms. Bloome is at the end of the line. Your party finds her ins de* 
end room, surrounded by debris. This is the best time to Heal;, 

probably know what’s coming. Talk to Ms. Bloome and prepare w 

the worst. 

























tyrantula 


Hp : 1098 XP: 5231 
GOLO: 1500G RW 




L S" 9 arachnid « a double attacker 
, that makes the most of his time. When he's 
L not doi ng raw damage, he likes to hit 

individual members of the party 
with a wicked web; this causes 
the victim to lose his or her 
next turn. It s foul! 

Tyrantula s weaker area of effect is 
i ca,led Wind Sickles. The ability does 
physical damage, so your heavier 
party members take less damage from 
it. That said, it still starts to tax your 
healers after a couple uses. 

The nastier area of effect is called Venomissle. 
This attack isn't mitigated by your characters' 
Defense. The ability hits with full force, does high 
damage, and can cause poison, further dealing damage 
You won’t see it more than once or twice in the battle, but 


EZ1 TYRANTULA 


It's hard to take this fight on with only a single healer. Have medicine available for each 
character (in case one or more of your healers are disabled or need backup). 


The Tyrantula uses Eerie Light to reduce your characters' resistance to debuffs. That 
makes other abilities more effective, including Wicked Web. There isn't much to be 
done about that. 


rhe most common cause of failure in this battle is poor leveling or equipment, 
rhis region has a number of potential upgrades, and a group that rushes throug is 
consequently going to feel much weaker in this encounter. 

Buff casters/healers to reduce the damage they /w™ "sicklesis a'com^ttack. 

Sickles. Tyrantula won't use his melee very often, 

ha « attack abilities that also heal (e g.. Miracle Slash), use them as 
Double Sap the boss (as always). If anyone ha 
often as possible. 


__ . D|„ nmi nuHale Rest your weary bones, then go back to the Bloome 

Beat Tyrantula down and return^ Bloome ' s garden. Inspect it. This is where you pick up 

estate. Your party finds a don 

another fyggl . 

fc 11 man by the harbor. The Pride of Bloomingdale 

Talktotheoldmanb ourd . sposal 

full breadth of ocean t 


s now 


yours to command, leaving the 


over subsequent rounds, 
that's more than enough. 
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Ondor Cliffs 


[fki*an ?] 


[Ocean 2] 


[Ocean 41 


Ondor Cliffs 


Me *1*o find* tecipea for * t#un» 
boontt brief# *nd wonder pent#. 


MASTER OF THE HIGH SEAS 


When you're done. Zoom back to Blooming 
walkthrough from there! 


Your hero now has more choices 
than ever. With the Pride of 
Bloomiogdale. it's easy to sail 
to almost any part of the world. 
You can explore, fight many new 
monsters, shop in exotic locales, 
and continue searching for the 
fyggs. 




Because Gleeba is so close to 
Bloomingdale, it's discussed 
next in this walkthrough, but you 
shouldn’t feel limited. If you want 
to search around, go ahead and 
have a great time. 


One thing that people forget to 
do is to explore their own ship. 
There are many breakable pots to 
search, but that's only scratching 
the surface of your treasure. Look 


in the area below deck for some good seafaring recipes. Then, in the hold, 
there is a sealed cell. Once you have the ultimate key. you should open the 
cell to find a falcon blade and a seed of agility! 


Western Coffinwell, 


Island Shrine 


3 Pots and Challenge Quest 138 J 


Western Coffinwell J 




Well faraway, 

2 Barrels, 2 Pots, 
j a Cabinet and 
iTMiiTnTm Challenge Quest 037 


Pluvi Isle 


I^BJoomingdale (Islet) 




ji The Blooming Beacon if 
5 Barrels, 2 Pots, 

LL and a Cabinet 






































The Journey to Gleeba 

kv rf 



WEALTH hidden in the sands 


The bulk of the continent is run by parched peckerels (around the 
coastline) and the combination of axolhotls and powei hammt i s 
deeper in. Many of these enemies are quick to attack, but Y ou t> "VJ 
is free to spend resources freely when fighting them. Okeba 
awa y, so you can rest frequently. 

^*ate the valley in the southern end of the continent- I f cU J en cy). 

' ° u re m t>re likely to encounter gold golems (a superb s ^ 

Aching; there are bolts of evencloth to be uneai 1 





Also, look for a circle of stone i 


i the valley that is worth 





























093 


'f:0 


CEE3 


104G 


GOLD 


097 


522 


HP: 


' -I 


GOLD 


108G 


:?.o 


414 


076 


288 




126G 


GOLD 


Gleeba 


THE OASIS CITY 

This city has been carved out 
of the desert. An aquifer under 
the palace supplies the citizens 
with potable water, the reason 
why so many people survive in 
this parched land. 


JfggHP* 




mm 


If you want other goodies to search for, try the island to t 
northwest. There is plentiful kitty litter up there. There is also 
glass frit northeast of Gleeba (look for the dark, brown spot on 
the map). 

Anyone who wants to build his or her supply of money quickly 
would do well to come here! Talk to the guards in the Gleeba 
barracks for a quest to kill fake gold golems. That repeatable quest 
makes your money runs even more effective! 

Stroll into Gleeba when you’re done looting the desert. 





























Challenge Quest 
106 & 107 & 108 


ch the city r for a recipe (in one 
of the smaller houses on the left), 
and upgrade your equipment. 

It takes an absurd amount of 

money to get by in this city. 

Farming for cash against the gold 
golems in the south is one of the o 
and armour that you'd like to have 

Look for quests in the barracks ai 
the palace to the north when you 


Challenge Quest 031 


Challenge Quest 
118 & 119 & 120 


Challenge Quest 032 


Evac-u-bell 
Holy water 
Angel bell 
Magic water 
Pink pearl 
Bow tie 


allenge Quest 030 


Challenge Quest 029 


Djust Dessert 


Challenge Quest 051 


Platinum sword 


The plumbed* 


Challenge Quest 052 


Bandit blade 


Battle fork 


Sandstorm spear 

Assassin's dagger 
Falcon knife 
earrings 

Watermaul wand 
Lightning staff 
Chain whip 


Magical robes 
Magic mittens 
Fingerless 
gauntlets 
Gorgeous gloves 

Wizard s trousers 

Nicker’s knickers 

Swordsman's 

slacks 

Red tights 


Magic shield 
Platinum 
headgear 
Holy hat 
Tricky turban 
Disturbin' turban 
Musketeer hat 
Magic armour 
Summer dress 
Velvet cape 


# Barrel 
A Pot 
II Cabinet 
Recipe book 


Sneakers 




Medicinal herb 

8 

Strong medicine 

36 

Antidotal herb 

10 

Strong antidote 

38 

Moonwort bulb 

30 

Cbimaera wing 

25 


PIECES) PIECES) 

4500 

Iron whip 

6000 

6300 

Pillar of strength 

3400 

3900 

Driller pillar 

5300 

6600 

Crow's claws 

4800 

7000 

Handrills 

7600 

15800 

Fowl fan 

5000 

4700 

Battle-axe 

3900 

8100 

War hammer 

4600 

3700 

Crucerang 

4300 









































































ITEMS OF IMPORTANCE 

Magic key (at the top of L3) 

OBJECTIVE LIST 

Search the palace for myriad recipes 
Talk to the minister on the second floor 


Q 

9 . 


ONE WORD: HANDMAIDENS! 

This castle is known the world around, so don’t be afraid to gawk 
a little. Talk to the servants and find out what they think of their 
Queen. No one argues whether she’s a beauty, but the monarch j 

appears to have a few issues. No matter. 


Take the corridor on the left to delve deeper into the palace. The j 
library of Mirage Mahal contains many books on alchemical 
recipes. Go there as soon as you enter the palace, and read 
everything thatyou can find. Look for the good book entitled Tfe? 
Cireat Waterworks ofAqeus the High Drator . There fcalsoato* 
called Soldiering for Beginners ; read this to learn the Salute^ 
tnek. A final book on the left is titled Flamenco* Legeo ^ 0 *) 1 
0/ the Dance, and grants a quest. 

1 here is even more reading to do on the second floor. A book 

in the u PP er eight is called Learning to Live With H °* 
appropriate. 


% Barrel 
▲ Pot 
■ Cabinet 
^ Recipe book 















































Desert Our, 


n 


After your literary binge is over, talk to the minister in the center 
of the second floor. He thinks that he can get you an audience 
with Queen Voluptua. Agree to help find the Queens missing pet 
lizard, and all will be set. 

Climb to the third story of the palace and search the rear side of 
the tower. This is where your party picks up the magic key. Its 
importance cannot be overstated since the keys lets you open all 
locked colored doors. Nice! 

Try out Your New Toy 

Sometime soon, Zoom 
back to Zere and look 
behind the inn. There is 
a magic door there that 
is almost entirely hidden 
from view. Your party can 
open this now that you 
own a magic key. 

Locate a mini medal inside, it’s pretty easy to miss this 
because your group passed it so long ago. 

Climb back down to the first floor and talk to the woman who is 
patrolling the upper corridors. She’ll tell your hero to clap if you 
think you’ve found the lizard s hiding spot. The noise should scare 
it out of hiding. 


VOLUPTUA, QUEEN OF GLEEBA 

V^ll. that WAS an audience. Or something. You still don't have 

. V8g you need - and now there is a chance that you're goins , 0 
lose the fruit entirely. What to do? 

Chmb to the third floor and step outside. Talk to the fishing 
gentleman. He's older and seems to know a lot about the palace. 
He gives you an idea for how to reach the Queen's bath chamber 
Approach the center of the pool nearby and press 0 to descend. 
Be ready for a stylish entrance! 





Drak, the little lizard from a moment ago, has an “interesting" 
change come over him. Afterward, the reptile heads off, and you’re 
somewhat inclined to follow after him. Jump down the well on 
your party’s left to proceed. 


The Plumbed Depths 


Leave the palace and look at the upper left side of the map. It s 
a fairly secluded spot. The guards don’t let just anybody wander 
around the palace grounds. Maybe the lizard is hiding there. 

Bind Clap to one of your 
party trick slots and then use the 
sound to find the lizard. He’ll 
run around trying to stay away 
from you; keep to the middle 
of the area and wait for him to 
come close. Press L quickly when your hero is near the liz 
snatch him up. Good work. 

Take the pet back to the minister on the second flooi The ^ ^ 
isa man of his word; he'll see to it that you are granted 



ALL'S WELL THAT BEGINS (IN A) WELL 

Jump into the well from the Queen’s bathing chamber and take 
the linear route into Bi of the plumbed depths. You’ll come across 
breakable objects on the way, but they won’t have any major loot 


Take the exit into the larger portion of Bi. You can t go too far 
before you reach a set of stairs; they let your party into a private 
library. Talk to the spirit within and listen to his regrets. Then, 
read the books on the bookshelf to learn some new reapes! 


or that leads out of 
ind search to the 
cover a blue chest, 
lirs that let your party 

;o the water channels. 

ted stone). 
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PURRESTIDIGITATOR 


GRAND UZZIER 


RECOMMENOEO LEVEL: 24 TO START (26 TO PROC lEOi ^ 

dMPMPpMRiRPm. \fc_w 
ITEMS OF IMPORTANCE . 

Enchanted stone fin the lower ground of B1 «. 
channels) ’ *** 

«*► Saint’s ashes (through a locked door in northern Ri , 

the ultimate key! ' "I""?- 

Mythril ore (at the top of the graveyard in B2) 

Mini medal (in the upper left side of B2) 

Magic shield (at the very top of B2) 

OBJECTIVE LIST 

Descend to the bottom of the plumbed depths 
Fight the Grand Lizzier and then collect your nextfygg 

MONSTERS IN THIS AREA 

MANGUINI 


t0 t hc corner. The door 

Climb back up to thc main floor am - ’ ^, magic key to 
in the upper left is locked, so you ne you were in the palace, 
open it. If you didn't pick that key up " el on the third 

you should now go back and get it (the magic 

floor). 

Unlock the door and go past a small row ^^ has 

locked and require the ultimate key to en e . Return 

here later in the game when you can open the ce an 

valuablegift. 

The exit at the other end of the jail takes your group into a 
graveyard of sorts. Some undead wander around, but you ca 
avoid them fairly easily in the open spaces. Look at the top of the 
room for some mythril ore in a red chest. 


Go all the way back to Bi, where you left the private library. Take a 
small bridge right and then get back into the waterway via another 
tiny staircase. Walk to the top of the map; once there, climb a 
ladder to get over to the last staircase. This sounds complicated, 
but once you’re looking at the map, it’s very intuitive. 


B2 has a number of barrels on the left side. That’s about all you 
get for exploring that side of the level, so it’s usually better to turn 
right as soon as you come down the stairs. 


Follow the only route available after that until you find the stairs 
that allow your group access into the waterway. Go through the 
archway to the southeast (it’s rather hard to see, but trust that it’s 
there). Then, look on the right side of the channel. There are two 
blue chests in a cubby. Get their contents. 


Come back to the main portion of the tunnel and make your way 
up. The red chest on the left holds a mini medal. Take that and 
go to the very' top of the area. Don’t climb down the ladder you 
find; instead, go past that and get the last chest in the dungeon. 
This one contains a magic shield. 


Heal your party to full strength when you reach 83. A voice is 
heard in the distance. It’s not asking for help. Does one usually 
have to demand help? Regardless, lead your group to the back 
the area and confront the boss. 


098 


HP: 138 XP: 455 

GOLD: 36G fTTrl 


PTFT1 ADMIRER 


1U3 


HP: 120 XP: 440 
GOLD: 168G GEZD 


HP: 108 XP: 477 
GOLD: 126G fl? 


CANNIBOX 


204 


m 


137 


HP- 


HP: 109 XP: 432 
GOLD: 110G <253) 




’266 


GOLD 


HP: 1276 XP: 6200 
GOLD: 175GG <3 


HP: 162 XP: 760 
GOLD: 124G id&Ri 
H-—~—“ 


100 


410 




C3E3 


GOLD 


HJfJo 












































B1F Small Room 


B1F-A V 




N 'EM BIG DOWN HERE m and they ' re worth a fair amount ot 

re a fun target while you're down in the depth* only make a big difference in longer battles. Kill 

Igold. Their claim to fame is Blunt, an Attack debuff spell 

IA impunity. ^.mt^mies. Adn 


old. Their claim to tame is mum, — * 

himNnity - I ckv. Kill them before going after more predictable enemies. Admit it 

ators deal a massive amount ol damaged Y 8 these mages are the cat s » ie 

. are nobodies, just rattk and file troops- fgno re t * ien1 'f 


f 


Uu 




• Barrel 
▲ Pot 
B Cabinet 
£ Recipe book 






































Diethom are foul. Theirarea of QU{ on principle 

party, but it is positively on noymg^ ^ battle. 

alone, and to save on wasted MPs casting H 

are needed back in town, and these items also serve we 
alchemical recipes. Kill and steal from mummies dunng every 
opportunity. 


THE QUEEN SHOULD HAVE MONITORED 


;«v 

.*b%& 


A diet bon draws new! 

An admirer drsvs n*(t£ 


H'SPtt 0l 


The Grand Lizzier is at the bottom of the dtu 
he’s deceptive. Most of the time, he is one of the 
in the game. Don’t fall for it! Though a safe boss t 
Grand Lizzier has a good trick up his sleeve that 
the unwary. 




' ,ripa N,^ 


The Grand Lizzier drops soon enough. Talk to him and 
Queen. After an extended scene, your hero gets anoth ^ 
back up to the city, rest, and save. There’s more to bedo^f ^ 


What? A single-attack boss, you say. And that’s right. This guy only 
takes one action per round. His most common attack is a simple 
area of effect that unleashes fierce fire. The flames range from the 
mid teens all the way up to the high 20s. It s nothing to fret about 
your HPs should be getting quite substantial by now. 

The Grand Lizzier also has an area of effect fear attack. That 
be very mean if he could follow up on it, but his lack 
of a second action wastes any opportunity. Instead, he 
stops one or two of your characters from acting while the 
others beat on him. Essentially, these are free rounds. 




its the Lizzier's claw attack that warrants the most fear, 
move is a single-target swipe that causes physical damage- 

t i,s p °r ibie ,o finish ,he remainder * «» *« 

.hat s great H you canT £ Ca " heal e ^one and keep them at high health (e g., over ,00 HPs). 

age and accept that you re likely to lose a character at some point. 

























Leaving for Batsureg 
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HP: 100 
GOLD: 956 


NOW THIS IS A TALE, JUST SIT RIGHT THERE 

Sail east from Gleeba’s continent until you reach the southeastern 
tip of the next continent to the north (you can t miss it because 
it’s HUGE). Disembark there, on the small beach. You’re now in 
Hermany. Take the road northwest into the Urdus Marshland; 
there is also a road that leads north. This eventually heads up to 
Swinedimples Academy. You don’t need to worry about that yet. 

Continue northwest through the marshland; before long, your 
group finds the Iluugazar Plains. That’s exactly what you wanted. 
The town in the center of this area is your destination; go there. 




RECOMMENDED LEVEL 26 to START 27 TO PROCEED, 1 

OBJECTIVE list , 

j a j| t0 the continent above Gleeba 
Disembark at the southeastern tip ot the landmas, 




Take your party northwest, through the Urdus Marshia ^ 
into the Iluugazar Plains 


Look in the center of the plains for the town of Batsu 


MONSTERS IN THIS AREA (HERMANY 

CTT71 CRABBER DABBERDOO EErl SCOURnmr 


HP: 112 XP 670 
GOLD: 118G liffljiT.l 


m 


HP: 107 XP: 510 
GOLD: 128G 


HP 105 XP fiOQ 
GOLD: 116G P! 


MANGUINI 


103 


HP: 108 XP: 477 
GOLD: 126G G3E9 


1 04 

: AaL | HP: 107 XP: 510 
W GOLD-.128G (3 


HP: 105 XP 570 
ySf GOLD: 144G G5£) 


110 


TREEV1L 


107 


‘JZX 


31 


HP 111 XP 500 
GOLD: 106G C? 


| HP: 112 XP: 670 

I^G0LD:1I8G HiHfr&I 


WYRTLE 


106 


HP 105 XP 600 
GOLD: 116G C 


HP: 162 XP: 760 
GOLD: 124G l^’*» 


GIDDY GASTR0P0G 


109 


HP: 90 XP: 580 
GOLD: 100G tM&b 


HP: 105 XP: 600 
GOLD: 108G IsIMESI 


HP: 150 XP 800 
GOLD: 108G <2? 


151 


GOODYBAG 


HP: 126 XP 500 
GOLD: 336G iTtWft 1 


114 


110 


HP: 107 XP: 580 
GOLD: 132G l23BSg| 
















































Batsureg 


El 




* 

« . .. 



# Barrel 
A Pot 
■ Cabinet 
$ Recipe book 


Challenge Quest 035 


Challenge 


The lluugar Plami 


OBJECTIVE LIST 

'i , , 

Explore the town and then go to the tribe 

chief's yurt (the tent on the far left) 

Talk to the chief and then confront the 
monster that attacks 


Go into the wilderness and walk north to 
find a camp of hunters’ yurts not far away 

























ITEMS 


ITEMS 


Medicinal herb 
Strong medicine 
Antidotal herb 
Moonwort bulb 
Chimaera wing 
Evac-u-bell 



8 

? 

36 


10 


30 


25 


28 


Holy water 

Angel bell 
Magic water 
Coagulant 
Tangleweb 
lambswool 


Bandit blade 
Valkyrie sword 
Sandstorm spear 
Partisan 

Assassin's dagger 
Lightning staff 
Iron whip 
Driller pillar 
Sleepy stick 


6300 

Handrills 

7500 | 

7700 

Cobra fan 

5200 1 

6600 

Battle-axe 

3900 

7100 

War hammer 

4600 1 

7000 

Edged boomerang 

2750 

8100 

Crucerang 

4300 ( 

6000 

Razor-wing 

boomerang 

9100 

5300 

Hunter's bow 


8200 

Potshot bow 

9200 


BATSUREG ARMOUR SHOP 


COST(GOLD 
PIECES) 


COST (GOLD 
PIECESI 






(AIL TO THE CHIEF 

urn,totelikeasmaN plh.nngrfteto. Tta. « Hotel » 

nd deadly monsters inhabit the plains surroundtng Batsureg. 
he people of this community must have considerable guile and 
weapon prowess to be able to eke out a living here. 

„, into the town and rest. It’s probably been a long journey for 
our party, so a night’s sleep won’t hurt. After you’ve shopped 
round, go to the left side of the village and enter the tribe 

hiefsyurt. 


The chief and his advisor are waiting inside. She doesn’t lool 
a suspicious type. Not at all! Talk to the chief and ask what h 
knows about magical fruits. It s surprising how few people s. 
confused by these questions. 

t he chiefs son turns up part way through the discussion Tf 
a creature strikes from outside. No one stands against the bt 
Have your party leave the ten, and fend off the creature Thi 
impresses the chief bu, he wants a few more favors before h 
help you gtf another fygg. 


Flame shield 

5200 

Ice shield 

5700 

Mail coif 

4500 

Hocus hat 

2800 

Hunter's hat 

2200 

Ear cosy 

2400 

Battlers band 

4050 

Femiscyran mail 

6100 

Strongsam 

4100 


Mi 


5890 


:\C 


Fur vest 
Femiscyran 
fingerwear 
Archer's armguard 

Blue skirt 

Femiscyran 

bottoms 

Chainmail socks 
Steppe steppers 
Green tights 

Agiliboots 









































RECOMMENDED LEVEL: 27 TO START (27 TO PROCEED) 


OBJECTIVE LIST 

Travel west, toward the hills * 

Enter the cave on the left side of the map 


Listen to the conversation that follows and then talk to a 
ghost at the back of the cave 

- Leave the cave and walk all the way to the eastern exit of the 
region 


MONSTERS IN THIS AREA 


rqckbomb 


BATTERING RAM 


OBJECTIVE LIST 


Go into the camp and look inside both tents; listen 
hunters and then talk to Batzorig privately as well 

Follow Batzorig north, away from the hunters' yurt; 


Hunters’ Yurts 


SHOW ME WHERE IT YURTS 




the discussion. 


J re soon taken into the tent and can hear the remainder of 


Afterward, go to the other tent in the area and look inside. Batzorig is there; he'll say more (and less) about his feelings. Then, he 
leaves. Exit the camp and follow him north. 


On the Hunt 


3 


13 


610 




‘.ao 




107 


102G 


GOLD 




: 


GOLD 


10 


600 


580 


CHS) 


lift." 


GOLD 


IJeSEEl 


GOLD 


abb 


ALMOST THERE 

Wander west, through the lowlands of Mt. Ulbaruun. There 
are plentiful encounters in the area, and the experience is good 
enough (there aren’t any especially lucrative targets, but the XP 
comes in well if you stop to farm for items). 

Climb up the stairs on the left side of the map and continue to the 
south and then west. There is a cave on the map that is very well 
marked. Head inside. 

Talk to Batzorig and his friend. The conversation is quite 
revealing. When the others leave, go to the back of the cave 
and talk to the ghost. She wishes your party to travel east to 
Gerzuun. There you can gather bodura grass and pass it to 
Batzorig. It sounds like a plan. _ 




























Mr. Ulzuun 


Exterior 


Gerzuun 


RECOMMENDED LLVcl. 

-020ftg^m r *\**v*jjtft 4/1 %{ 

0 BJE "' VEllsT i ,J, 

^ Take the route around the pois 

ruins of Gerzuun 

MONSTERS IN THIS AREA 

HOBATTERINGRAM^ P^EEJlQE 


BRAINY BADBOON __ 


HP: 150 XP: f”_ m 

GOLD: 1086 


HP: 136 XP: 540 
GOLD: 138G OE£>[- 



1 HP: 230 

XP: 1000 

5 SPHgOLD: 150G 

G1I2>|j 


ml| 

HT.Wil flMMj 


HP: 100 XP: I 00 _ 

GOLD: 95G CHS)! 


SKIRTING THE MARSH 

You don't have far to go. Follow the line of marshland as you 
around this map. Gerzuun is clearly marked, so you should have 
good idea where your party is going. There are a few eneir,,« ^ 
here worth mentioning. Rockbombs and drackals are both good 
to hunt for their items. Drackals occasionally drop platinum ote, 
and rockbombs have Hephaestus’ flame. The other monsters in 
the area aren't bad for their rare loot either, so you can’t go wrong 
as an alchemist. When it's time to proceed, enter the ruins. 



x d 

* 




% 
























RECOMMENDED LEVEL: 27 TO START <» TO PROCEED, 

•tems OF IMPORTANCE /: . . Vj 

Mini medal (inside the yurt in the upper left part 0 | Gerzuun) 
Gerzuun) ^ 3 "1 CheS ' a,ouni1 ,he cenl ^l circle nl 

’GerauoP'a <in * red CheS ' ar ° Un ' 1 ,l,e cen,ral circle »' 

^ Sober ring (top left side of B1) 

' Hephaestus' flame (top left side of B1) 

^ Thug s mug (left side of B1, requires the ultimate key to reach) 

OBJECTIVE LIST 

- w- Walk up to the sealed gate and interact with it 

^ (Optional) Collect all treasure in the dungeon with a thorouqh 
search 

Walk around the perimeter of the main floor and use the 
tunnel at the top of the map to enter the underground passage 

Go through the passage and down to an underground spring, 
where you collect the bodura grass 

Leave the ruins and return to the hunters' yurts 

MONSTERS IN THIS AREA 



A PLACE THAT ONCE THRIVED, NOW CLOAKED BY SHADOW jts final <] ays . Although now there is 

Gerzuun is sealed tight, like it was ready for a great siege- ^^^^"^^^^j^e^tesand see if anyone from Gerzuun remains 


hat you can 


do for its people, your hero still has 




. fc 

WM 


MM 













































Once in»de the 

about your goals There p 

substantial amount of treasur 

io this small area, but you can 

skip past most of ft to go st 9 

for the bodura grasses better 

to get everything, but rts you 
decision either way. 


If you want to skip to the end, go 

around the large, circular cham¬ 
ber and take the tunnel exit on 
the north side of the map. This 

leads into the underground 

tunnel, and from there into the 
underground spring. The bodura grass is down there, and you 
won’t have to fight any bosses (or indeed, anything) to get it. 

After obtaining the bodura grass, you are free to leave. Batzorig is 
waiting at the hunters’ yurts for your hero’s return. 

BUT HONESTLY, WHO LEAVES LOOT BEHIND? 

If you’re more of a treasure hunter, don’t be hasty. There are several 
blue chests on the main level, and red chests abound as well. 

Climb down the well on the left side of the main map. Find a blue 
chestatthe bottom. Down a tiny dead end branch to the right 
(when you reach the great circle), look for another blue chest. 

The yurt in the upper left portion of the map has very good loot 
search ms.de there for a red chest with a mini meda |. The other 
t^0 yurts only have minor random loot. 

Stop when you reach the entrance to the northern tnnn . . 
of going inside, turn south. Go to the center of th d 

seamheach of the four spokes that extend fro m the 8reatC,rdeand 

Party finds two blue chests and two red chests (withT^ ^ 
and a slime crown)! ares urrock 


After you've gotten everything from this level, go awt ; . 
bodura grass. Hold off a bit longer before leaving, 
main floor and look for stairs on the bottom right side^f 
These lead down into Bi, a dungeon area. Trolls and son ^^ 
guard the place well, but it’s worth some fighting t0co ^ 

Go to the top left side of Bi if 

you want a sober ring and 

Hephaestus’ flame. There is a 

third chest as well, but you need 

an ultimate key to get to it. Return 
here later to loot the cell on the 
left: it contains a thug’s mug. 





THE DESTROYERS OF GERZUUN 

The enemies on the main floor are plentiful but mostly *54^ 
of effect casters can do a great job of clearing the rabble without 
much delay. You often encounter large fights with cheeky fife, \* 
deadcurions, and ghouls. The yurts and the lower areas have m<*> 
sorcerers and the mighty’ trolls. 


Sorcerers are primary targets any time they join a fight These 
punks raise their magic. Fizzle your casters, and deal wonderful 
area of effect damage during the second round. Don't give thema, 
chance for such chaos. 

The cheeky tikis are probably the easiest target for fast expef^^ 
down here. They’re no metal medley, but the sizable groupsaw* 
easy kills add up nicely. 



When you’re done knocking everyone around, Evac to the 

om back to Batsureg. Rest and save there, and then he$! 
ou t to the hunters' yurts. 

W hen you re there, talk to Batzorig. Give him t he bodura gn 
' retUm t0 B ^ntg forthe final confh>^ofe3P 
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MM 


E23 

LARSTASTNARAS 


HP: 1562 XP: 8200 
GOLD: 2000G fitBM 


Back to Batsure 


UNVEILING THE TREACHERY 

Batzorig is no fool, and his plan is a wise one. Your group do e sn 't 
need to interfere at first The y o U n g m an does his vdlageprod' 

when Larstastnaras reveals herself, its time , 0 act. Engao e the 
mo nster without mercy. 

Your hero takes a fygg from Larstastnaras after she loses her 
monstrous form. Your collection of the sacred fruits is almost 
complete now. 


Larstastnaras looks like she'd be a magic-user of some sort, 
but she really isn't. This monster relies on double attacks 
that are primarily melee-based. Each blow has a Drain 
Magic effect, so characters with low MP can lose their 
effectiveness quickly. 


The best party against Larstastnaras is a full melee group. 
You may not have that at your disposal, but such a party would 
destroy her almost without pause. 

If your group is well-armoured, healing is not a major concern. 

Too much of Larstastnaras' damage is physical. Thus, armour 
mitigation has a huge impact on the encounter. 

Larstastnaras' Magic Barrier also makes the fight more of a melee slugfest 
Casters have a hard time landing Sap, Decelerate, and other quality debuff spells. 
Also, magic damage is trivial in comparison to melee damage here. 


What casters CAN do is raise the 


damage output of your melee characters. 
Acceleratle gets the whole group attacking 
close together (and that's great for damage 
multipliers). Any armamentalist characters can 
use Fire Fource to raise characters damage 
output as well. 


a fork in her; 


Stick 


oy this boss. 


j266 

1 U;<i r ■ vi i ! M 

m 

HP: 1562 XP: 8200 1 

GOLD: 2000G G3E) 



















Heading to Swinedimples 


% Thinkincense 


r Cringle Coast 


Ice crystal 



































RECOMMENDED LEVEL: 28 TO START (29 TO PROCEED) 

2HHsm 


OBJECTIVE LIST / 

- Travel back to the wilderness area of Hermany and then take 
the northern road into the Snowberian coast | 


Continue along the road north until you reach Snowberia 
itself 

Find Swinedimples in the center of Snowberia and see what 
the place is all about 


MONSTERS IN THIS AREA 
(SNOWBERIAN COAST) 




WOULDN'T IT BE FASTER TO TAKE THE SWINEDIMPLES 
EXPRESS? 

Unless you’ve already trekked out to Swinedimples, it’s time for 
another journey across the wilderness. Have your party' take the 
road back to Hermany, the area where you disembarked before 
coming to Batsureg. 



Once you’re in 
Hermany, look for 
the road north (on 
the right side of the 
map). That is the 
path that leads into 
the Snowberian 
coast. Follow that 
road all the way 


tluo . gh ,he ...-.PAI.--"- 5 ” 1 "'* 
Swinedimples. 
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Challenge Quest 
077 & 078 


Challenge Quest 082 


Challenge Quest 
065 & 066 


Challenge 
083 & 


Challenge Quest 072 
Challenge Quest 071 


Challenge Quest 081 


Challenge Quest 
089 & 090 


\ 1 

|B|| Challenge Quest 073 


Medicinal herb 

8 

Antidotal herb 

10 

Moonwort bulb 

30 

Chimaera wing 

25 

Holy water 

40 

Magic water 

500 

Partisan 

7100 

Magma staff 

10800 

Feline fan 

5100 

Thinking cap 

12500 

X-ray specs 

3400 

Swinedimples blazer 

1500 

Swinedimples slacks 

1000 

Swinedimples skirt 

1100 

Black knickers 

2880 

Magical skirt 

4600 

White tights 

2450 

Leather shoes 

40 


ITEMS OF IMPORTANCE 

Gold rosary (bottom left side of the main building-LI) 

; Red tights (behind a magic door, near the central entrance of 
the main building-LI) 

OBJECTIVE LIST 

Meet the headmaster at the front gate and tell him that your 
hero is a detective, upon which he'll give you 2,000 gold coins 
as a down payment 

Go to the second floor of the dorm and walk to the end of the 
hallway; watch the scene between the students 

Go into the students' room and talk to the group of boys 

Leave the dorm and watch as the students head to class 


Meet Fred and his buddies again on the left side of tk«i nup. 
then talk to Fred and agree to check out an old guardian statue 
at midnight 

Go to the dorm (second floorl and rest in your room 

When it's evening, go to the third Boor of the main building, 
head outside, and touch the statue 

Bun outside and look to the right 

Enter the dungeon that is soon revealed 














































BACK TO BASICS ■ 

There's a wee bit of a miwixl*****^^ greets you' gT* 11 , P **■ 
Swinedimplcs Academy- The hM ^* pr o b | e nr isthat he think* 
gate and « eager to let l , JL, quest, there s really 

^ateantoflnve,,^^ 

no reason to disabuse the man 

, ■ ,h,t there are missing children 

The headmaster goes on to eitplai b happening to 

the kids (and. if possible, tosave the-ntsstog 
your school blazer and get to work. Your hero is even p 
gold coins as an advance. All right! 



Search the main building first. There are three floors, and the 
rooms are an alchemist’s dream. You find so many recipes that it s 
staggering! Also, there are a few normal books to read, including 
Marco's Travels, Volumes l and II, Mallet Monthly, and the 
Swinedimples Academy Orientation Manual. 

| Also, search for 
the two red chests 
in the university 
building. The one 
on the first floor 
contains a gold 
rosary; it’s found 
on the lower left 
v c . , side of the map. 

Voucan find theoOterchestnearthemainentranceof the 

buddmg. Unlock the magic door nearby and then open the chest 
grabbing the pair of red tights inside. 

THE INVESTIGATION 

When y 



i you're done looking around, 

to the second floor and look for 
fellows are 


go into the kids'donn. climb 

a room with three boys. These 
.. 

done and interrogate everyone " ^ Wheh 


You're probably starting to get an idea of what' 
academy, but it's not enough to do anything with. You 

information. 

Leave the dorm and watch® 

the students head to class. Walk 

to the left side of the map and 

search for the three boys again 
i (they're skipping class in a side 
yard). Talk to Fred, the leader, 
and say that you want to join his 

group. Agree to this, and he'll tell 
you about a great way to find the 

academy ghost. 

The plan is to meet at midnight 
on the top floor of the main 
building. Outside, on a ledge, rests a statue. Supposedly, anyone 
that touches the forehead of the statue gets to see the ghost! It 
sounds like normal school gossip, but why not check it out? 

| Go back to the dorm 
and rest in your 
! room; that’s the 
S one at the bottom 
left side of the hail. 

I Get up during the 
evening and slip 
over to the main 
building. Climb to 

the third floor and step outside. Sure enough, you discover a statue 
there. Touch its forehead and see if anything happens. 

After several events transpire, leave the building 
and walk to the right. A new entrance has been 
revealed in the corner of the 
map. Go into the basement and 
see where it leads. 

































B1F V 


B2F Classroom 


B2F V 


Enter the classroom on the left. Look for the perfectly 
stacked group of books near the side of the room. Use 
those to climb on top of the bookcases. Follow the 
shelves around to get a blue chest on the right. 

Advance along the 
bookcases and climb 
down the ladder 
you come across. Go 
through some toxic 
goo and wrap around 
to get the other chest 

in the area. This red chest holds a brainy bracer. 


Have a Safe Passage 




Remember to use spells 
or items to protect your 
party from damage while 
walking through the nasty 
goo. 




The Old School 


School Ghost Storv 


SHOW SOME SCHOOL SPIRIT, GUYS! 

The lower basements haven't been used in years, and 
you can tell with just a glance. There are pools of toxic 
sludge in parts of the hallway and classrooms. No 
wonder students don't come down here of their own 
volition. 


• Barrel 
▲ Pot 
HI Cabinet 
& Recipe book 


Swinedimples 

Academy 




























































^ work V oar way t0 tHe 

walkuptothecorne . tfara way. 

leave the room. The stairs ar ^ Readt h« 

The second basement ^ Kewn d | oot thechest on 

books on the shelves in the main ^ get con fused, the 

the right wall foran ei " hande '^ d J rA | t ’s an intuitive 
einhander is a glove, not a one-handed s 

mistake to make. 


it ' 


Walk down to the southern hallway, Heal your party to full health, 
and then enter the small classroom at the bottom of the map 
where the professor is holding his class. Approach the spirit and 
talk to him if you’re ready for a fight. 

ACADEMY DROPOUTS 

Monsters have seeped into the basement over the years. Most of 
them are fun to fight. Teaky masks are great for fast experience, 
and you can rack up kills against them in no time. 

Raving reapers are 
a bit tougher. Their 
Eerie Light lowers 
magic resistance, 
and they combine 
physical and magi¬ 
cal damage fairly 
well. These guys 

are one of the more _ 

troublesome targets in the basement. Slip around them if ■ 

::zi 




Wight priests die very quickly, 
but they can be scary if you fight 
too many at once. They have 
single-target and area of effect 
magic, and their occasional 
clusters of four take at least a 
leu rounds to break down unless 
your party is very aggressive. 


time to cut class 

ct your best armour on and have your party prepared for&§i 
Phy Slcal dama § e before this fight begins. You're going to be ; 
h 8hting a double attacker that can actually string his own blo» 
together and get bonus damage. He would beapji 

^starting to get so high in level. 


iff your p 




























GOLD: 145G 


XP: 1310 


g C are decent enough to supplement his offense. 
i Troub^Mn"H St ' eSt thm9S ab ° Ut tHe Dreadmaster is his ability Double 

II I a 9 T- attaCkS °" ,HeSame " erS ° n| This onl V' al <esa 

t wl; a J. e s able * “ se ano,her a « ack immediately afterward 
\ . th ee b,ows na,! the sa me character, you end up looking at 

maior damage, including a 20% bonus for chaining things together. 
Heal a 99ressively to prevent a death from burst damage like this. 

Sometimes the Dreadmaster uses an attack to raise his tension. 
This usually ends up backfiring. He doesn't put in the effort to get his 
tension high enough, so the trivial bonus damage doesn't make up for 
losing one of his attacks. 


The Dreadmaster's tension increases to 6. 


Spells or abilities to reduce magic damage 
are worth breaking out. Sternivus won’t 
cast his Crackle or Zammles too often, but 
they're worth mitigating or countering. 

It's easier to Sap and otherwise mess with 
Sternivus than some of the other recent 
bosses. If you have a character with 
important debuffs, go ahead and lean on 
those abilities. 


Before long, the professor falls. School's out! 


Weapon quests are only 
available for characters who 
have 30 or more skill points in a 
given weapon. You only need to 
have one person in your party 
with the required skill (so that's 
nice), and it obviously doesn’t 
have to be your main character. 


;-S: ' • d- ■ 


REQUIREMENTS ehr WEAPON TRAINERS 


After defeating the tainted professor, you get the final fygg. a 

reward of 3,ooo goldpieces, and the knowledge thatyou saved 

several children from death by boredom. 

Also the weapon masters come back to the academy. Thisopens 
> number of powerful quests for characters that have pi ogresse 
II. Look for these trainers all ovei the 


well within a certain 


skill. 


school ground and talk to them to find out what you can do! 


All weapon skills have a trainer 
here. They have a second round 
of quests for people who reach skill level 100 
aren't that high yet, but extremely dedicated 
soon. This is especially doable if you l® ve * ‘ n 
a character's favorite weapon. 


, Y0U r characters probably 

characters can 0 ' hare 
multiple classes that sna 


hjjr 
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I 
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Another 


Ride on the Starflight Express J 


the FRUITS OF YOUR LABORS 

Your hero has col¬ 
lected all of the fyggs | 

that are known to be 

in the Protectorate. 

Zoom back to 
Alltrades Abbey, do 
anything that seems 
important while 
you’re there, and 

then leave the abbey. Walk west until you reach the blue tree where 
Stella landed the Starflight Express. Summon the train there and 
then ask Stella to take your party back up to the Observatory 7 . 



OBJECTIVE LIST 

4# Zoom back to Alltrades Abbey 


Leave the area and walk to the west toward the blue tree 


Summon the Starflight Express when your group reaches 
tree, then tell Stella to take everyone up to the Observer % 


On the way, you're met by an old acquaintance 


After an extended scene, your character awakens in 

Wormwood Creek 


Several things happen on the way back. The situation is entirely out of your control, and no option you take changes the resolution o 


the encounter. 


When the ev ents sort themselves out, your hero wakes in a small town called Wormwood Creek. 


Wormwood Creek 




ITEMS OF IMPORTANCE 

** Terrible tattoo (a chest in the weapon shop) 

Mini medal (a chest in the weapon shop* 

Mini medal (inside a chest at the inn) 

OBJECTIVE LIST 

Wake up and get your bearings 

Search the town for recipes, qood stores, and se - 
items 

Rest until evening at the local inn 
Attend a meeting at the church 











Challenge Quest 038 







Valkyrie sword 

7700 

Dragon claws 

14500 

Dragonsbane 

10000 

Battle-axe 

3900 

Sandstorm spear 

6600 

Moon axe 

8800 

Halberd 

11200 

War hammer 

4600 

Icicle dirk 

9600 

Giant wrench 

7900 

Rune staff 

12400 

Razor-wing 

boomerang 

9100 

Oragontail whip 

14000 

Swallowtail 

9600 

Mistick 

16500 

Potshot bow 

9200 

Mandrills 

7600 

Blowy bow 

12000 


WORMWOOD CREEK ARMOUR SHOP 

COST (GOLD ITE M C ° p * 

PIECES) 


COST(GOLD 
PIECES) 


Warrior's shield 
Dragon shield 
Raging bull helm 
Thinking cap 
Cavalier hat 
Hermetic hat 


Flowing dress 

18000 

Bruiser s bracers 

2250 

Metallic mitts 

3500 

Mental mittens 

1550 

Dragon trousers 

5600 

Kiltiet 

4200 

Sorcerer’s slacks 

2100 

Payback pumps 

2950 

Safety shoes 

2700 


Evac-u-bell 
Holy water 
Angel bell 
Magic water 
Coagulant 


28 
40 
90 
500 
90 


SO WHERE ARE WE NOW? 

Wormwood Creek must have a sordid (or tragic) past. The place 
is so unwelcoming that it’s almost a surprise anyone let you sleep 
there while on the mend. Your hero wakes in the house of the town 
mayor. A person named Wallace serves as your attendant, he s one 
of the few people who seems genuine in wanting to help you. 

Cet up and talk to the mayor. He’ll say that you must attend a 
meeting at the town church that evening. After that, you mightg^ 
kicked out of the place. If that’s their attitude, its no big l° Si> - ll & 


Strong medicine 
Antidotal herb 
Strong antidote 
Moonwort bulb 


Chimaera wing 






































THE BOWHOLE 


Western Wormwood (Islet! 


Western Wormwood 


Eastern Wormwood 
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chouse and the town it 
This js „ good search that contain hl S^" e " d 

general. There are several 1,0,1 . hotlSe , the item shop, and e 

alchemy recipes. Search the f e w items lying 

church for the recipes ynu need T ere a min j medal 

arraindT heweap () n S hop.«s^ £ 

^..arernhletattooLlV^sho^- 


Seatch the Wormwood inn next. This town doesn’t take too well 
,0 visiting types, so it's a little strange that they even have an inn. 
Once you go there to investigate, things should be clearer. 


The place is more of a 
local watering hole than a 

proper inn. Search the red 

chest in back for another 

mini medal. Afterward, 

rest until evening. 

Get back up and head over 
to the town church; it’s in the lower right side of to* 
mayor and see what he has to say. Wallace attends t 
(VERY briefly), but he runs off before much is said. 

After the people of Wormwood Creek make their decree, l eav 
town and head north. Wallace is said to be waitin 
Springs cave. It’s not too far away, and who else can ) 
to at the moment? 
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BACK AND FORTH AND ROUND SHE GOES 

Your party has plenty of quick traveling to do. Follow the road 
north out of Wormwood Creek and stay on the path all the way 
until it passes a bridge and enters a forest. Your group finds Hope 
Springs soon enough. 

Once you’re there, look for a 
cave in the lower section of the 
area. Enter the cave and search 
the only chest inside for a lucida 
shard. Wallace is right there; 
talk to him. He’ll give your hero a 
few ideas on how to proceed, but 
there are gaps in the plan. 

Wallace goes back to Wormwood Creek. Leave the cave and talk 
to a spirit that is standing by the edge of the water. You ve seen 
her a few times now. She tells you that her name is Serena. She 
lived in Wormwood Creek once, and there is something she needs 
horn there. Serena asks if your hero can search the town guardian 
statue for something of hers. 

Return to Wormwood Creek and search at the base of the 
guardian statue. The statue is hidden in some weeds outside 
the weapon shop. Don't expect to find anything. Soon, Wallace 
notices your hero's activities and comes over to talk 

When Wallace leaves, go to the church and look at the tom ^ 
on the right. Search around the stone until you find th 
necklace. Leave town and take the necklace back to H' p J 
Springs. Give the jewelry to Serena and listen to hei st0 V 




RECOMMENDED LEVEL 20 TO START (30 TO PROCEEDI 

ITEMS OF IMPORTANCE 

Lucida shard (inside the Hope Springs cave) r L. 

OBJECTIVE LIST 

Travel north, toward Hope Springs 
*** Foll °w the mail until your party enters the spring 

Search for a small cave and then take your group inside 

£ ^^ > ' Exit the cave and talk to the spirit outside 

Zoom back to Wormwood Creek and then search by the loot 
of the statue (just outside the weapon shop) 

* 4 ^ After talking to Wallace, go into the church and read the 
tombstone on the right 

Search beneath the tombstone to find a necklace 
—K : • C 1 -- 

Return to Hope Springs and talk to the spirit again 

* 4 ^ Listen to the spirit's story 

•4^ Agree to meet the spirit again at the Bowhole, to the west 

MONSTERS IN THIS AREA 

IS*** IgaLSMJGgUT^ 


EEE1 GRIM GRIMMER 


mi SPIATTEBHORN 
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™ SKELETON SOLDIER 
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,. There are two regions to t ^^ the one you waM 


l eave Hope Springs are a 

Wormwood Canyon. Theupp 


Stay mostly on the 




Wormwood. 


Go West, Young Celestnan 


A HOP. SKIP. AND A JUMP 

region The monsters are mostly familiar, so t isi 

, nJ „L, ta ' d “ n! “ nih “ d - 


The Bowhole is 
located in the upper 
left region; it’s fairly 
easy to spot on the 
map. Get your group 
over there and steel 
yourself for a long 
(and lucrative) 
dungeon run. 


The Bowhole 

SHOOT INTO THE BOWHOLE 

Skeleton soldiers fill the outer yard of the dungeon. Search the side 
route to the right for three blue chests. After getting those, take the 
left route that leads around to the main entrance. There is another 
entrance farther right, but the way is locked for now, even to the 
most intrepid adventurers. 


Vena is standing in front of the main entrance. A potent eneroy - 
Prevents normal travelers from entering. Get Serena to help you She’ll , 

" H " evei you want - Poll e your head in and see what the place look Ik ^ * F ' tUa ' t0 ^' Spe * E ^ e ener gY- Now you can 

TnPlv ara 
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spirit 
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RECOMMENDED LEVEL: 30 TO START (30 TO PROCEED) 


141 


HP: 


760 


' ;4 


110 


GOLD 


122G 


118G 


GOLD 


145 


BLOODY MANGUINI 


140 


HP: 


720 


!>1 


118 


GOLD 


U ; T 




GOLD 


143 


GRAMARYEGRUFCTi 


SCOURGETTE 


105 


HP: 


215 


500 




HP 


144 


147 


HP: 


145 


' .G. 


146 


1100 


120G 


GOLD 


149G 


GOLD 


head inside 
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are three holes in the ground. Your group can set d 

** the back of this cave. Shell teach you Weird Danra!? thr0Ughim y them, but hold on a 

-...'.7*—^“* 

Itake care of that first, right? 











































DRAKULARGE 


RECOMMENDED LEVEL: 10 TO START (812 TO PROCEED) 

ITEMS OF IMPORTANCE 

Prayer ring (in the lower side of BUoward the center) 

V * * 

3,000 gold coins (in the lower right side of Bl) 

Mini medal (in the upper left side of Bl) 

Holy talisman (top side of B2) 

*#► Light gauntlets (in the bottom right side of B2) 

Gold bar (in the bottom right side of B3) 

<*► Wyrmlight bow (found on the pedestal behind the boss, Gadrongo) 

OBJECTIVE LIST 

Talk to Serena at the top of the first map 
Descend to the bottom of the Bowhole 
Fight and defeat Gadrongo 

Take the wyrmlight bow from the pedestal behind Gadrongo and 
leave the dungeon 

Zoom to Wormwood Creek, walk west, and continue until your 
party reaches the end of Wormwood Canyon 

Look for a grey seal at the cliff s edge (in Wormwood Canyon), then 
interact with the seal and select "yes" when asked whether to fire 
the wyrmlight bow 

Talk to everyone who shows up, and then cross the bridge of light 


Go down through the rightmost pit and then work your way to the 
bottom right, where you find stairs leading back up to the top. You 
also find a red chest w ith 3,000 gold coins. 

Open the locked door above, come back down downstairs, and 
then lead your party' left. Keep going until you find a scary statue. 
Look north from there to find another red chest; this one has a 

prayer ring. 

Walk left again. Look for a blue chest in the lower left. It’s pretty 
much by itself, but you won’t have to spend more than d morr 


146 


153 


: -nii 


*0200 


GOLD 




108G 


GOLD 






145 


150 


1000 


I Ml 


GOLD 


G3ED 


148G 


GOLD 


172G 




205 


960 


4120 


GOLD 




210G 


GOLD 


G3E) 


315G 


152 


148 


ul 


HP: 286 XP: 1600 
GOLD: 187G 




GOLD 


164G 


151 


149 


126 


500 


1320 


143 


GRAMARYEGRUFFON 


144 


SKELETON SOLDIER 


215 


1310 


HP 


100 




GOLD 


I49G 


268 


147 


2000 


125M. 


145 


30C 


cam 




"i5uG 


GOLD 


GOLD 


120G 


Stay along the left wall of the map until you get to the upper left 
corner. A side passage there features a blue chest and a red chest. 
The latter contains a mini medal. 

Two locked doors prevent clear travel between the upper and 
lower sections of this level. Going along the left wall of the map 
avoids them both. To unlock the middle door, approach it from 
the south. For the rightmost door, approach it from the north 
When you're done unlocking and looting, use the sta.rs m the top 
right part of the map to descend. 


WHO NEEDS POORS? 


Your party can take the longer 

route around the doors eveiy time 

vou go through; unlocking the 
shorter route isn't necessary. So 
why bother, you ask? 

The answer is simple. This 

dungeon is a place thats worth _ 









































A FEW MORE FLOORS large. circular ^ 

to^<^ M ~Z**'**’***£' 

room. Search the sBM"*P° ke ' )dsa holy tali*" 13 " T 

extra goodies. The northern roo a fcw pots to smash, 

room in the upper left has a b M ^ gfit everything, but 

Your party must walk across m< don’t have Safe Sere „ 3 helps you 

that's not too huge a price to pay J w jth light gauntlets, a into the Bowhole 

Passage). The bottom right has a red ches 

blue chest, and two more pots. 



9 ■ ■. „ 


When you’re through with the place, look in the lower left corner. 
There, you’ll find stairs leading down to the third basement. 

You won’t find too much more loot here, and now the dungeon 
starts to become fairly linear. Head up to the top and open a blue 
chest. Wrap around the remainder of the floor and look for a gold 
bar in a chest by the bottom right. 

Liquid Metal Slimes: The Real Experience Begins 

On occasion, your group 
can find liquid metal 
slimes in this part of the 
dungeon. Avoid spending 
too much time with 
random encounters. Walk 
back and forth between 
the different hallways to 

maximize the chance ol spotting a liquid metal slime. When 
this happens descend on them like the fist of an annrv 
90 d Use abilities that give characters bonuses against 
nietal targets, provide multiple attacks, or raise your critical 
chance. All are worthwhile! y cracal 

Even a single kill against these creatures is worth am™ , 
full round of ir>uak i „-i,. . 'iwortn almost a 

ui levels lor characters that in »+,«• 
early 30 s. 31 are * n late 20s to 



[Western Wormwood) 


Take the stairs down at the end of the last hallway. Heal your 
party to full health, go across the rickety bridge, and prepare for, 

boss fight. 


don’t 



WHAT OTHER MONSTERS ARE IN HERE? 

The liquid metal slimes may be the most important but they're |j 
by no means the only beasties you end up fighting. 1 
are one of the tougher enemies. They have a monstrous a# 
of health, deal area of effect fire damage (with their Fierce Fse 'i 
breath and their single attacks arent bad either. Stay away 
khem unless you have a good reason to do otherwise. 

Sculpture vultures are simple targets. They drop quickiy 

Aeir buff spells. Kill them leisurely. 

" biatues and harmour are tougher opponents. I 

th * ipec,al abilities that would make :hem< 


come in large groups. 


Q i mummies are quite common: they 3 'tack i* £ ret C‘ ^ 
Health, and are fun to lull ifvou 

-anugea; your disposal. ‘ T 
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Gadrongo sometimes (randomly) just blocks your melee characters' 
attacks. Hopefully this won t happen more than once during an encounter. 

In terms of area of effect damage, Gadrongo only has a ground pound that 
deals 30-40 damage to each character in your party. With your current HP 
reserves, that isn't too bad. That is, unless your healer(s) are Paralyzed! 

Thus, there are two major threats in this fight. One, that too many of your 
people are disabled. Two, that Gadrongo overcomes individuals with his single-target damage. Most of his hits aren't that 
evil, but the boss can effectively land criticals. These inflict massive damage, knocking almost 200 HP off of an unprotected 

individual. 

Buff spells are a must (fighting without them is possible but risky)! Healing that tops off the party is also a godsend. 

Slip your damage in between rounds of healing and recovery. Don’t try to speed through the fight. A slower, safer approach 
gives you a much better chance of winning in the long run against this heavy hitter. 


before heading into the wilderness again. °° d Cfeek ' Rest and save there 


on and look for the outdoor 


area 


Once there, approach the grey stone tablet in the lower left Yn ■ 

□«»! Ab^oHigh, Ihat massivr r D , V > r' P “ d '° bow. 

t0 the Villagers who show up, and then take the bridge to a #** a 


. pr but don’t let that fool you, he makes up f 0r his 
Gadrongo is a single a ^ deeper jnt0 the fight. He has a wide rang* Ql 1 


’SSSXSZ*'-*- 


■ „| U likelv to see single melee attacks or Heart Breaker 

At first you re on y wjth hjgher dam age and the possibilities of 

Vausino Fear). Neither of these is too terrible, and a heale, 
can certainly compensate for either of them. 

Gadrongo sometimes reduces his own damage by defending whi, e 
attacking This keeps your group from suffering much that round. b w 
“our own damage output is going to hit a slump. There isn’t much,„ be 

done about it. 

After a few rounds pass, Gadrongo tries out his Burning Breath. That 
snecial ability is an area of effect that has a chance to Paralyze each 
oartv member (for multiple rounds). Bad luck here can be the end of the 
fiqht Bring moonwort bulbs to the fight and make sure to distribute them 
before the action begins. Use these on healers first to ensure that the group 
maintains its health while recovering from any disaster. 

















A Long Journey to Upover 



Wyrmneck (East) 


( Bridge of Light ; 


Wormwood Canyon 


/ynmneck (West) 


Wyrmtail (East) 


Wyrmtail (West) 


Wyrmwing 
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UPOVER 
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SOOTHESUME 


DRASTIC DRACKAL 


TERRORHAWK 


WHIRLY GIRLV 


CYaops 


MOOSIftR 


DRAKULARGE 


SAIL SERPENT 


soothesumf 


handsome CRAR 


TEMORNAIA* 
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m 

HP: 156 XP: 1240 

GOLD. 152G 
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HP: 153 XP: 1320 
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HP: 154 

GOLD: I486 
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MANY MOONS LATER 





This is one of the longer overland treks in the game Your 

must traverse several major regions without being able to siop f 


Stock up Now 

If you don't already 
have a healthy supply of 
medicinal herbs, magic 
water, and whatever else 
your party might enjoy ; 
return to Wormwood 
Creek for a moment and 
buy everything in sight. 

You won’t want to make it two-thirds of the way to Upover 
only to be stopped because your party runs out of HP/MP 




D north as far as you can in Wyrmsmaw and turn right when 
>u re near the top of the map. There is an entrance to another 
gion, but you should ignore that for the moment. Instead, ciicle 
toward the center of the map. It's a fairly linear route, so you 
en lift much danger of getting lost. 

limb the stairs into Upover when you arrive. 


After going across the bridge of light, take your party south. This 
quickly gets your group into Wyrmwing. If you’re well-stocked on 
items and can afford a few extra rounds of fighting, search around 
the map for spare alchemy items (refer to the map to help locate 
the valuable sites). 

When you re done, use the exit on the western side of the map to 
leave. This puts your party back into Wyrmtail, but everyone is 
now on the far side of the mountains. The entrance to Wyrmsmaw 
(yet another map) is located in the hill north of your position. 
Climb the stairs there and enter the new region. 


TONS OF FIGHTING, FEW REWARDS 

You encounter dozens of monsters on the way to the next town, 
ut most of them are only important if you’re looking for specific 
items that they drop (such as royal soil from the drakularges). 

This isn’t a place 
where most players 
should be leveling 
up extensively. If 
you need more than 
a half level or so, 


wait until you’ve hit I 
Upover and then 


find a more suitable 

leveling spot. The lower floors of the Bowhole are great areas for 
leveling. Simply killing one liquid metal slime garners you enough 
experience to equal 10-15 minutes of solid fighting. That makes 
up for a number of lesser fights, and those are still worth some 
experience while you’re waiting for another liquid metal slime to 
appear. 

All that said, there are still enjoyable targets if you’re in the mood 
for fighting. Bagmas are worth a tidy little sum of XP; they cal! 
for help and die as quickly as their buddies arrive. Be careful of 
their Inferno breath. Its damage is high, but you won’t see it often. 
Thank goodness for that. 

Sootheslime groups die awfully quickly as well. If you rein a 
position where battle is almost unavoidable, opt for weaker target 
like this to ensureiha$ou aren’t bogged down by longer fights. 

















Evac-u-bell 
Holy water 
Angel bell 
Magic water 
Coagulant 
Tangleweb 


OF IMPORTANCE 

medal (inside the weapon stiopl 


OBJECTIVE list 

Talk to the mayor about getting access to the Magmaro, 
Leave the mayor's house and then talk to the guard nearby 
When the guard steps aside, have your party enter the 

Magmaroo 


Upover 

VOU WONT FIND ANY 6ITS AHOUND H£« 

”."■r;—-- 

,h«pcopl<rof Upover-™*- 

n, know of a Mack dcagon ta» **** !”■ 

meeting this ancient leader. 

Search the town thoroughly. The stores have amazing merchandise. 

might need to go elsewhere and build a supply of coins before 
purchasing even half of what you need, but window shopping is 
still rather fun. 


Learn a few new recipes while you’re here. Search the mayor’s 
house as well as an unmarked building stationed in the upper left. 
By now, your party is beginning to learn how to create amazing 
things. 

Climb down the well and talk to a spirit dancer. He’ll teach 
you the Sultry Dance move. Be careful about using it in mixed 
company; maybe that’s what got this guy in trouble! 

You can find three treasure 
chests in Upover. The two blue 
chests are located in the item 
shop and in another unmarked 
house on the left. The only red 
chest is in the weapon shop, and 
that contains a mini medal. 




Medicinal herb 
Strong medicine 
| Antidotal herb 
Strong antidote 
Moonwort bulb 
Chimaera wing 


UPOVER WEAPON SHOP 


COST(GOLD 
PIECES) 


Fire blade 

21500 

Lightning lance 

19800 

Sword breaker 

15500 

Magical mace 

17000 

Dragontail whip 

14000 

Mistick 

16500 

Sadistick 

26500 

Dragon claws 

14500 

Fire claws 

21000 


COST (GOLD 
PIECES) 


Stellar fan 
Moon axe 
King axe 
Giant wrench 
Terra tamper 
Swallowtail 
Gusterang 
Blowy bow 
Great bow 


12000 


16000 


14800 


Dragon shield 

9800 

| Flowing dress 

Tempest shield 

12500 

1 Light gauntlets 

Power shield 

17000 1 

| Battler s bracers 

Mythril helm 

16800 

Mayoress's 

Steely sweatband 

15500 

mittens 

Glommers gloves 

Magical hat 

Dragon mail 

6400 

Battle britches 

Mirror armour 

Dark robe 

1150Q 

Seabreeze skirt 

22500 

Hiking boots 


13500 

She-lu shoes 







































Notice that you 
can go between the 
upper sides of town 
using the basement 

area (the stairs are 
out in the open). 

Talk to the man 
in the only room down there. He makes Drunken 
Dragon, the primary inebriant for the region, its 
rough stuff! 

Wlien all is well talk to the mayor (he’s in the build¬ 
ing on the upper right side of town). Hell give you 
permission to enter the Magmaroo. Leave the house 
after you’re done. Finish any business you have in 
Upover. and then enter the cave outside the mayors 
house. When vou’re ready to proceed, talk to the 
soldier that guards the Magmaroo. He’ll step aside 
once he knows that you have the mayor’s permission. 


# Barrel 
▲ Pot 
■ Cabinet 
£ Recipe book 
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DON'T STEP ON THE CARPET; 
THE CARPET IS HOT LAVA! 


Watch your step 
in the Magmaroo. 

The entire dungeon 
is filled with heat, 
steam, and lava. 

Walking onto the 
wrong spot deals 
damage to all of 
your party members. 

This won’t tax 

your resources too — if- 

heavily, but why waste herbs and MP? 


, lEV EL: 32 TO START (34 TO RROCEEOl 


i 


FEEL THE HEAT 


HEMS OF importance 

^ ,,500 gold coins (in the upper left side of U) ' 
^ See d of defence (in the lower right side of 12) 


. M i„i medal (at the top of U, when you come back down j* 
the area) 


• Saint's ashes (on the southern ledge of L3) 

Hades' helm (on the bottom right side of L4) 

, Sa , e , y shoes (in a small cave at the bottom of L5) 


• nraaon warrior helm, armour, gloves, trousers, and boots (a 
reward for allying yourself with Greygnarl) 


OBJECTIVE LIST 

Climb to the summit and meet Greygnarl, Hero of the Heavens 
4^ Fight for survival after a case of mistaken identity 


- Leave the summit after the battle, then Evac to Upover and 
see what has happened in your absence 


► Rest, jf needed, and then confront the armoured men at the 
base of the area 


■ Defeat these attackers and rest afterward 
► Talk to the old woman outside of the Magmaroo 


* Go down the stairs near the mayor's house; talk to the man 
who runs the brewery, and get some Drunken Dragon 


* Zoom back to Stornway and leave your companions at the ii 


' Zoom to Upover and talk to the old man again when your hero 
is the only remaining party member 


" Zoom to the summit of the Magmaroo, where your hero 
receives a Gittish seal from Greygnarl 


■ Fight the aggrosculpture that arrives 


- Take the dragon warrior equipment that Greygnarl gives your 
hero and equip all of it 


Talk to Greygnarl again and watch the scenes that follow 


pic- 


The Magmaroo has quite a few floors, so it takes moderate time to comnlete if* 

path through each floor before taking a steD This rerli P > our eyes focused on the map and plot your part' > 

walking on lava. to avoid excessive^ 

















The first floor doesn't have too much to worry about Sea - h ■ 

lower left for a blue chest. The chest is located inside 17' 

Jump in there, steal the easy loot, and get back out. Then l 00 k ' 

the top of the cave for the stairs that lead up. ^ 

Walk across a bridge and search the left side of this map for a red 
chest with 1,500 gold coins. Your party must walk across art vial 
amount of lava to get to it, but that’s no big deal. 


nter the Evil Empire 

Climb to the overhanging section 
o'the map and push forward 
from there. You won’t have to 

make any more weird moves; the 

level involves a lot of shifting up 
and down, but it's all in a fairly 
direct fashion. 



Go down to the lower edge of the map and swing to the right 
Grab a seed of defence from a chest over there. Take that before 
you use the stairs up to the third floor (they’re in the bottom 
center of the map). 



LEVEL THREE AND BEYOND 

You won’t be on the third floor for more than a moment. Take the 
northern route in this corridor and use the stairs that lead back 
down. These let you loot the final red chest from the second floor. 
This chest features a mini medal inside. 

Climb back to the 
third floor and go 
all the way south, 
onto a ledge. Walk 
left on the ledge, 
open a red chest 
that contains 
hint’s ashes, and 
continue to the far 
side of the map. Go all the way to the next cave. The stairs within 
take your group up to the fourth floor. 

The next level is the only one that seems complex. Ch e i t a 
moment before you start moving around. Nearby, look foi a 
three pots that are somewhat hidden from view. They it ^ 

to the left of the small stairs near your starting location Co 
bridge to loot these, and then return to the small j>teps 



It you REALLY want to know the specific directions, the following 
instructions w.ll help. Climb the small stairsand take the lower 

P . t0 tHe left ' Descend anoth « set of small steps at the end of 
the passage and look along the right side for a red chest, which 
contains a Hades’ helm. 

Go to the bottom left corner and work your way to the top from 
there. Stairs soon lead up to the fifth floor. 

NEARING THE SUMMIT 

The fifth floor is extremely small. Go to the bottom of the map, 
search a cave for a pair of safety shoes, and then take the stairs 
on the bottom right to proceed. 

Leave the cave at the top. You’re 
now at the summit of the 
Magmaroo. Search along the 
right wall while you’re making 
your way to the center of the 
area. There is a lonely blue chest 
that needs a friend. After opening that, Heal your party to full 
health and prepare to meet Greygnarl. 

The meeting doesn’t go exactly as planned. 

MONSTERS THAT ARE BURNING TO MEET YOU 

Almost all targets in the Magmaroo are high-end. Look forward to 
enemies with substantial health, frequent area-of-effect attacks, 
and reasonable experience rewards. Anything that you can equip 
to reduce fire damage is a good thing. 

Hell ninosare incredibly last. You see them throughout most of,he 
dungeon, and those cloud beasts use a mix of melee and bghl- • 
moderate area of effect damage. Utilize late-round 
kill them. Save faster characters for enemies tdat fi avea<diance 
Jbefore they can make the.r own attacks. 

















Mandrake marauders can 

inflict impressive damage; that s 

especially true if you wound 

them instead of killing them 
before their round arrives. The 

marauders tend to focus on their 

for double attacks. 

Mega moai often show up alone, 'fteir area of effect st ®^ > ^ 

that’s about all they have. Focus fireon them forabrutally fast kill. 

Magmaliceare wicked. Their Fierce Firehits everyone fairly well 

and their high health makes it difficult to drop more than one of 
them a round unless you have substantial magic to throw around. 
Leave them alone until all other targets have been eliminated. 


Livelavaaregreatforexpen^e. 

They don’t cause heavy damag 

and it’s easy to kill them. Sure. 

they can defend, but it doesnt 

make much ofa difference if you 

have multiple melee attackers. 

Corrupt carters are another one of the easier targets. They w 3ste 
too much time casting Kabuff. By the time it’s up, the carter 
should be about to die anyway. Have your faster characters target 
them immediately to score damage before their damage resista 
activates. 

HOW CAN YOU BEAT THE BOSS FIGHT? EASY. JUST WING I 

Greygnarl won’t listen to reason. Your party must beat on him 
for a while to show that you aren’t chumps. Defeat the dragon on 
his own turf, and don’t feel too guilty about doing it; he’s old and 
cantankerous. This is exactly what he needs. 




HP: 2280 

GOLD: 0 G 


XP: 15500 
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HERO OF THE HEAVENS 


GREYGNARL 


Greygnarl is a single attacker with relatively modest damage output. His melee 


is sufficient, but it rarely bursts to a high level. Special medicine or a single 


dedicated healer can make up a lot of ground in this 

fight. 


Because most 


For damaging the entire party, Greygnarl mixes Fierce Fire 
(which isn't too dangerous) with terrible lightning. 
The latter is the ability to worry about. It inflicts 
more damage, and Greygnarl uses it somewhat 
regularly later in the fight. 

h you have a party that is heavy on healers, you won't have 
a probably maintaining yourselves. If not, race for a fast 
victory and outpace the dragon's damage. That's easy if yw 
have special attacks that help the cause (Dragon Slash is 
a clear winner, Propeller Blade is as good as usual). Have 
8r c haracters augment the best attackers' damage to 
crease these advantages. A warrior with Dragon Slash 
can™ ^° rd ^ and ^ rost Fource (an armamentalist ability) 

Cann P Greygnarl in half. 


with Butt Raise party damagrfnste'l'" 89 ^ 81 ' '*'* " 0t Wor,h V° ur ‘'me doing much work 
"•stead and win this fight as quickly as possible. 


t 3 









The old woman from the mayor’s 
house shows up as you defeat 
Greygnarl. She’ll talk the dragon 
down until he realizes that your 
party probably isn’t there to kill 
him. Even still, he won’t help 
your cause and he doesn't believe 
your story about the black dragon. 



back in town 

Rest 


as soon as possible, redistribute medicine, and find out 

arrival of 8^°" T ^ e t0WnS ^ are ' n a ' 5UZZ because of the 
>val of three men in armour. The newcomers are at the 

southern edge of town; they're threatening to shred 
•or various nationalistic 


everyone 


that, are you? 


reasons. You aren't going to let them do 


It’s a problem that you can’t do anything about. Leave the summit. 
When those scenes are done, Zoom back to Upover. 


Approach the knight in the middle of the group. Talk to him 
and begin another major confrontation. 



Two stenchurions are flanking their leader. These lesser enemies have 
moderate attack power and fair health. The fright knight is considerably 
^ tougher, but he's still not quite a full boss. 


The safer strategy is to target the stenchurions, each in turn. 
Use area of effect spells against the entire group while your 
melee attackers bring down the undead. 


my The fright knight loses some damage potential when his 
r underlings go down. Not only is their damage taken out of the 
fight, but also the knight starts wasting attacks trying to Zing 
them back to life. This often won't work, so your party gets another 
advantage. 

During his round, the fright knight can use Attack Attacker 
deals direct damage to a single target and reduces the characters 
,ge output in melee. It s a pain, and the fright knight loves to use it. 

etimes the boss raises his Tension as well, but that's not something 
■ee often. It also won't make a major difference in the encounter. 

ssssaSSs—S. 

SSSS====- 

_riamaae-raising abilities. 


T KNIGHT 



mm 


# 

HP: 226 XP: 2180 

GOLD: 180G 
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, . ht ueutenant Hootingham-Gore 

Afteryou defeat the fnghtkmgn . ^ ^habitants calm 

comes down. Watch the n«t see ^gmaroo and talk to 

down after it's over. Climb back up < kno w that the 

the old woman outside the entrance. She in y 

dragon wants to talk to your hero-alone. 

Zoom back to 

Stomway and drop 
offyourextraparty 
members. Return 
to Upoverand go 
into the brewery; 
it’s reached by 
climbing down the 
stairs located to the 
left of the mayor’s house. 




Ask the guy who runs the brewery for some Drunken Dragon. 
He’ll oblige, and your hero should take the drink up to Greygnarl. 
Zoom all the way there to avoid problems. The Magmaroo 
Summit is on your list of allowable Zoom locations now. 


Greygnarl gives your hero a Gittish seal. He also says that hell give you 
several powerful pieces of armour. But this all gets interrupted when an 
aggrosculpture arrives, threatening your hero and Greygnarl. 


Fight this enemy and destroy it! 



KILLING THE 
AGGROSCULPTURE 


The aggrosculpture 
doesn't have much 
health, but its 
damage output isn't 
bad. You won’t want 
to trade blows with i 

the fiend for long. If ' — 

you think your hero 

may have problems. _ * 

come here with a 75 p " 4Ar * i41 

more combative 
vocation. 


rely on abilities that heal as thev d Hr0Uni1 Ei,he 
(e g.. Miracle Slash) or an w V dama 9 e the targe 
techniques are dependable a " ression Bo 


After winning, 
your hero is given 
the dragon warrior 
gear that Greygnarl 
mentioned earlier. 

Put all of it on, and 
then talk to the 
dragon. He’ll fly 
your hero into the 
heavens. A great confrontation 
ensues. 
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PIECES) 




items of impobtance 

OBJECTIVE LIST 

Watch your hero's introduction to the area (you are 
automatically taken to a cell afterward) 

Leave your cell the next morning and then head to the main 
yard of the prison 

Talk to a large man named Sterling, who offers to show you 
around the area 

40,. Exam jne the following spots: the boneyard (upper left), one 
of the shields (upper side), the gallows (up top), the wheel of 
suffering (on the right), and the southern exit 

Aft er walking around on your own, save and shop, then talk to 
Sterling again when you're done 

40 Rest and then approach the gallows the next morning 

Equip your hero after the fighting starts; leave the Gortress, 
Zoom to Stornway, and get your party back together 

40 - Return to the Gortress and assault the guard tower at the top of 

the map 

Kill the lethal armour inside and turn off the shield generator 

Talk to Sterling outside and follow him into the solitary 
confinement area 

^ Confront Lieutenant Goreham-Hogg 

Loot the ultimate key from the nearby chest and go downstairs 
afterward 


Free all of the prisoners before leaving with Sterling 

MONSTERS IN THIS AREA 


tU l LETHAL ARMOUR 


R IHEI GOREHAM-HOGG 




For a brief time, you won be can bIow 

^ IlWi 

right through it if you’ 1 * worried about bet g 

forget to take your equipment (yay), 

Similarly, you get to keep all your money. 

! et the Lieutenant have his chortling for a while. When he stops, 

y0U rhero is taken toaholding cell. Talktoanotherpnsone 

before you get some sleep. Wake up the next morning and climb 
to the main yard of the prison. 


GORTRESS ITEM SHOP 

COST (GOLD I 


COST(GOLD 
PIECES) 


Up top, you meet the guy who was talking earlier. His name is 
Sterling, and he seems like a stand-up fellow. He doesn t accept 
that everyone in the Gortress is doomed to die there. 

As a way of introducing your hero to the place, Sterling tags along 
and points out the key spots as you approach them. Examine all of 
the following areas to continue: 

^►The boneyard 
Any of the shields 
The gallows 
The wheel of suffering 
The southern exit 


You find the boneyard on the left side of the map. This is where 
people are buried after they’ve died in the Gortress. There are 
plenty' of graves already, and who knows how often they pile 
multiple people into the same spot? 

1 he energy shields prevent prisoners from leaving (to the south) 
or approaching the guard areas (to the north). Oddly, your hero 
can go through these at will. After a moment, Sterling and your 
character realize why that is. It’s nice to have some good news 
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The gallows are 

expect. Hopefully 
you won’t become 

them. They’re in 
the center of the 
yard, above the 
entrance to the cell block. 

Look on the right for the wheel. It’s powering something impor¬ 
tant, so you know it has to get trashed or disrupted sometime soon. 


Enter the Evil Empire 



F 'ght him and 
kill the creep. He 
doesn’t have much 
health, so have your 
group use their best 
attacks to bring 
him down quickly. 

You get to rest soon 
after this fight, so 

there is no reason to conserve anything, if the lethal armour gets 
to summon a cureslime, switch all attacks to the newcomer (its 
Fullheal spells can be quite troublesome if you don't kill it). 


Finally, the exit outside lies to the south. You can’t leave quite yet, 
but Sterling already has a plan forming. Trust him! 

WHAT NEXT? 

Sterling finishes his tour and tells you to explore on your own for 
a bit. There isn’t too much to do. Shop at the modest item store if 
you like, or visit the priest on the left side of the yard. There isn’t 
any good treasure to loot yet, so you might as well talk to Sterling 
again as soon as you’re ready to advance. 

Sterling tells you to bide your time. Get another night’s rest. After 
waking up the next morning, approach the gallows. There are 
doins a-transpirin’! 

An important scene follows. Watch everything that happens. 
When it’s done, equip your hero and then leave the Gortress. 

Zoom back to Stornway, call your party back to duty', and return to 
the Gortress. Its payback time. 



Go through the shields in the upper portion of the yard a i^ 
lead your party into the watch tower at the very top. Gl> nib ^^ 
^ond floor of the watchtower; try to use the mach*ne ^ 
^mall area. This provokes a lethal armour to attack yo P 


After the fight, stop the shield generator and go back outside. 

Talk to Sterling again. He’ll push forward into the solitary wing; 
its entrance is underneath the guard tower. Follow him without 
delay! 

Just inside the door, search for a healing field. Step into it for 
full restoration of your characters’ HP/MP. Your people still feel 
hungry, but that’s normal for devices of this nature. 




set of stairs in the 
room and search 
the level below. The 
left wing features 
a recipe list in a 
bookcase, and 
the right side has 
the kitchen and a 
couple of pots. You can find two red chests up top, but you need 
to win a major battle to get to them. Sterling is waiting there, and 


Climb down either 


he's glad to see you. 
























WRAPPING IT UP 


THIS IS one ‘ - .. y aine 

You're either going to win fast or lose big time. Th e 
Lieutenant is all about damage. He can' t 
9 resist magic well, his health isn't that hi h 

compared to your party's current damage 
output, and his defense is laughable. 

To make up for these weaknesses, the Lieuten I 
has ludicrous area of effect damage and ** 
occasional single-target critical hits that are also a 
sinister threat 

greatest concern for any party, especially one 
without a higher-level priest, is when the Lieutenant 
swings his ball and chain. This area of effect deals over 
60 damage to every party member. It's reliable, and you see 
it every few attacks. Awfully mean. 

The Lieutenant's single attacks are usually feeble, but his critical 
have enough burst damage to take down anything short of a character near full health 

So, unless your party has wicked healing or a great supply of medicine on-hand, its 
essential to raise your damage output as quickly as possible. Double Sap Goreham and 
use any abilities to raise your melee characters' direct damage for the next few rounds. 

Keep your eye out for useful coup de grace moments. Goreham's high damage is likely to | 
trigger at least one of these for your characters, and anything with high survivability or 

ig amage output is a godsend. If you have a warrior that gets a coup de grace, life is 

extremely good. 

expose vour wmi! UP with * evel,n 9 or armour upgrades, this fight has a tendency to 

knesses H, 9 h health characters make up for that, so change vocations 




? ^ ' Um the boss bacon bits, search the chest or 

ey whtle Sterling recovers a whistle from the other chest. 

Go upstairs and heal vour mrh, tk 
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A Meeting at the Observatory 


OBJECTIVE LIST 

Talk to the recovering celestrians 

Descend to the second floor of the building and talk to Apus 
Major 

Climb back up to the fourth floor and talk to Apus Major again, 
at the entrance to the Starflight Express 


Board the train and tell Sterling to head out 


ALL ABOARD 

The scene shifts, 
and your hero 
is soon at the 
Observatory. 

Currently, youre 
standing on the 
third floor, talking 
to the celestrians 
that you recently 

rescued. After they’re settled in, leave the room and descend to 
the second floor of the Observatory. 

Go to the top of the map and talk to Apus Major. 
When he’s finished speaking, follow him up to 
the summit of the Observatory. Interact with 
him again at the entrance to the Starflight 
Express. Board the train afterward and talk 
to Sterling. Ask him to take everyone to 

the Realm of the Almighty. 


And with that, you re 


off! 
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the Realm of the Aim 


Arriving at 
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ITEMS OF IMPORTANCE 

White knight’s shield (inside the western temple) 

a 1 ** YP V*' jpR r 

Mighty armlet (in the northern map, out in the open) 

OBJECTIVE LIST 

After arriving, talk to Apus, and approach the main door ahead 


Pass through the door, take the northern 
stairway 


exit, and climb the light 


Continue up the stairs ol light until you reach the main temple 

Walk up to gates and offer the fyggs 

Meet a powerful force ol goodness and listen to her plea 

Tv,* • 


CLIMBING A STAIRWAY TO HEAVEN 

T he Starflight Express doesn’t have any problems w on the road 
this time. Your train arrives safely in the Realm of the Almighty, 
and ev ei yone disembarks. Talk to Apus Major outside the engine. 
He II ask that your hero deliver the fyggs. 

' no ' 'h and interact with the main door of the compound. An 
inscription says that only the pure of heart may pass. Hopefa#! 

yo “ve been a good boy or girl this year. 

o 

1 uu>u gh. the door opens! Proceed into the compound, but 
te^T 1 8 ° d i rect ly t0 the faread of the ntap. Search ^ western 
P ° l a red chest wit b a white knight’s shield. 
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-The Realm of the Almighty 



That’s a great piece of equipment for defending; you’re lucky to 
w get it so easily. 

Explore further if you want, but there aren’t any people to talk 
to in this map, nor is there any more treasure. Go through the 
northern exit. 


i* 
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Ij&s- jept 
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A chest in the second map holds a mighty armlet. Get this by 
taking the rainbow bridges. Walk right, take a few steps deeper 
into the circles, and then walk left on the inner one. That s where 
the treasure is sitting (it's right out in the open). 

Take a moment to look around. Notice the beautiful pool on the 
left side of the map. You can even climb up to a higher tier, swim 
in the pool, and ride over a waterfall. On the right side, look for 
the stairway up to the eastern temple. You don t need to go the 
but the markings on a few stone tablets reveal things about 

powers that be. 


Climb the central 
stairway and explore 
the temple at the 
top of the Realm of i 
the Almighty. Apus 
Major w^ants your 
hero to find any sign 
of the place’s ruler. jjjl' 

Take the stairs inside the temple and climb up to the higher floor. 
A set of pearly gates are sealed at the top. Approach these and 
then offer the fyggs when you are bidden to do so. 

The entire group is returned to the Observatory A goddess 
appears and explains that she is Celestia. She needs your hero 
to destroy the Gittish Empire before it fully emerges from the 
shadows. The idea sound quite reasonable, so why not get on that? 

Talk to Stella and 
Sterling when the 
scene concludes.Go 
to the train with them 
and tell Sterling to 
take everyone to 

Gittingham Palace. 

Victory is within 
reach. 
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Wandering around the Gittish Empire 


GITTINGHAM PALACE 


THE GORTRESS 

mu 
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GIT UP THERE 


RECOMMENDED LEVEL: 34 TO START 138 TO PROCEED) 

_jg0PPflP|M 

OBJECTIVE LIST 



& 


► Approach the fortress north of the blue tree 


> Make sure that your group is properly healed and prepared 
for a major fight, then enter the fortress 


Your party isn’t far away from Gittingham Palace, but stop and 
think about what you're doing. If you feel confident about your 
party’s equipment and power, go ahead and enter the palace 
(stationed to the north, only a moment away). However, this is a 
great time to take a break from the story. 



I 


MONSTERS IN THIS AREA 



A brief scene begins when your group tries to enter Gittingham 
Palace for the first time. Your allies make sure that the group can 

get inside without 
any problems, but 
that’s about all the 
fire support you can 
expect. The rest is 
up to you. 


Power Up! 

If you have a number of 
characters around level 
33 already, there’s no 
reason to hesitate. If you 
don’t, it might be the best 
time to hunt for liquid 
metal slimes and get up 
to speed. 














































IF North 


IF West V 
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Gittingham Palace 


Challenge Quest 
115 & 116 & 117 


# Barrel 


©Recipe book 

































































































4^- Reckless necklace (LI East) 

, ' « 

*<► Mini medal (LI East) 

•#► 5,000 gold coins (LI North) 

^ Celestial spear (LI North) 

> 4 ^ Mini medal (LI North) 

^ Seed of deftness (right side of LI, inside the pentagon) 

4 * Dark shield (upper left side of LI, inside the pentagon) 

'#»> Mini medal (on the parapets, south side) 

4»- Seed of skill (on the parapets, north side) 

»#► Mini medal (on the bottom right side ol L3) 

rMPT 

OBJECTIVE LIST 

• 4 ^ Meet Lieutenant Hootingham-Gore and bring his life to its 
conclusion 

h - ^ * 


conclusion 

)► Climb to the top of Gittingham Palace and fight Goresby- 
!► Enter the throne room and attack King Godwyn 


SECURITY AROUND HERE IS TIGHT! 

Your buddies barely get a foot in the door before you’re accosted. 
Lieutenant Hootingham-Gore makes himself known; he’s upset 
that you escaped from a Gittish prison, but he doesn’t give a hoot 
about what happened to Goreham-Hogg. Without delay, he’ll 
bring the fight to you. Be ready. 


bosstrou. 


I HP:187 XP 960 _ 1 

GOLD: 210G 


w 

H p : 186 XP: 1780 1 

GOLD: I62G G3l0f. 

M77 

FREEZING FOG 

m 

HP: 126 XP: 1360 

GOLD: 120G (SBE9| 



.. . 

I 

HP: 226 XP: 2180 

GOLD: 180G G3S)| 



fi76 

LETHAL ARMOUR 

HP: 194 XP: 1680 

GOLD: 164G 


M71j 

EIImSEEMM 


HP*. 160 XP- 138Q 

1 GOLD: 122G Q* 


STONE GUARDIAN 


182] 

WIGHT KING 

11 

HP: 186 XP:16ffl)n 

| GOLD: 165G GtfHll 


HOOTINGHAM-GORE 


HP: 1854 XP: l{ 
1GOLO: 4050G 


272 

GORESBY-PURRVIS 


» 

HP: 2306 XP: 20000 1 
GOLD: 4550G 


f273) 


m 

HP: 1970 XP: 0 

GOLD: 06 


274 


& 

HP: 3250 XP: 26500 I 
GOLD: 6000G CgS)| 


[205] 



HP: 627 XP: 4120 

GOLD: 315G G3E3[ 




























CnlK*l hit! 


HOOTINGHAM GORE 


|271 

HP: 1854 XP: 18500 
Q GOLD: 4050G C3m l 


Hootingham is a truly clever boss. He doesn't appear by himself (a 
rarity for bosses in this game). Instead, he brings two bad karmours 
to cover his flanks. They'll intercept spells and melee attacks for him 
until they are slain. Don't go for the direct approach; it takes longer 
[ t0 k,H ,he ^ bad ^armours if they're allowed to block. They end up 
both taking damage, and neither die quickly. 


Instead, attack a specific bad karmour directly on round one. 
Fight the creature until it's killed, then target the other one. Leave 
Hootingham-Gore for last, even though he's a pain in the rump. 


The Lieutenant is a double attacker. He'll usually combine a buff or 
debuff (Bounce on himself or Eerie Glow on one of your characters) 
with an attack spell (Swoosh for area of effect damage, Frizzle for 
single-target pain). 


If you don't have Multiheal, this fight is tough. Bring medicine 
for every character and have spares. Don't skimp! The fight is much 
longer when you do it this way, but it's survivable. 


If you do have a priest that is high enough in level, the fight is significantly easier. Hootingham only has his 
area of effect damage. None of his other attacks burst for anything. That means that he's a helpless babe 
when your healer can keep up with the constant, moderate damage. 


You probably have at least one person with Wizard Ward. Ifs an incredibly easy way to resist damage in 

r. esz; »i.«—...*•« ' "r v - 1 "" “ 

fight. They'll pay for themselves nicely, especially for low health characters. 

pound yourself. This boss has enough agility that you won 
have a character that can Acceleratle the party. 




/ atU 


Bury this fool. He II spot ( ^ ^ worse! 

two died so easily, the ma >- ^Pifttr ie bo» leave the palace and rest 

t n f damage or arc low on , easy on you 

somewhere convent , their front door? 

Wa „* y0 .tol*W®«‘" W 


JP* |T , 





















U „„h (he main doors and into the first 
When you're ready, go thron g Take the western 

level.Thecorridorheadsoffmtwod.rect.ons, 

tKptp Are many barrels and pots 

hidden in Aeolw« h«'ide the path- ch«e for minor lo*. 

and climb the stairs at the end of the route. 


Much N treasu re tou ve S for 

Watch out when you - 4 

take the stairs up. 

If you step on the 

carpet to the party s 

right, it tosses ^ 

everyone down 

to the first level 

again. However, you 

won’t be near the 

staircase you just 

used. This throws off 

the entire treasure run and forces you to go all the way 
back to the beginning to start over. 




Now you can climb those stairs, wh.ch lead up to a s 
and studyarea. Read the book in the bookcase; it's 
of the Supreme Sage ." This book is where you go fo, 
sage vocation quests. The first quest eventually teas, 
to become a sage. Climb back down the stairs when ■ 
accepting it. 

There is an inner courtyard in the I 
first level. Use the door that faces 
in toward the pentagon to reach 
this yard. The door that you’re 
looking for is on the left side of 
the hall in Li East. 


Proceed left, out onto the open ledges. Walk along these to get the 
loot that’s coming to you. The parapet to the left leads to a mini 
medal. Return to the northern part of the level and go all the way 
back to the beginning of the dungeon. You can save some time by 
dropping into the treasure room via the carpet, but for the sake of 
clarity, we’ll go the long way around! 

Once your group is back at the entrance to Li South, take the 
eastern branch. Go to the end of the route and continue into a map 
called Li East. This area has two chests. They’re both on the right 
side, and they contain a reckless necklace and a mini medal. 


/*■ * o 

**■*'"• .. 


Keep going through the corridor to reach Li North. Ignore the 
staircase in front of your party and push on through the hall itself 
You find a treasure room with three blue chests and three red 

' bests. The latter contain: 5,000 gold coins, a celestial spear 
and a mini medal. 


Continue through the doors into the pentagon to gete 
loot. The door on the right takes you into a storage room. 1 
room contains a seed of deftness and a couple of barn 
entrance on the left side of the structure gets you to a c 
a dark shield. Go through the archway on the right, just a l 
north, after you have the shield. This eventually takes your : 
to a room that has a resting spot and a staircase that leads l 

MOVING ON 

The chamber above the pentagon is disturbingly busy. 1! 
appear there all the time, and you can’t outmaneuver t 
Because you can always rest below, there isn’t much of a r 
to avoid the encounters. Kill your way to the left side of the 
and look for things to break and loot to the south, and s 
recipe book to the north. 

Use the exit on the right to get out to the parapets again. $ 
the northern side for a rare seed of skill. Go back to t 
and use the staircase up to reach another library: This c 
bookcases, and both have recipes for your party! 


TW * 1 ** -'fertwotMt, or Ev«r 


1 t ^ e Stairs ^ a<: k down and go outside again, wgm 
Und 10 sout h*rn door. This gets you access to a C- 

ailt0 Above, you 11 discover twoche 


















One is blue: the other is a red chest with another mini medal 
You're starting to get these medals quite frequently now 

Gooutside. where the last Lieutenant awaits. Heal your party to full 
health and then talk to the last of the Triumgorate: Goresby-Purrvis 

lieutenants and the bosses who love them 

Goresby-Purrvis is the first in a succession of three boss fights 
He's arguably the hardest of the three encounters, so make sure 
that you have a wealth of supplies before starting the fight. 


I XI 


Vou von t need anything to cure status ailments. Everythino in 
ls g t centers around surviving extreme damage. 

Keep a Yggdrasil leaf handy on a - 

couple of characters that aren’t 
your healer. This might come in 
handy if your healer is the person 

who bites the dust. Also, put 

your healer in the back row for 

this fight, regardless of his or 
her health. 



HP: 2306 XP: 20000 
GOLD: 4550G fMa l 


*>■ 


Uk. , J joints c| d.i.is*. 


Goresby is a double attacker who believes that his sword should do the talking. 
He'll often attempt a single-target attack with decent damage (60ish) and then try 
for something more frightening. His nastier moves involve incapacitation or ludicrous 
single-target damage. 

Multislash is one of the more tepid special moves that you see from Goresby. He'll hit 
random characters several times. The total damage is moderate, but it never bursts 
amazingly high. This is easy to heal through. 

Kacrackle Slash and Flame Slash don't do anything special either. They hit a single 
target for moderate damage. Again, it’s easy to heal through. 

Goresby often does a swift upward slice; this is where the intimidation begins. When 
the move hits (which frequently occurs), the target loses his or her next attack round, and still 
takes full damage as well. Make sure that your healer keeps people topped off, because you 
never know when that caster is going to lose a round. 

bit more if you're unlucky. 

, .... There s a SU pe,bly good reason why this dungeon is rated as level 38! 

Multiheal is your best friend. Theres a supern.y s 

ra „ have two healers at the ready (or one healer and 

If you don't have “““j ^ | Y oade d with healing items), 
another person who is positiv y 

333j@^@SS* 

true even ,f you need to av k s. Keep then, refreshed as 

, hev help mitigate most of Goresoy 

Buff spells are great, since th y 

much as possible. 



















KING GODWYN 


Mfi»hter collapses into a heap. His nine 

Eventually the great ^ ^ ** go into 

xssrrrst,—- 

worthwhile. Believe it! 

When yourparty gets backtothe top,redistribute medicine, 

magic water, and whatever else you need. 


The next two 
fights are more 
of a caster’s war. 
Your party storms 
in against King 
Godwyn. Approach 
him to begin the 
battle. 


The party's HP aria MP are full 


The first phase against King Godwyn is almost a 
gimme; his damage output is laughable, and you 
^ aren't in grave danger at any point. Keep your 
group well-healed, conserve magic points 
f (for all characters), and have fun beating on 
the ugly creep. 


Godwyn alternates between single 
attacks and double attacks. His 
I melee damage is decent, but it 
doesn't have any special traits. To 
mix this up, he launches a ball of 
energy from the top of his staff (hitting 
two random characters for around 50 
damage each). 


King Qodwyn flings the hill from th 
his stiff! 


Heal steadily and keep your damage 
dealers attacking. It's that simple. Until.. 




***<**!► , 
























King Godwyn becomes much more 
aggressive when you push him into his 
second phase. This is when the fight gets quil 
jk serious. The undying fiend starts attacking 
|k twice every round, and his base damage 
NX increases by a fair margin. 


■ Godwyn uses a mix of melee and 
Kafrizz for single-target damage. Then, 
he unleashes Inferno to wound the 
entire group. These aren't the best burst 
Ip abilities in the game, but they're 
K persistent. Don't fall behind with 
Ip your healer, even if you think you can 
afford a couple rounds of attacks or 
augmentation work. 


One reason that spells like Buff aren't 
pF useful here is that Godwyn starts casting 

Disruptive Wave. He strips the positive spells off of your 
characters, making the spells/abilities less useful to cast. 


Ki&C Qoivyn casts Kafrizz. 











, ,. h.nleisover. Descend to the second floorand watch as 

Heal as best you can after ■ Camber (and be mindful of the electric 

.hesealed chamber is blown open.Oofntbm 
.raps on the floor). Use Safe Passage or Heal afte, ft 

, r inwn to a hidden room on the first floor. Take them down and 
Locate the stairs leaf mg < |hc game Resurrect any fallen 

talk to the ghostly priest below. He tan help you. 8 

compatriots, and do anything else that a normal priest can. 

There are more stairs below. Take them down into the Oubliette! 


The Oubliette 

Kal 


DON T FORGET WHAT YOU’RE DOING HERE 

Skirl around the outer perimeter of the first level. Avoid monsters 
il you like, and make your way to the staircase on the opposite side 
of the map. 

I here are treats down in Ba. Slide along the right wall (the room with 
the stairs) until you find a secret passage. Take this east until it stops, 
then turn south until you find the hidden chamber. Loot the two 
chests inside lora mini medal and a set of battler’s bracers. 


Hero »<*»»« » p 4ll vv , |* uW| , bur 


Hf 


RECOMMENDED LEVEL: 39 TO START (40 TO PROCEED) 

ITEMS OF IMPORTANCE yj{ 

Mini medal (secret room in B2) 

* 9 / 

Battler's bracers (secret room in B2) 

OBJECTIVE LIST 

Descend to B3 and free the celestrians that are locked in 
their cells 

Continue until you reach the deepest level of the Oubliette 

MONSTERS IN THIS AREA 


184 



HP: 220 XP: 2280 

GOLD: 132G lUcSM) 


1185 

HP: 222 XP: 2200 
GOLD: HOG GSEfl 


255 XP: 2040 

I GOLD: II 


FRIGHT KNIGHT 


KING CRAB 


BADKARMOUR 


EEE3 

MIMIC 

HP: 188 XP: 2280 

GOLD: 132G 


0 

HP: 827 XP: 4120 

GOLD: 315G CUE) 
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t •;, 






























































h ' fU 1 "Peror’s Punitive Expedition 


% Barrel 
A Pot 
■ Cabinet 
^ Recipe book 



































, hp , d south, around some rubble, 
Get back to the mam room an ^ fora frw minor 

and into a room along the when y 0 u' r e done, take the 

breakable/searchable ob,ects there. Wne y 
stairs in the lower left comer. 

fhird basement floor. Take the passage 
Your party is now on bookcases for several 

into the main room to the north. Searcn tn 

rerip^. You can also diwoven S" bf^Uble ' ,ems on the side of 
the room. 

Proceed to the north. There are four locked cells with celestnan 
prisoners. Save all of your comrades. Next, unlock the door m 
the middle of the cells and use that thin hallway to reach the 
next staircase. 


deeper and DEEPER 

TheCXibliette becomes extremelyhnear for the nextfew I, 

There are pools of toxic sludge all over the place, and mon 
become even more difficult to fight. Abyss diver, are r 
they tax your resources. This isn't as bad as it sounds; this, 
doesn't have a real boss fight. Thus, your party can procer 
it takes substantial MP to blow through the battles. 

There isn't anything to pick up on the next two floors. It's not 
until halfway through B6 that you see another chest; this one is 
located on the lower right side. 








1 iHSI 

■. 


This is not a real encounter. Corvus is too powerful to defeat 
right now. Whether your hero attacks or flees, the outcome 
has already been decided. 




lake your group to the very end of the Oubliette, and then approach the celestnan rk »• u- , 

myous rescue quickly turns sinister, and a duel commences. ‘ ChaU,ed Up at the bott0m ' What 1 **“ * 

An extensive scene begins after your battle with Corvus. and much k a a.- .. 

back up to the Observatory. ed ' At ,ts co "chision, \our party takes the Starf#* &{*** 

































Eat the fygg and fly to the Realm of the Mighty 


From on High: At the Observatory 


OBJECTIVE LIST 

Have another meeting with Apus Major 
Climb to the summit and interact with Yggdrasil 


Accept another fygg, then take it to the Starflight Express and 
talk to Sterling 


TICK FOR LIFE, TOCK FOR DEATH 

Can you feel that? Your hero has a tremendous choice to 
make. It’s coming soon. Have your character talk to Apus 
Major to explain about Corvus; he takes it in stride. By his 
logic, there must be something that you can do, even though 
it seems helpless. 

Leave Apus and climb to 
the top of the Observatory. 

Interact with the Great World 
Tree. The spirit within the 
tree has an idea. Another 
fygg made, which is then 
given to your hero. Take the 

fygg to the Starlight Express and talk to Sterling a out r ie 

choice you must make. Accept your hero's fate before going o 
.. , »i.r»Hinie u/nnV have anv powei 



over your people. 





































































































































WALKTHROUGH 


































































RECOMMENDED LEVEL: 40 TO STAR! 

»,* A £} 

ITEMS OF IMPORTANCE 

4»- Mini medal (outside, on a branch, to the left of the tree! 

, 

♦ Mini medal (lower right side of LI) 

♦ Seed of skill (right side of LI) 

♦ Mirror armour (left side of LI) 

♦►Seed of magic (top part of B2) 

♦ Mini medal (lower left of L3) 

Yggdrasil dew (outside, on a middle branch, right side of the 


MANDRAKE MAR' 


COBRA CARDINAL 


♦ Ruby of protection (right side of L5) 

♦ Seed of life (outside, past the locked door to the right of the 
tree) 

Seed of therapeusis (in the cells at the top of L6) 

*♦* Rusty sword (outside, to the right of L8) 


JFIflcl SICKTRIGERTAUR 


CUMULUS VEX 


Spellward circlet (left wing of L9) 

Elfin elixir (to the right at the Palace of the Mighty) 

OBJECTIVE LIST 

Cross the bridge across from the Starflight Express 

Climb up to the third level and attack Goreham-Hogg...Again! 

Continue your ascent until you find Hootingham-Gore, several 
levels above 

Climb to level 11, jump into a wind tunnel, and fly to the 
Palace of the Mighty 

♦ Attack Goresby-Purrvis at the entrance to the Palace of the 
Mighty 

Enter the Palace and climb to the second floor, then attack 
Corvus to save the mortal world 

"*► leave the Palace; afterwards, watch the scene that occurs 

’**' hgTSlV' 11 SPhe ' e bel ° W Whe " V °“ r pa,ly is ,ead V t0 

- 5 -:r- ** 


GENIE SANGUINI 


CORVUS 


[199] 


m 

HP: 256 X^29^| 

1 GOLD: 182G Gtlfflj 


fl 88 

>1 ... 


HP: 270 XP^BO^j 

g °id: 1466 cam 


rw 

EZSE23SBB 

ft 

HP: 768 XP^80^| 

GOLD: 78G CEEDl- 


271 

HOOTINGHAM-GORE 


HP: 1854 XP: 18500 
GOLD: 4050G G333 


[194 

E3 

4 

HP: 220 XP: 2450 

GOLD: 192G GUSD 




w 

HP: 187 XP: 960 

GOLD: 210G lilfll&IDf 


1 


[a 

HP: 520 XP: 3450 

GOLD: 152G GtWZh [ 


riisi 

ii In 

rk 

HP: 165 XP: 1350 

1 GOLD: 167G 


R93] 



HP: 136 XP: 1460 

GOLD: 104G %ji3uk}\ 


[276“ 

EHZIMKM ,r--* 

ill 

HP: 3000 XP: 
GOLD: 0G 

C3E>t 


[201 

1: f 


HP: 355 
GOLD: 187G 

XP: 3400 

fiTtfEal 


[270 

GOREHAM-HOGG 

* 

HP: 2470 XP: 17500 1 

GOLD: 3550G CUED 


[2051 


ffl 

HP: 627 XP: 412^| 

GOLD: 315G QjTjJ 


[ 202 ] 



HP: 365 XP: 3200 

GOLD: 172G OE3| 


GIGANTES 
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BARBARUS 


A 


i m r 
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MBMi 















































IT S A LONG WAV UP 

The Realm of the Mighty is a dark and twisted tower that has a 


The Final Battle 


nee you re ready to take on the bosses, form a combat party 

■■t r;ry;'~;r' A r t wwcr inat nas a at is ,oaded for **«*««>. Make to have a m* and 

style reminiscent of the Realm of the Almighty. Monsters control dedicated healer. Keep two melee damage dealers at a mi ' 

the entirety of the tower, so even a well-geared party has to worry even perfectly fine to hit the tower with three melee chlcL 
about a few fights. large fights are uncommon. All of the boss fights are single-target' 

affairs. Thus, spell damage takes a backseat to melee. 


1 ~ ' Hff POINT 01- MANY RETURNS 


Don't worry about bringing 
your party here at this time. 

Your group can return to the 
Starflight Express and evacuate 
from there. And even if you 
do come here and beat all of 
the bosses, the game doesn't 
end. Your hero gets to continue 
questing and exploring even 
after the main story concludes! 





Always come to this tower with a healthy supply of herbs, 
medicine, magic water, and items that remove status ailments. 
Gold definitely benefits you at this point in the game, and these 
useful tools come in handy when you’re deep in the tower. 

Look at the sheer number of maps involved in climbing the tower; 
it’s impressive. A text walkthrough doesnt quite do justice to the 
climb, but you must push forward despite that. 

Although almost every location in the game can be revisited later 
on, this is the exception. You want to get every single piece of loot 
in this place before beating the final boss. Most of the loot is nice, 
but can be found elsewhere. The big exceptions are the mirror 
armour, the rusty sword, and the spellward circlet. Be aggi eSr> ‘ N e 
about tracking these items down. Of them, the rusty swoid is the 
best of the best. Through proper alchemy, this weapon becomes 
one of the finest in the game. 


the first step 

The Starflight Express waits for your party to return. At any time, 
your characters can come back to the train and fly elsewhere. Do 
this to restock, rest, save, gain levels, or complete challenges that 
might help with your progress. 

To enter the tower, leave the Starflight Express and cross the light 
bridge across from the train. This takes your group to the front of 
the tower. Search the area to the left before entering; you find a 
red chest with a mini medal. 




THE WAY IS BLOCKED 


There is a door to the right of 
the main entrance. This lets your 
party skip up to a higher part 
of the tower, but you can't go 
through until the way is opened 
from the other side. More 
information about this follows in 
the dungeon walkthrough. 





There aremynad beasts in the tower. Almost all of t 
high health and require a dedicated series of at la 
Bring a party with damage-dealing vocations. 


Now, go inside and look along the right series of bridgework. This 

,eadstoanotherchestwithamini medal. Go back tothecenter 

and search the left path. There are three caves on that flank. T e 

highest one goes through a corridor and spots you back, nto 

to receive the 
I mirror armour, 
a spectacularly 

potent suit that 

sometimes reflects 
enemy magic! 


20lJ 
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, , . , chcpfiuent cav ern if you’d like to find a § 

"«< Tl« p* ,„ ui „ lh „ fad WtoMbobMXO -com. 


Finally onto the Second Floor 

Search the blue chest at the bottom right of Lz. That s one of the 
only things worth noticing about the level. There are also a couple 
of breakable objects on the left side, so grab those if you have 
time. Take the south exit to get back outside, on the tree’s exterior. 

Go up a short bridge and onto the third floor. 

You can find 
several things to 
grab before you 
leave L3. The area 
in the bottom right 
goes outside. Walk 
there first and take 
the only chest out 
on the branches 

before coming back in, which rewards you with a Yggdrasil dew. 

Next, search the bottom left for a chest and a staircase. The chest 
contains a mini medal, and the stairs allow access up to the 
fourth floor. 


This side spot has two blue chests and a few breakable objects. 
The first blue chest is outside. Walk out onto the tree and then 
cross a light bridge left to get it. Go back into the tree via a second 
doorway. There isn't much on that part of the cave, but three 
breakables await your discovery in the rear. 

Return to the front of the fourth floor. Use a staircase above your 
party to climb down to the third floor again. This time your 
people are behind a locked portal. Search the topof the map 
0. the other blue chest and then unlock the door. You can now 

return for this blue chest without needing to even worry about 4 


Everything is properly looted. Heal your party to full health i 
open the central door in L3. A familiar enemy is blocking the 
stairs, but he won’t 
put up much of 
a fight. 
























Qorehajn-Hofg-is efitagl® «££&, fa]y has 


eyes for KitiapjL 


GOREHAM-HQnn 


*•%* v 




The old Hogg hasn't changed much, despite his agonizing death 
at your hero's hands. Use the same techniques that worked 
previously to defeat him again. The difference now is that 
your party has more levels and even better equipment. This fight isn t meant to stop you; rather, its 
intended to sap your strength. 

Don't let it! Even if you spend some MP to bring Goreham down quickly, your party can drink magic 
water afterward to restore themselves. If you forgot to bring magic water, don't worry about .t Your 
party can leave the dungeon to rest and return at almost any time. It's best to wart untd the s.de door 
is unlocked, and that's just a bit farther along. 


The piggies staircase takes your party to the fifth floor. This open 
spot is harder to navigate visually because it’s wide and somew hat 
subtle. All of the bridges are hidden until you re standing on 
them. Thus, you need to figure out where you’re going befoi e 
actually attempting to get there. 

The only red chest is located on the right. To get it, \oui g 1 
should sneak down the right side of the map from the vei T ^ 
^ginning; back up after you get the ruby of protet t 
the run over from the first island. 


The other treasure in here is a 
blue chest, which is in the center 
of the map. Criss-cross from 
right to left and back again until 

you’re practically at the bottom. 

While standing on the final 
to escape the level. 


LIEUTENAN 
8© REHAM* 


HP 


2470 


XP 


17500 


GOLD 


355(10 
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THE VINES OF INSANITY 

Assuming your hero is able to 0U J de & tree 

A LONG vine descends until 
it reaches the base of the tree. 

Climb down and loot a red chest 
with a seed of life. Then, enter 
the structure to your left, get 
another blue chest, and unlock 
the door. This makes it much 
easier to climb up the tree in the future. Your group can Evac, take 
care of resting and saving the game, and return without wasting 
any real time. 



Back at the top. a second door 

lets your party into the sixth 

floor. This is a makeshift jail for 
anyone who needs to be kept in 
their place. Work your way to the 
top of the map and search the 
jail cells for a blue chest, several 
breakable items, and a red chest with a seed of therapeusis. ijse 
the southern exit to slip outside and get a second blue chest while 
you’re here. 

The upper doorway out of the sixth floor leads your party toward 
a door above. Just through that entrance, you’ll encounter another 
boss. Heal everyone and distribute any goodies. Hootingham-Gort \ 
is perched in ambush. 




















The I 'inal liatth 


1HI CHECKERED HAG IS STARTING TO WAVI 

n,( path divide* as you look pad the broken body of your avian 
Tit the tight, you s «‘«' ■> path that goes over one room and 
drops down a stair, use in the lower right. T hat gets you outside 
where you t an loot the rusty sword 

The Sword of Erdrlck 

Combining the rusty 
sword, nine glass frits, 
and an orichalcum creates 
a weapon of almost 

unrivaled quality. 


Due* youv looted the items you need, climb to the top of the 

1 Am ,,n(l croM the light bridge* from either side. It's hard to get lost 
now that you have the entire dungeon behind you. 


■ m I 

>v\ 

JBjUlSHKj 


^.. ^ y, Sm 

' H»rV 

Wr,« h«»» U*r. tl<Mit)« tUv 



The path heading left from your last boss fight soon leads to a 
spell ward circlet. Don’t miss that one either, even if it means 
bac kt racking for a moment to get it. 


At the top of the area is Lit. The room doesn't have muc h to look 
at. Locate the large pit in the center of the floor, jump into u and 
watch as your party is blown to the top of the tree You've just 
reached the Palace of the Mighty, 

YUP—HE'S HERE TOO 

Search to the right before taking on Purrvis. This boss is blocking 
the way into the main palace. After getting your elfin elixir from 
the last chest, Heal, then kill the boss. 




























CORVUS 


Corvus is the first of three boss fights that bring the main story 
to its conclusion. This is far and away the easiest of the fights. 
Corvus is so surprised at your defiance that he isn't quite ready 
for the engagement. 

First off, he won't use double attacks on all rounds. Even 
when he does, the fallen warrior won't usually go for all-out 
damage. Instead, he likes to raise his Tension or even laugh 
uselessly. 

Don't fear Corvus' generic attack. It’s nothing special. His real 
damage comes from other moves. When Corvus "drops from 
the sky like a bolt," he’ll hit a single character for moderate to 
high damage. This is often in the 120+ range, so use that as a 
minimum HP count for any wounded characters. 

Corvus’ other big move is an ultra high-speed combo. This 
distributes the damage somewhat randomly. It's a nuisance, 
but proper healing negates any chance it has to overcome 
your party. 


guys are. “You have bested r 


levels ago. 

But wait; you know how these e _ 

Corvus isn’t an idiot. He’s going to throw cl "m ^ S ° n ° W 1 m maG Vu| 

rush after him blindly! You might end up bit ^ ^ fa ^ 0n at ^ Gu before having a second run. Don 


f niore than you can chew 


Heal after the battle and take stock of your supplies. If y° ur group doesn’t have the power 

to go on, Evac and leave the dungeon. You have all of yonr loot and can build level, * * 

,nore items, or do whatever you want. Until your group is well-equipped and is hovering 
around level 42, it's a little premature to advance. But don't take our word for it. ty* 
enjoy some risk to your encounters, push ahead and enjoy the gamble. 

The Palace of the Mighty is laid out much like the palace in the Realm of the Almighty, 
Climb the stairs and go toward the throne. Your greatest foe awaits. 

















% 


Heal and use magic water to restore everyone to their fightin. 

changes. Leave the palace and watch a brief scene. Aftenva^! Z'JZT Ew »here you end the encounter. but that s 
Approach it to tngger the second boss fight. Or (if you want) Evac a J? '° Cations - A red s P here m the distance 

Thus, resting and saving is a good idea as long as you don’t mind going bar! tiT ^ U ^ e0n ' ^ our progress in the encounters won’t revert 

8 k through the dungeon another time. 


tsoon 


foul wyrm 



You can’t disrupt whatever Corvus is doing quite yet. Barbarus rushes to defend hi I , 

an attempt to reclaim his leader’s honor. n s ord once y° u tr Y 'to interact with the red sphere in 


| 275 | 


F , Barbarus is evil! He'll use double attacks 

throughout the fight, and none of his actions are 
wasted. To control your people, he'll use an intimidating 
scream (an area of effect fear ability). He can also cast 
Wave of Panic, an ability that reduces agility and defense 
** for any affected characters. 

To deal damage, the dragon unleashes a modest claw 
slash or casts Kazam. Neither inflicts more than 100 points 
of damage, but they do enough to really threaten characters if 
they're slammed with two attacks in the same turn. 


The worst of these attacks is a cloud of malevolent darkness. 
Barbarus uses this less often, but it deals high damage to every 
character in the group. 

Use Wizard Ward on your softer characters, if possible, and cast Multiheal as a matter of 
course. Don't worry about conserving MP. Winning the fight is all that matters right now. If 
you keep your group topped off, every round dramatically reduces the chance that Barbarus 
can skunk someone with a double attack. 

As usual for fights this serious, have healers retreat to the back line and leave them 
equipped with anything that reduces magical effects and damage. Healers aren t in the 
battle to kill anything. They're strictly on survival and heal duty. 

In many earlier encoun.ers, coup de grace• ££££££ 

the one after it), these moves become a way of life The e X tens, y ^ 

vou can hand,e ,he hea,in9 on 1,our 0WR ' 

or MP). Try not to th.nk about theHutur ^ 19 thjnk you can eke out another turn, 

worry about the A going out of style. This is how you can wtn agams. 

~ ~ 9 e ar.r 9 nndingmore l eve, 
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, r Im needed) to save and heal. Buy 

When the ftghtend. Evacaga^ ner vous. Corvus, 

more supplies. Farmeven hett ^o ^ WJnt 

in his new form, fe the most brutal opponent m g 
to have all your goodies lined up. 

Take a look a, your group’s equipment before pushing ahead There 
are wonderful items that might no, be useful in the final fight. For 
example, a dedicated caster might be wearing the Goddess rmg. Good cho ce. t s 
worthless in a boss fight. That type of slip isn t 
worth worrying about most of the time. But ir 
the final encounter, you want to exploit every 
advantage. 


r>* okw’W 

Alttr»d»» AM*y 
rVe Re**" 


}„>l M im vJiicS stop 

dropptn’ oft tt. th«A. 


Wear gear that is going to give your characters 
1 stats, resistance to magic, and especially 
the ability to avoid 

sleep or paralyzation. Take a wakerobin and a mo 
bulb for each character as well. This helps save your 
lives if your main healer gets nailed with multi-i 
ailments! 

Interact w ith Corvus’ red sphere to spark the end of 
battles! 


Sit back and enjoy when this battle concludes. 
Your hero has done a glorious thing, but tl 
is much yet to do. Don’t turn off your sysfceia 
even as the credits roll. Wait for the end t 
another cutscene. And then, save your g 

Your party can continue their 
adventure. There are still many q 
to complete. Would you like more 
accolades? Higher levels? It s tu 
search the rest of the world. Uncover 
treasure maps. Face even deadlier bosses. 

You haven t finished Dragon Quest IX; you’ve just 
started it! 























and yoitf iwr^faces much W ^ ^ ° f Ws attaCkS eaCh r ° Und are fearsome ' 
y M nyr a ces much more incoming damage. 

1° oarX , e h t e |f PartV ’rf C r VU k USeS b0th Ee " e Lo0kS ,,0r slee P> and Burning Breat 
V you didn t bring the right items to restore characters, these are 
cruel. Keep your healer active at all costs. Not only can he or she heal the part! 
but the Tingle spell helps with everyone else's recovery. 

Don t spend any major time with buffs. Corvus uses Disruptive Wave often. 
Sometimes he even casts it when your party doesn't have any effects active 
(good deal for you)! 


During normal rounds, Corvus shifts between these moves, normal melee 
attacks, and Chilly Breath (for high area of effect damage). 


As suggested in earlier fights, use Multiheal religiously. Cast it almost every 
round, even if you think it might be partially wasted. This isn't the time to second 
guess yourself or your party's health. 


e winning strategy A P drt V ca . ■ 

How you deal that ' 

of chance affect how qu.cklW 
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Extra Content 


You thought that saving the world was enough? Nope. There's still plenty to do. so th.s 
section will pointyou in the right direction foranother large dungeon and some 
fun places to explore. 

After beating the game, look up the quests that your party can work on. One post-game 
quest is called 039 Follow That Fish! Read more about this quest and work on completing 
it as soon as you can. It unlocks access to the Starflight Express once again. With the 
Express available, your party can fly around the world at leisure. 



New Stores in Stornwav! 


The weapon and 
armour shops in 
Stornway have 
gotten a major 
upgrade. Each place 
has a secondary 
store now that 
covers high-end 
adventuring gear. 
The prices are at a 
premium, but so 
is the quality! 




Falcon blade 
Demon spear 
Gladius 
Sages staff 
Queens whip 
Dragon rod 


SHOP 

COST (GOLD 


Flametang 

boomerang 

Purblind bow 



THE NEW STORNWAY ARMOUR SHOP 


Silver shield 
Minerva’s mitre 
Canny cap 
Top hat 

Ravishing ribbon 
Gigant armour 
Tint-tastic tutu 
Maiden's mantle 
Combat top 


COST (GOLD 
PIECES) 


COST(GOLD 
PIECES) 


30,500 

Combat costume i 

14,000 

Wizard's rob. 

12,600 

Witch's robe 

12,000 

Crimson gauntlets 

11,500 

Combat trousers 

36,000 

Clever clogs 

24,400 

Crimson boots 

23,500 

Shaman shoes | 

27,000_ 

Bardic boots 


























Get Your Chronocrystals 

p ^Chronocrystals merchant 
Red chests x2 

D/irrnlr vO 


The Lonely Coast 


(high ground) 


Barrels x2 
Potsx2 


Did you know that there is a mer¬ 
chant who sells chronocrystals? 

He lives in a cave that can only 
be reached from the air. Fly the 
Starflight Express to a rocky area 
in the southeast. It’s technically 
part of the Lonely Coast. Look for 
this guy’s cave and go there if you need these rare and expensive 
items. But, they cost 50,000 gold coins a piece. Ouch. 

However, you can find two red chests inside the cave, and the 
merchant won’t mind if you steal his stuff. Bonus! 



The Hills Have Slimes 



1 be plateau above Angel Falls 
has a cave; inside is the guy with 
quest 055. Outside of the cave is a 
grass y bill with a variety of slimy 
easts. If you’re interested, hunt 
dl °und up there to find some fun 




BUBBLE SUME 


rTTEI METAL MEDLEY 


ftTHl METAL SUME 


f083" 

MEDISUME 

f 

[ HP: 82 XP: 300 

GOLD: 110G IfrWfr 


fern 



fHP: 19 XP: 20 

[ GOLD: 22G 



3 

HP: 8 XP: 2 

GOLD: 4G 


[029 



HP: 30 XP: 56_ 1 

GOLD: 3QG 


195 

CURESUME 

:A 

T 

1 HP: 165 XP: 1350 

GOLD: 167G G35D) 


nm 

KING SUME 

A 

HP: 245 XP: 600 

GOLD: I64G 















































OBJECTIVE LIST 


Learn the Wallop party trick 


Cringle Coast 


Cringle Coast 


Quest 152 & 154 


Challenge uuesM 

Cabinet 






ChaHen^e^Quest 062 


Challenge Quest 167 

Barrels x3 


Barrel 


merry something or other 

There is a small island located in 
the northeastern section of the 
world map. Go there to find a 

couple of unusual monsters and ., 

some great winter storms. The cave on the lower section of the island has a quest (062) and a chesu 
a ruinous shield. The two structures on the upper part of the island are home to a merry fellow who seems to be out at the moment 


Maybe if you grab some downloadable content, a quest will appear there in time. 

Ondor Cliffs 


Wallop Party trick 
Recipe book 
N Barrels x2, Cabinet 


THE HEADSHRINKERS, THEY TAKE EVERYTHING 

The Ondor Cliffs look out over Batsureg; they’re stationed . a . , -- 

town. Fly up there and land neat the cabin. Your party can hunt some ' "° ° m fe Smal ' P ' ainS 

great trolls. rare creat ures here, including 


items OF |MPO rtance 

Humous Shield (inside the cove at the base of the 1st 

MONSTERS IN THIS AREA 


NIGHT KNIGHT 


CORRUPT CARTER 




HP. 256 XP: 
GOLD: 182G 


XP: 1550 


HP: 155 




GOLD: 120G 


235 


DARK SKELETON 


173 


HP: 907 


XP: 6200 


HP: 186 XP: 1780 
GOLD: 162G G3E9 


GOLO: 104G 




182 


WIGHT KING 


ETTEl FIRN FIEND 


HP: 186 XP: 
GOLO: 1656 


XP: 3200 


HP: 


CE 


GOLD: 172G 


I77l:» 


HP: 126 XP: 1360 
GOLD: 120G G3E5) 


Pick up rare recipes from the bookcases in the cabin v" 
well 


MONSTERS NTH S AREA 


AGGROSCULPTURE 


184 


GREATTR0I1 




HP: 220 XP: 2280 
GOLD: 132G GS 


HP: 768 XP: 3800 
GOLD: 78G d 


193 


, I HP: 125 XP: 960 

£ GOLD: 108G G3E9 


HP: 136 XP: 1460 
GOLD: 104G CtfRj) 


183 


PRISM PEACOCK 


198 


HP: 246 XP: 2300 
GOLD: 168G G3 


Check inside the cabin for a 
recipes in there also. A well 
group of recipes. 


mmstrei who happily shows you the Wallop trick. There’- 
nearby is home to a strange 


s a collection of 


1 and his dracky. Search there for another 























































Extra Content 


A Well Near the Bowhole 


estern Wormwoo 


(higher ground) 


WHO DIGS THESE WELLS? 


'm. 0 (C** *,i\. . •?,, - : ! 

items of importance 

Gold bar (inside the well) 

Pair of spellspadrilles (inside the well) 

^ 2,000 gold coins (inside the well) 

OBJECTIVE LIST 

olthe'dungeon B ° Wtl ° le l00k ,l>r aSma " pla,esu sootheast 
Land and climb down a well on that plateau 
Talk to Cephalgernon and learn about Shoqum 


Explore near the Bowhole, southeast of the dungeon’s entrance, to find a well. You can’t walk up to this 
well normally because it’s high off the ground. To get there, fly the Starflight Express over the plateau 
and disembark next to the well. 


Once there., climb down into the darkness and talk to two men inside. Examine the bookcase in the 
back room and take all of the loot from the red chests nearby, including a gold bar, 2,000 gold coins, 
and some spellspadrilles. The leader of the place is called Cephalgernon, and he needs your help. 

He asserts that there is a creature called Shogum at the bottom of some grottos. He wants you to find the creature and harvest some of 
its Hexite. This repeatable quest is available at any time. If you need lucida shards, this is a good way to grab them, especially if you re 



already venturing-into the grottos. 




A King without 
? a Castle 


Challenge Quest 059 
Pots x2 


ITEMS OF IMPORTANCE 

Seed of life (down a well in Eastern Wormwood) 

OBJECTIVE LIST 

Fly into Eastern Wormwood and land on a small clearing with 
two wells 

Examine the southern well and talk to the King and maid inside 

Finish a quest for the maid and then examine the other well m 
the area 

Get another quest from Shanioe. inside the second well 


QUESTS ABOUND . , j-, aI ea and look for a 


WALKTHROUGH 

EXTRA CONTENT 























ITEMS OF IMPORTANCE 

Divine dress (in a cabin *»*• t *' e Stomway coast) 

OBJECTIVE LIST 

und on the island east of Stomway s coast and read the diaries 
of two men 

Talk to Nicholas, the man in the lower of the island's huts 
Complete Nicholas' quest (056 Nicholas's Necklacel 


RECOMMENDED LEVEL: 44 TO START (44 TO PROCEED) 


OBJECTIVE LIST 


Fly into the area of Western Coffinwell 


172 


J40C 


1400 


GOLD 




187G 


GOLD 




118G 


179 


2400 


222 


2200 


GOLD 


G35) 




GOLD 


(n 


140G 


140 


2180 


720 


GOLD 




IMG 


GOLD 


I20G 




192 


3200 


GOLD 


G&BD 


110G 


hunting the high seas 

There is a cabin off the eastern coast of Stomway.! 
the Starflight Express and search inside. Read a diary t 
left on the shelves, and take a divine dress from the 
the cabin. 

Examine the other cabin on the island. The man insi 
through tough times. Talk to him and start a quest. ^ 
having to sail the seas, searching for a memento nec 

For this quest, you must hunt abyss divers, which are r 
found at the edges of the world map. Kill them until t 
ic found, and then bring the item back to Nicholas. 


Once you have Sterling s whistle, 
it’s easy to reach the Temple of 
Nod. Zoom to Coffinwell and 
% the train west from there. 

^ ou soon se ^ a tall tower as your 
group passes over the region of 
Western Coffinwell. Land inside 
the area blocked off by the mountains. Wa 
Temple of Nod, and there you are. 




A COMMUTER FLIGHT 


After completing this, you should talk to the guy in the n< 
cabin again. He now has a quest for you. Talk to Nicholas 
and hear his thoughts on the matter. 


* Mi 


cduiief i ilrifitr&iesk 


Zoom tQ gioomingdale and hunt pink sanguinis until a di 
memento necklace drops. Take that to Woody for a seed of agility. Now that you’ve done your good deeds, leave the island. 
































Extra Content 





WALKTHROUGH 

EXTRA CONTENT 












































































wmmmm 




HP: 520 
GOLD: 1526 


5F Outside w 
Stairs * 


Mini medal (chest at the top of L5) 
Chronocrystal (in the upper left side of L6) 
Nightmare gown (in the upper left side of L6) 

i 


OBJECTIVE LIST 


* Enter the tower and start climbing toward the top 

* Climb the vine at the summit and interact with the sleeping 
monster 


MONSTERS IN THIS AREA 

BABBATOS ~ 


KILLING MACHINE 


i /a 


HP: 355 XP: 3400 
GOLD: 187G flEEMl 


& 


HP: 182 XP: 1880 
GOLD: 168G d 


204 


METAL KING SUME 


214 


HP: 187 XP: 960 
GOLD: 210G 


HP: 16 XP: 120040 
GOLD: 80G 


190 


mimic 


HP: 268 XP: 2300 
GOLD: 178G 


HP: 627 XP: 4120 
GOLD: 315G G3 


HP: 134 XP: 980 
GOLD: 122G <E 


HP: 126 XP: 1360 
JNgOLD: 120G CZETk 


HP: 255 XP: 2040 
GOLD: 182G O 


11 3 i>Vi 1 il[» 


m 


XKttO 


HP: 120 


GOLD: 1026 


?* 




9 













































































j KNEEL before nod 

Once your party enters the Tower 
of Nod, you must climb seven 
floors. Be on the lookout for a 

number of chests in here; the 

treasure may not be plentiful, but 
it's all high quality, and you won’t 
want to miss any of it. 

The first yard leads into the tower proper, and there aren’t any 
monsters or treasure outside. Go into the building and loot the 
blue chest on the right side of Li. Have your party' use the small 
stairs on the left side of the map, which leads your party onto a 
walkway. Use that to get to the upper part of the map. Look in a 
red chest in the upper left for a seed of defence, and then climb 
to the second floor. 




SOMETHING OLD, SOMETHING NEW 


Many of the monsters in here are 
creatures that your party has bested 
many times before. Plow through 
these early levels to get to something 
special. We'll try not to spoil the 
surprise for you. 







Halfway Up 

Walk left and down 
into the bottom 
corners of the 
fourth floor. That’s 
how you get back to 
the blue chest on L3 
that you bypassed. 

Go down there, 
steal it, and then 
climb back to the fourth floor. The way up from there is beside the 
main staircase; you can’t miss it. 

Have you seen any of the new creatures yet? Here’s a hint if you 
haven’t. They’re big. They’re regal. And...well, they’re a bit slimy. 
Have any guesses yet? 

Search the top side of L5 for a mini medal. There is also a blue 
chest in the bottom right side of the same floor. Get both of these 
before moving on. 

It isn’t until the sixth floor that you get the best floor. A passage 
on the left leads up to two red chests. One has a chronocrystal 
and the other has a nightmare gown. Make sure not to equip the 
nightmare gowm at this time; it’s highly cursed! 



i 










Climb the stairs in the upper left portion of h; they’re out in the 
open and can be reached in mere seconds. Search for the next 
staircase in the center of L3. You might notice that there is a blue 
chest at the bottom of that floor. Ignore it for now! 





A similar group of rooms on the right side of the level holds the 
last blue chest in the Temple of Nod. 


Climb up the final staircase when you’re done. A vine rises into 
the sky at the top of the tower. Above is a sleeping beast of 
immense size. 





























QUESTS 001 -062 


These are normal quests that involve a variety of 
non-player characters and locations. 


QUESTS 063 - 090 


These involve the weapon masters at Swinedimples 
They are available as soon as you complete the acade 
quest. They all involve weapon skills for your ch 




Party Dynamics 

This chapter reveals many secrets. All of the optional quests in 
the game are listed here, along with information to help start 
them and complete them successfully. Accolades that your hero 
receives for a variety of accomplishments throughout the game 
are also shown. 

Quests 001 through 120 are considered normal quests because 
they don't need to be downloaded. Quests 121-184 are download¬ 
able content that expand the game and further develop a number 

of mini-stories. 

inlocking Quests (y) 

These quests aren't usually available when your party passes 
t trough an area. Invisible stages of the game determine when 
various quests open; this isn’t a linear progression either. There 
are groups of quests, and some of them occur farther down the 
■ne numerically, but become available much sooner. 


These quests focus on vocations. Six of these un 
new vocations, while others provide equipment 
abilities that enhance vocations that are already 


QUESTS 121+ 


Aie not available in the base game. Instead. 

^ dable quests that continue your story and provide 
for you to achieve better gear! 




4 . 
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005 HERB'LIST 


BRING A TANGLEWEB TO QUESTELLE 
SLEEPING HIBISCUS 


OBJECTIVE 




Questelle is in Angel Falls, near the church. Once 
vou re almost done with things in town, talk to her 
to learn about Challenge Quests. She'll explain the 
concept, and to highlight the lesson, she sends you 
on a quest to get a tangleweb. 

These are most easily found by going outside of 
town. Travel east, around the hill, and loop back 
to the west once you get a bit higher in the area. 

1 Search the ground near the large web and then 
] return to Questelle for your reward. 


REWARD 


BRING ANGUS A MEDICINAL HERB, AN ANTIDOTAL HERB 
AND A MOONWORT BULB 
GLEEBAN GROAT 


] OBJECTIVE 

SHOWRICKI AN AIR PUNCH 

I REWARD 

LEARN PIROUETTE 


■non 


Angus is a guard in the upper left tower of 
Stornway Castle. He's hoping to get a collection 
of herbs together. You may already have all of the 
things he needs. There is even a medicinal herb 
in the actual room with him. Gather or buy the 
ingredients and return to Angus for your reward. 


006 GET WELL WATER 






OBJECTIVE 

ANGUS NEEDS A CURE FOR HEADACHES 

REWARD 

SEED OF LIFE 


ftcki is waiting in the Stornway church. Use the Air 
Punch maneuverto inspire her. All you need to do is 
stand close to her, hold down O, and press up. In 
return, she'll show you how to do another party trick 
(the Pirouette). 

It you don't have Air Punch bound to your analog 
pad, here is howto bind it in the future. Go into your 
menu and select Misc. From there, open the Party 
Tricks submenu. From there, bind any party tricks 
that you've learned to the four direction 


Confirm your choices and try them out! 


003 WE LIKE TO PARTY 


1 OBJECTIVE 

EGG ON RICKI 

\ REWARD 

LEARN HOW TO PRAY 


■ * s ^1 in the church at Stornway. She isn't 
jazzed up enough, even now. To really get her 
9omg, bind four different party tricks to the down 
directional button This lets your hero run through 
our animations with just a single press of the 
direction pad. Have your hero Pirouette, Clap, 

"mp, and Air Punch in rapid succession. 


j Angus is in the barracks of Stornway Castle; he’s 
| the one who gave you the previous quest. Now he 
! needs a cure for headaches. After accepting the 
| quest, travel to Angel Falls and talk to the rotund 
j man in the center of town, he's the guy watching 
! the falls. 

i He gives you the cure you need if you just bring 
| him some fresh water. Fresh water isn't common, 
but it's one of those things you eventually uncover 
I in a random reagent search. Because you can do this quest at almost any time, it's best 
: to start the quest once you already have fresh water at your disposal. Once that's done, 
give the fresh water to the guy in Angel Falls. He'll trade you Angel's Tears (the cure), 
and you should give that to Angus for a seed of life. 


007 CURIOUS CREVICE 




OBJECTIVE 

BRING HAMISH A SLIMEDROP 

REWARD 

SEED OF STRENGTH 


objective 

MAKE A PANACEA WITH ALCHEMY AND BRING IT TO BILL IN 
STORNWAY 

I REWARD 

GLEEBAN GUINEA AND RECIPES FOR THE FOLLOWING: 
STRENGTH RING, SLIME EARRINGS, BOW TIE. AGILITY RING, 
PRAYER RING, AND LIFE RING 


Jmethw r * C6nler Stornway. He needs 

o cure almost any ill. He'll teach your 
r ' panacea using an alchemy pot, 
it around while you head off to 


w to 


he'll 


‘hr rued n ' Cookthe s P« c ‘al medicine, 
ttnui voii ' ' C T' fc ' 8nd moonwort buib together 
back to Bi i, lSve vour P ana ceal Bring that 


look ror an exit mio a yaru on uie uym »iuc ui 
| Stornway Castle, look for. Drop down the well 
; in that area and search for a large man named 
I Hamish. He's found an interesting crack in the wall 
I of the well, but he can't get through it. He asks you 
to bring him a slimedrop. Do sol 

You get a seed of strength from Hamish. That's 
I a good trade for a measly little slimedrop. You 
| probably already have one in your bag from all the 
1 slimes you've trashed in the past few hours of play 


— —-— 




OBJECTIVE 

REWARD 

BRING MAGIC WATER TO THE OLD MAN IN THE LIBRARY 

SEED OF MAGIC - - 


A man in the Stornway castle library needs 
magic water to figure out what's written in an 
ancient book. Bring him any spate magic water to 
complete the quest. In return, he'll give your hero 
a seed of magic. 


J j* t I ** 






































































































ir shop. A 


: Go m Stornway and look m the 
girl beside the cdunter is desperately in nee 
of evencloth. but ft's only found up m Zere 
The ragged reapers there ere common soft )u 
shouldn’t have any trouble finding end killing a tew 
of them to get what you need. 

Next lime you're back .n town, give the grrl her 
evencloth She'll really be able to turn Romeo s 
head now! 


010 WINGS OF LOVE 




k: 


014 SNUG AS A THUG 

SOMETHING WARM TO COIDEN 
UTHTTY BELT 


Golden lives in the upper right building of 

Oourbridge Talk to him after you ve been to Zere 

Rocks and done what you can there Colden wants J 
your party to bring him something warm. 

Try giving lambswool to Colden That sure seems t 
do the trick! He'll reward your hero with a 
utility belt. 


m 



OBJECTIVE 

REWABO 

Travel to the guardhouse in the area between 
Western Stornway and Eastern Coffinwell. Romeo 
here wants to spice up his love life, and he thinks 
that a wmg of bat would do just the trick; don't 
ask why. These items are supposed to drop from 
drackmages. 

This isn't a quick quest. Not only does it take a 
moment to get back into Zere, but you have to 
hang out near the town for quite some time to fight 
enough drackmages. It's better to go out to Brigadoom, where these enemies are much 
more common. Though a longer walk, you save considerable time waiting for the right 
enemies. 


OBJECTIVE 

REWARD 


015 COLLAPSUS'S CALL 

BRING SPECIAL MEDICINE TO THE WOUNDED MAN 

A TREASURE MAP 



Just before your party reaches Zere Rocks, you 
notice a collapsed adventurer on the broken bridge ] 
below the exit. Talk to him and offer to help. The 
explorer, Christopher Collapsus, needs special 
medicine. 

This item can easily be made through alchemy if 
you don’t have one already. Once you have the 
medicine, give it to Christopher. He'll recover and 
gift your hero with a treasure map. 

This one is called Granite Tunnel of Woe Lv. 1! Search west of Stornway when 
interested in pursuing this matter. 


OBJECTIVE 


BRING HAMMER HANDBILLS TO THE TRAPPED MAN 
AN UNHAPPY HAT 


A man is locked in a cell beneath Coffinwell. Climb 
down the well and look on the right side of the 
room below. If you have a key that is capable of 
unlocking the door, you can talk to him and find out 
what he needs. 

Your party won't be able to unlock this door until 

you find the ultimate key (much later on in the g 

game). Beyond that, you need to craft a set of ■_ V. 

hammer handrills. This requires the following ! '■SSEPT ■SEP 

alchemy reagents: handrills, iron nails (x5), iron ore. 



OBJECTIVE 


016 HELP MEOWT HERE! ($ 

TALK TO THE CAT IN THE INN WHILE WEARING C 
KITTY SHIELD WKBKtKM 


There is a cat in the Bloomingdale inn that has 
gotten quite lonely. It needs someone to talk to, 
but you can’t understand it on your own. Put on 
pair of cat ears and then try talking to the cute little 
creature. 

If you need to make cat ears, combine a hairband 
with two doses of kitty litter. Try not to think about 
why that actually works. 




017 YOU SHOULDN’T HAVE ...REALLY 


PUT ON A FASHION SHOW FOR GLITZ 
MAJESTIC MANTLE 


Glitry is staying at the inn in Porth Uaffan. Talk to 
her for a short quest, if you have an outfit that is 
good enough to win her contest. 

S bl ?’ b vest ‘ ma 9 ic mittens, red tights, 
leather shoes, and a bow be. Present yourself to 

reward 11 ' temS equipped and coll ect your 


BRING CHANTERELLE SOME MUSHROOMS 


PRAYER RING 




This quest isn't available until about the time v 
I complete Bloomingdale. 

Chanterelle is in Angel Falls, in one of the houses 

fl ™'^1 hS ' IVer ' She wants your P art V t0 br| ng her 
five belle caps and fist fisticups. These are best 

clZf T the ,ields - They often 9™ w in 

clumps, such as the ones near Stornway. 

brmrnhfw 6 *?*! you a Paired lunch after you've _ 

S ChanteJeife's 3 «h the m . ushr00ms - Take thatinto the HlxagonamlTt 
his reaction and h! ' S there ' s,anliiri fl beside a relief. Give him the f 

en return to Chanterelle. You receive a prayer ring as a 


ONE GOLD “o, D N MANSOMETMINGTOSTOKEH,SFI '' E 


u g. i nat stuff burns for quite some time 



1L* 





Li. j 























































































018 OUR PRECIOUS PRECIOUS 


find precious 

SEED OF SKILL 


. becomes available around the time you 

Splete Bloomingdale. 

0 lline is standing near the Stornway side of the 
Maintain Pass. Her family lost their pet, Precious. 

S to the children after you accept the quest; 
thTv let vou Know that you aren't looking for some 

wandering Chihuahua. The description sure , . 

To lure him out, have your hero only wear slime gear, such as gooey gear (made with 
garish garb and three slimedrops) and a slood (pointy hat and three slimedrops). 

After you find him, return to Pauline for a nice reward. 




Challenge Quest < 


022 MANTLE A LA MODE 

MAKE A MACABRE MANTLE FOR KALVIN 
LUNAR FAN AND A SEED OF DEFTNESS 



Kalvin is a fashion designer in Stornway. He's been 
hanging out in the armour shop, and he could use 
your help. That's no problem. Go to the inn and 
combine a dark robe, four wings of bat, and three 
; terrible tattoos. That's all you need to finish your 
mantle. 

Give the macabre mantle to Kalvin and enjoy your 
prizes. 







023 RESEARCH ASSISTAM 


OBJECTIVE 


REWARD 


SEARCH THE CASTLE FOR CLUES ABOUT BRIGADOOM 
THREE SEEDS OF SORCERY 


[objective 


[reward 


TURN A STRENGTH RING INTO A RAGING RUBY 
LIFE RING 


Take the strength ring that the old man gives you 
and go back to the inn. If you have a corundum, 
that can be used to transform the ring into a raging 
ruby Do this and return the final product to the 
man. He'll give you a life ring, as promised. 

Life rings are quite powerful, especially when you 
putthem on characters that take mild, persistent 
damage throughout a dungeon (pretty much any 
frontline character, but especially martial artists). 

The HP regeneration overtime saves you plenty of MPs in the long run, and those a 
much more essential! 





REWARD 


TURN A MALLEABLE MASK INTO SOMETHING MORE 
BEAUTIFUL (USING ALCHEMY) 

STILETTO HEELS AND A JAGUARMENT 


Back in Stornway, you meet a woman who likes 
masks. She is inside the building on the left side of 
town, the one that the man from quest 019 is trying 
to push around. 

This woman wants you to turn a malleable mask 
into something better. She says that she'll trade 
3 jaguarmentto your hero in return. First, go to 
the inn and make yourself a malleable mask. This 
requires a circlet, two butterfly wings, and two 
barspicious. That's only step one. To complete the quest, you need the papillon mask. 

Thai mask demands that you throw your malleable mask, a dread dagger, and three 
narspicious into the pot Combine everything and then take the result to the woman 
nearby. 

This isn t usually worth doing until much later in the story, when you have collected far 
mure ingredients. 



Earnan, the old man from the Stornway Castle 
library, discovers a few things after your hero 
helps him in Challenge Quest 008. He asks that 
your group search the castle thoroughly. None 
of the bookcases has anything more to say about 
Brigadoom, so where should you actually search? 

Maybe it's in a treasure chest. Right? What if you 
re-searched the treasure room? Try looking in the 
; large red chest at the center of the treasure room 

: (the one that used to have the gold rosary). Ah ha! A crumpled piece of paper. 

Take that, along with three magic waters, to Earnan. You get to find out a bit more about 
Brigadoom's destruction. You also get a substantial reward! 

Note: if you don't have magic waters to spare, wait until you get the alchemy recipe 
to create more. This is hidden in the town of Coffinwell. Search the bookcases in the 
doctor's lab to learn more. 


024 BATTERING BETTERFLIES 


REWARD 


DRIVE BETTERFLIES AWAY FROM GEORGE'S FARM 
SEED OF DEFENCE 


| Once your party is getting on in levels (with 
several people above level 15), go ahead and 
; talk to George in the northern part of Zere. He’s 
| having betterfly problems, and only a group of 
| experienced adventurers can help him. 

Go to the field south of Zere and look for 
these enemies. Try to wound them and wait 
for the monsters to run off. If your party is too 
experienced, the betterflies might run off on their 
| own, saving you some of the trouble. When that's the case, spend your rounds raising 
characters' Tension instead of attacking. This makes it more likely for foes to run 
i instead of getting killed; slain betterflies are worthless to you. 

After you've driven away ten betterflies, return to George and tell him that the work is 
done. He'll give you a seed of defence and a clap on the back. 





CREATE A SUNSTONE FOR THE COOK IN STORNWAY 


SAINTS ASHES W 





sunsumlsl " T Way ' ,s trvin 9 t0 P f0Cure a 
Sl& . -1 ^er make k est 

a .eo potatoes in town. She's probably right! 

into tin. building on the left side of town, near 
'S house (but a bit lower than where he's 
3 k. to Alison and agree to help with her 




1 in "w 116 S sunsu,ne ‘ she ' u be set- Go to the mmm i 1 m* 
Hephaestus' flames, two lucida shards, and three mirrorstones. 

end result to the cook and trade the sunstone for saint's ashes. Done and done 



025 WARBLING WELLARD 

BRING BIRDSONG NECTAR TO WELLARD 
A GLEEBAN GOLD PIECE 


Wellard is in the upper left part of Zere. He’s 
a singsong kind of fellow, but he's also rather 
I embarrassed about it. Bring him some birdsong 
; nectar to smooth over your friendship. That should 
: help his singing and keep you in the big guy s good 
graces. 

I in return, he hands your hero a Gteeban gold piece, j 

1 Sell that for some spare scratch! II you need even 

more, remember that Wellard would be happy to ,. ~. 

; continue trading Gleeban gold pieces with you for more birdsong nectar. 
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OH ow w* * *. m 
stands near rhp mayor s house. Talk to J 
iporn shout his problems He s upset that 
granddaughter thinks he looks like a sfugg t 
Sash tan slugged outsfdo o( town to even the 
score 

Kisr'SCiit-s._ 

ColfinweH^are^Beyond^hat Jo ugetl mini medal at the end of the lim 
That's rather nifty, eh? 


27 BI G HEADED BARD _® 

FIND AND TAKE A BOLT OF TECHNIC010UR DREAMCLOTH TO 
A NUN IN THE CHURCH 
ELFIN CHARM 


Earnest is a bard hanging out in the upper right 
side of Coffinwell. He thinks that he impressed a 
nun the other evening with one of his impromptu 
performances. He asks your party to find a bolt of 
technicolour dreamcloth and take it to the nun. 

After you've gotten your dreamcloth, look for the 
nun outside the church. She'll accept the gift from 
Earnest. Go back to the bard and let him know 
about his rousing "success" He’ll give you an elfin 
charm in return. That's a rather amazing gift! Use it in good health. 

In case you don't know the recipe for technicolour dreamcloth, here it is: combine three 
grubby bandages, a brighten rock, and a celestial skein. 



030 WRAPPER S DELIGHT 


GATHER FIVE GRUBBY BANDAGES FROM MUMMlf 

ruby of protection 


I REWARD 

r * S«*r 

bandages°and apparently grubby bandages a<« 

bandages an ^a^ from mufmTue s. v . 

von can find plentifully in the lower levels of the 
plumbed depths Ian upcoming dungeon . Once you 
gather enough of them, return to Mehdik. 

Having a thief along makes the process very quick. I 
You can sometime double up and get a stolen 
bandage and a chest with a second one after the battle ends. Go* 

When you're done, Mehdik gives your hero a ruby of protection 


031 FEATHERS FOR A FAN 


OBJECTIVE 

REWARD 


BRING THREE HOCUS CHIMAERA FEATHERS TO AFAN 
MAGICAL SKIRT 





Talk to a man named Afan in the Gfeeban dancing 
hall. He wants to do something nice for Belinda, 
one of the young dancers. He asks that you find 
three hocus chimaera feathers and return them 
to him. 

Killing hocus chimaeras is very easy, and they're 
found locally and back in the Heights of Loneliness. 

There is a "but" coming up. It's easy to kill these 
monsters, BUT it takes many kills to get the 
! feathers you need. 

Don't rush out to do this quest thinking it'll be a quick romp. Choose a tim 
interested in doing heavy fighting anyway. For example, change one or tv 
into new vocations and use the easy fights for leveling while you wait for yi 
It's not as fast as killing high experience targets, but at least it gives you a si 
goal to focus on while you wait. 

Afan gives you a magical skirt when you bring him the feathers. 



OBJECTIVE 


GATHER TEN DUNEBERRIES FROM PARCHED PECKERELS 
LUMP OF PLATINUM ORE 


There is a signpost outside of Gleeba that tells 
you that the city is nearby. It’s pretty non-descript. 

However, if you approach the sign from the back 
and try to read it, there is a hidden message. 

This starts a quest to gather ten duneberries. The 
parched peckerels around the coast have these. 

Head out to the edge of the continent and patrol 
there to find more peckerels than you'd ever want. 

Kill them in high numbers and steal while you're 
doing it if you need extra kitty litter. 

,°hp C Z 0 ," l T.*JW 0 inI ° Gleebs and ,alk “ a lancing girl in the upper left side of 
the dancing hall. She'll accep.yourten duneberries and gle you your reward 



032 OIL GET IT! (£ 

GETTURBO TOAD OIL BY KILLING AN EXPLOAD WITH A CRITICAL H 


Talk toRukt. a guard m Gleeba. He stays at the 
barracks m the lower left side of town. He’s gotten 

hanrit! if qU6Sl tha r he d ° eSn t quite know h °w to 

be able toroJ ^ ^ 3 * false " 9 ° ld golem ' vou,,, 
ue aoie to receive a reward. 

ooTem m p ,h 0ple T nd s ° mu<:h tim e hunting 


""itsa*. ! 


A traveling merchant appears in Gleeba later in the 
game. He stays near the well and he's wearing a 
bright red hat. Talk to him. His name is Peregrine, 
and he'll ask your party to kill an expload with a 
I critical hit. 

■i lf y° u have a lance user, this is extremely easy 
later on. Use Thunder Thrust repeatedly while the 
] binder of the party defends. Because exploads 
are close to Gleeba, you don't even have to hunt 
| very far. 

doesn 1 ^ ave a Parson who can get frequent critical hits, yoi 
the wittl s, '9 htl V weaker weapons. Have everyone aflat 1 

a kill off of one 03 ^ d ° S ° mUCl1 m ° re dama9e ^ 3t you have a 9°° d ch 

intention'll 3 warrior ' ,et t,1e ex Pload beat on your character while he or s 
use it for thl ann ° vs the monster using Whistle. As soon as a coup ‘ 

use it for the guaranteed critical hit! 



When you’re done, return to Peregrine 


and get 2,000 gold coins. 


-Si 


wa.t for thfl Ml , ght these ene ™es and XFlT^JWWiriTXL 
“ be ,evealad; W* ba P> a " a 2! random SfeSSSvJ 

are in town to rest ifyoLdtke'dte tn^*d' d C °"’ S AcCept tbis <|U9st ««Y time you 
































































034 A SIMPLE TASK 


ATTAIN THE SIMPLE SIMON OR SIMPLE SIMONE ACCOLADE 


VETERAN S HELM 


Njecnvf 


033 LADY OF THE DANCE 


SEEK THE LEGENDARY DANCING TEACHER OF THE 
II.UUGAZAR PLAINS 

LEARN THE BELLY OANCE PARTY TRICK 


[reward 

V nr nartv has to search far and wide to complete 

Y uest It begins in the library of the Mirage 
j One of the bookcases has a reference to an 

emaiing dance instructor that lives on a continent 

to the north. 

When you have time, travel to this continent and 
enter the lluugazar Plains. Goody bags are one of 
We rare , monsters that spawn on the pla.ns. Look 

for them and attack these creatures exclusively. • , 

Some time after your battle with a goody bag, the legendary instructor approaches you. 
Your character is taught how to Belly Dance as a reward. 


038 MUFFLED ADMIRATION 


GIVE SCARVES TO EACH OF THREE SANGUINI TYPES 
ELFIN ELIXIR 


OBJECTIVE 


REWARD 


CAST SNOOZE ON A BRAINY BADBOON AND THEN USE HALF¬ 
INCH TO STEAL A RAG DOLL FROM IT 
EINHANDER (GLOVES) 


Speak to Enkh in the western building of Batsureg, 
who needs you to recover a rag doll. To get one, 
search the lluugazar Plains fora brainy badboon 
and use Half-Inch on the beast after casting 
Snooze on it 

The brainy badboons are indeed just outside the 
village. The/re the pink creatures that you see 
wandering around the plains. Hunt for them, get 
into a fight, and cast Snooze until the spell sticks. 

Once it does, use Half-Inch with as many characters a 


^6 * 


.you can 


036 LITTLE MISS BOSSY BOOTS Q. 


GET TWO ROYAL SOILS AND A HOLY WATER AND BRING 
THEM TO ALCHEMILLA 

LEARN THE SWINEDIMPLES SALUTE PARTY TRICK 


objective 


is a young girl at Swioedimples 


sum a quest. Bring her two lumps of 


mainh^L^ he S slandm 9 on the first floor of the 
Talk to fir I* 0 -" the 0pen p ? rtion of The hallway. 


f ovaI soil to 1ult.ll t h is . 

<Jraclta * s antl road moais both drop this 
Wo™**. * ,rst °T These >$ found in 

found in °° d Can VOH and Wyrmtail. The latter is 
' Ugliness Lor,ely p,ains arid the Heights of 

; a-, weti^Vr S d °‘ 18 ' 9€t some hol Y water (from an 
ur part y learns a new move in return. 


item shop) and give that to Alchemilia 


REWARD 


FIND A WAY TO SUMMON LLEVIATHAN 

STERLING'S WHISTLE (CONTROL OF THE STARFLIGHT EXPRESS) 


Jona Jones was the girl your party helped in Porth 
Llaffan. Talk to her and ask if you can help with 
anything else. She says that the real Lleviathan 
is still in the area, but she doesn't know how to 
summon the great creature of the deep. Can your 
party find out how to do this? 

After accepting this, look outside, by the water. The j- 
spirit of an old woman sometimes stands by the 
shore. Search for her in the evening and ask her 
how she summoned the creature in the old days. She'll tell you what you need for such 
a pursuit a watermaul wand, a flowing dress, and a silver shield. 

Tell Jona about this. She'll go to Tywll Cave and wait for your party there. Meet her at 
the top of that cave when you have the three pieces of equipment. Have one of your 
characters equip the goodies and then talk to Jona. 

A fight soon ensues. Lleviathan attacks, and he's much more aggressive than he was 
when you fought him the first time. Expect more powerful area of effect attacks and 
usually a single melee attack each round. Sometimes he'll m.x in a melee attack and a 
second attack that's likely to score a critical hit. 

A healer with Multiheal and Moreheal is pretty much requ.red The new Ueviathart has 
considerable health, so settle in for the long f.ght and wwe you f characters 
damage as best as possible. Kabuff is a major boon if you have it; those cr.ucal hits are 
nasty otherwise. If you don't have that, standard Buffs are okay too. 

Your hero gets a fygg when you win. This restores your access to the Startl '9 h, Exp ' | ^ s - 
Now your party can fly aiound the world, seeing locations that were once inaccessible. 

Huzzahl 


OBJECTIVE 


REWARD 


j In Batsureg, there is a young girl named Chuluun. 

! She wants to know more about her family legacy. 

Show her this by getting an accolade: either 
Simple Simon or Simple Simone. 

j Male heroes should combine the following outfits 
to get the title you need: sadistick, dragon shield, 
hermetic hat, dark robe, heavy handwear, blue 
jeans, classy ciogs, utility belt. Your hero should be 
a priest to pull this ensemble off. 

female heroes should equip the following: giant's hammer, boss shield, minotaur helm, 
laguarment, gloomy gloves, steppe steppers, agiliboots, and an elfin charm. Your hero 
should be a ranger to wear this in style. 

Getthe accolade for this outfit, use "edit profile" from the options menu to change your 
title to Simple Simon/Simone, and then talk to Chuluun again. 


039 FOLLOW THAT FISH! 


REWARD 


OBJECTIVE 


Go to each of these regions, when possible, and defeat a sanguini of the given type. 
Afterward, your hero gets to put the little scarves on the creatures. Return to Scarface 
after all three have been properly accessorized. 


A warrior named Scarface hangs out inside the 
Wormwood Creek weapon shop. Talk to him and 
agree to pass on handmade scarves to a selection 
of sanguinis. There are three types of these 
monsters, and you need to find each. 


Look for teeny sanguinis, pink sanguinis, and genie 
sanguinis. 


Challenge Quests 


OBJECTIVE 


REWARD 


Gus is an artist inside the bottom of a well. What's 
even stranger is that this isn't a well in a nice town; 
it's a well in the middle of nowhere. Sail east of 
Hermany and look for two islands. The smaller 
island has the well, and Gus is inside. 

Once you've found that, talk to him and acquire 
this quest. He needs three belle caps, which can 
be harvested from the area east of Gleeba. Sail to 
another small island there and scour the ground for 
; these mushrooms. Bring them back once you've gotten enough of them. One run should 
beample. 


SANGUINI LOCATIONS 

I MONSTER 

1 LOCATION 

TEENY SANGUINI 

ANGEL FALLS 

PINK SANGUINI 

BLOOMINGDALE 

GENIE SANGUINI 

REALM OF THE MIGHTY 
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PLATINUM SWORD 


PLATINUM SHIELD 


OBJECTIVE 


REWARD 


WAKE MAYOR BRYCE 


REWARD 


042 LETTER GETTER 


GET A LETTER FROM BUNG BADGERS AND TAKE IT TO BRYSON 


GLOMBOLERO 


044 A CLIMBER FOR A CUMBER 


KILL a TREEVIL USING STONE S THROW 

MEDAL 


[REWARD - —- 

“petto ««**•• These Cr T^naZ 

treevils. but you can t get one just by killmg tret 
Instead: you have to finish off such a monster 
the Stone's Throw ability. 

Make sure that you have a character with some 
skill in fisticuffs before going hunting. Then, go to 
the Urdus Marshland or the lluugazar Plains. Thats 
where treevils hang out 
It takes too many attacks to kill treevils with just Stone's Throw. Have 
weaker characters soften the target before you use Stones Throw. If 
group is weak enough to hit the monsters without killing them, equip 
on your weakest character. That helps. 

Collect the beardy weirdy after the fight and bring the creature back 


045 TALE OF THE PAPER TRAIL 


OBJECTIVE 


REWARD 


FIND A TEST THATS BLOWN OFF IN THE WIND 
BRAINY BRACER 


Jade is a mother who doesn't know what to think 
of her son's grades. She is standing in lower 
Coffinwell, on the right side of town. Her son's test 
paper blew off and has landed outside of town. 

Agree to the quest, and then go outside to fight 

) random monsters. 

Every few battles, your party finds a piece of the 
test paper, but it’s been tom into three separate 
pieces. Make sure to get all three of them to prove 
how Lionel scored. Give these to Jade and get her brainy bracer in retu 


046 PUTTIN' EM IN PLATINUM 


REWARD 


CREATE PLATINUM GEAR FOR DOMINIQUE'S SON 
DIVINE DRESS 


Dominique is a woman on the left side of Coffinwell; 
she's inside the building beneath the professor's 
house. Talk to her about her son's future. She asks j 
that you use alchemy to craft her the following 
items: platinum sword, platinum shield, platinum 
mail, and platinum headgear. 

For your convenience, listed below are the 
ingredients you need to create all four items. 


PLATINUM 

HEADGEAR 

This quest is extremely labor-intensive. Farming the gold for the o< 

Si tta ! es longer t0 9ather the P |atinum ore. and then e< 

get all Of the Hephaestus' flames 


047 DOZY MAYOR 


- - 

,he sh ° ck 

some'Swater mavor ' Get 

breakable/searrhiki u f,nd ,n various 
; Falls and give it t0 the man^s' Me thatto Angel 
He'll makeAngel Stands bv the fa,J * 

mayor's attendant Tw V u° U Sr,n 9 that to the 

naant. Thats all there is to it! 


; Engage all the slimes outside of town. After a few 
fights, one of them should drop a flower known as 
the goododendron. Bring this back to Dr Slimon. 


f*GE3B I SEE*': 

1 - • ' • J ' •• • 


m h7h » f V man " Stornway. Look for him 

Ta k t, h af ‘j ade ol ,own - i™de a building 

lalk to him and find out more about a maid he's 
been waiting to meet. He won't live long if he 
doesn t get something special to live for 

Dress one of your female characters in a nice 

Add so™'hioh h ? id ’ S m ° P “ nd a maid ■»■*• 

Add some h.gh heals and fishnet stockings if you 

really want to have fun with it V 


Talkto Gulliver when the outfit is complete. He ., give lit. a second chance. 


A sleeping man named Rufus rests out in the open 
near the Stornway church. He won't trust your 
party with his quest unless you've already beaten 
a grotto. 

When he's ready to talk, agree to find a woman's 
lost letter. It's held by bling badgers, and they're 
only found inside grottos (usually ones that are 
water-based). Accept this quest if you like going 
into grottos anyway, as it takes some time before 
you're lucky enough to stumble into these foes. 

Once you find a floor that has these badgers as random enemies, stay there until the 

lf$ 3 r3nd0m drop ' so you mi9ht be fi 9 btin 9 for awhile. When it comes 
your party discovers a crumpled letter. 

before Go^Ihp ^ . Llaffan ' ' S the mayor ' s son; y0Ur 9 r0u P hornet him 
before. Go to the mayors house and deliver the missive. 


OBJECTIVE 


reward 


040 MAN EATING VEGETABLE S^-5 

~^SS5SSSSmm dVhwtaikwthe 

VILLAGER AGAIN 


Go to the item shop in Angel Fall* * vWjgJWg 
wonts your hero to earn the Herb Wtf a c cola \ 

talk to Her She's concerned th»t anyoM who - 
that many herbs will turn green m the face. 

If you don't already hove this 
what ym can do to help get * buy "» 
herbs and use those for between-battfe healing for 
the next few dungeons you assault That s a great , 
way to get the title without worrying about it. 

After you ge, the accolade, go into the miscellaneous menu, add your profile, and 

choose Herb'list from the accolades earned submenu. 


OBJECTIVE 

FIGHT SLIMES UNTIL YOU FIND A GOODODENDRON 

REWARD 

SEED OF AGILITY 


. Dr. Slimon is a slime researcher in Angel Falls. Talk 
to him on the right side of town. He asks your group 
to find a slime style specialist in the area. 













































































048 A TASK FOR A CASK qq 

bring holy water, fresh water, and magic water to 

THE BARREL MAN 

seed of defence 


c. i<-jv Quay isn't much of a tourist attraction, but 
mere is a quest to finish there. Zoom to Dourbridge 
anrf then walk along the western road to get back 
Surrv Quay. On the left side of the map. look 
fora barrel, stationed at the edge of the docks. 

Interact with it to trigger the quest. 

Brina some holy water to the barrel and pour it 
overthe container. You can buy holy water locally, 
from the item shop. 

Next the guy needs fresh water. This one is a random drop from breakable/searchable 
objects Get one of those and pour it over the barrel. 

Finally, buy some magic water and give that to the barrel man as well. 



OBJECTIVE 

BRING A RESURROCK, AN ENCHANTED ROCK, AND AN AGATE 
OF EVOLUTION TO ROCKY 

1 REWARD 

ERDRICK S SHIELD 


Rocky is a huge fan of sculpting and sculptors. He's 
m Zere Rocks, in the northwestern part of the stone 
village. To impress this guy, your party should bring 
him a resurrock. an enchanted rock, and an agate 
of evolution. The first two are easy to find. The final 
one must be created with alchemy. 

The recipe for an agate of evolution is to combine 
sainted soma (x2). ethereal stones (x2), and a 
chronocrystal. 

Gather the three stones and give them to Rocky. He’ll give you a rusty shield, a piece of 
armour that can be turned into Erdrick's shield. To do that, you need nine glass frit, one 






DEFEAT A BLOOD MUMMY AND RETRIEVE A DEAD MAN S DAGGER 
SEED OFTHERAPEUSIS 


Sister Cindy works at the church in Bloomingdale. 

She carries a burden on her soul, and only your 
hero can help her now. Agree to her quest and 
start hunting blood mummies. Travel to the 
Bowhole and start looking tor these crimson 
undead. It's going to take several kills to find the 
dead man s dagger. Settle in and look for other 
lh-end targets while you're waiting. 

I After a fandom number of battles against blood 
mummies, you should find the dead man's dagger. Return with it and give Cindy the 

weapon. 



051 A MARTYR TO HIS MA 


TAKE SOME SAINTED SOMA TO WALTER S MOTHER 
ETHEREAL STONE 


I w 8uarcl att,ie Qleeba-barracks. He 

5 puttier to live a healthy and long life. It's 
red that a certain drink can help with that, it's 
dimk sorna Walter wants you to take this 

0 ,ts mother in Wormwood Creek. 


find the proper ingredients for 
and then combine lucida shards 
'JMtfixir 1x2), and astral plums (x2). These 
illy to make the sainted soma. 

, -- 1 the drink, travel to Woimwood Creek and look inside the item 

r s mother is there, standing near the counter Give her sainted soma ,ana 
f rom ,^ f 6o bflck tQ Wa)te| af)d gjve hjm t he goodies from n s o 



Challenge Qu( 


052 TALL ORDER COOK 


OBJECTIVE 

REWARD 


GO TO ZERE AND GET VEGETABLES FROM GEORGE CROFTER 
A GLEEBAN GOLD PIECE 


Fry, the chef at the top left side of the Mirage 
Mahal, needs better veggies. He asks that your 
hero go to Zere and seek help from George Crofter. 

Zoom to Zere and talk to George; he’s the guy at 
the top of the town. He'll require three pieces of 
horse manure and seven cowpats to get the job 
done. Give him these from your stock of tools, and 
he’ll send a shipment of veggies to Fry. 

Next time you see Fry, he'll reward you. This quest has a lot of running around for such 
a modest reward, but you learn more about the shortage of Farmer Crofter's magic 



053 MAGMALICE MANIA 


j 

OBJECTIVE 

GET A MAGMALICE HANDPRINT 

REWARD 

PRINCE S PEA COAT 


Hordy is a boy in the Wormwood Creek item shop. 
He's in competition with a local girl over who can 
get the most pieces of cool monster memorabilia. 

. Go to the Magmaroo and fight magmalices until 
! you find what he's looking for. 

They're fairly deep in the dungeon, and they're 
mean targets. Make sure to organize your group 
for strong damage dealing. Otherwise, it takes a 
couple rounds to kill each magmalice. 


After a few battles, you should get your handprint Bring it to Hordyl 


OBJECTIVE 


REWARD 


054MOAI MEMORABILIA 


GET A MEGA MOAI HEADPRINT 
PRINCESS'S ROBE 



Stasha is a girl at the inn in Wormwood Creek. 

Talk to her and offer to find the girl a mega moai 
headprint. Collect these by fighting mega moai in 
the dungeon called the Magmaroo. 

You won't get the headprint after killing just one 
mega moai. This is a random event, so just keep 
slaughtering the big statues until you're in the 
clear. Return to Stasha when you're done and give 
her the collectible headprint 


OBJECTIVE 

REWARD 


055 MUMMY'S LITTLE HERO 


BRING TIMMY A WAKEROBIN 
ROCKBOMB SHARD 



i There is a cave northeast of Angel Falls called the 
Pool of Spirits Your party can reach this cave by 
l flying the Starflight Express onto the near plateau. 
Land there, enter the cave, and talk to the boy 
inside. He needs wakerobin for a good cause. 

The kid's name is Timmy. He's not asking too much, 
and wakerobins are fairly easy to get. Bring the kid 
his wakerobin and collect a rockbomb shard 
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056 ,, ^ 

SPED OF DEFENCE - 


_ _ 

Nicholas is in a cabin that is oast ^Srornway. off 
the coast Fly there with the Starfl.ght E><pros 
look around He's in the lower cal™. Accept 
quest and agree to find a lost memento. 

Afterward, go into Woody's hut (to the north). 

UstanTO the man while he sleeps. He reveal^ 
j information about the memento you re looking for. i 

Get in your ship and sail around the edge of the in ^e : ar eas. ~-«- 



OBJECTIVE 


057 NOT NICHOLAS'S NECKLACE 


3 

FIND WOODY S MEMENTO AND BRING IT B 
SEED OF AGILITY 

ACKTO HIM 


Woody is in the northern cabin of an island east of 
Stornway. Land there with the Starflight Express 
and talk to the man after you've completed quest 
056 Woody wants you to find a memento from his 
lost love. 

Go listen to Nicholas while he sleeps. He'll reveal 
that a pink sanguini might have the memento. Zoom 
to Bloomingdale and hunt these little creatures 
down. When they finally drop a different memento 
necklace, get that to Woody. 



■- —- 


OBJECTIVE 

GO TO A GROTTO, WOUND ATLAS, AND THEN STEAL HIS 
TITANIC TINCTURE 

REWARD 

A TREASURE MAP 


Newid Isle is a small area southeast of Alltrades 
Abbey. Fly there with the Starflight Express, land on 
the plateau, and go to the center of the region. 

Locate a clearing with a young boy and a gigantes. 

The boy starts a challenging quest. He asks your 
party to go into a grotto and seek Atlas, a monster 
of tremendous power. You have to bring Atlas 
below 700 HP and then steal his titanic tincture 
before killing him. 

Atlas has 6,500 HP, so you can’t deplete his health quickly. To be on the safe side 
X2222 y °“ ""'a 9the,i9htandmanuallytrackA,las ' heal,h This avoids 

Sh“n“he S’" ^ ,hroush ,he last °< Atlas ’ 

Se aSSl?SS“ re ’ USe Ha ' WflCh,a s,eal * «* ha| P'“'<0 have multiple 
attempt Half-Inch, as long as you have more than one character with this ability 

^^^i^:rou^(^ eaf0d “ P and 90t l? 





1 OBJECTIVE 


060 THAT MAKES SCENTS 


find a mixture of herbs FOR MYRRHIA 


objective 

reward _ _ _ _ _ 

Shanice is a former dancer from Gleeba. She's 
rytng to find a set of footwear to help her run as 
fast as a metal slime. If you can find metal slimo 

ShScf WiH ? 9ke th ' S WOman ever so happy 
J>he II give your hero a Venus' tear. m 


059 RUNNY BUNNY 


FIND A SET OF SHOES TO HELP SHANICE BUN 
VENUS'TEAR 




| REWARO 

Myrrhia is living in a well with Kin 9 n °. 

This well is found in Eastern Wormwood — . 
only be accessed with the Starflight t 

in the clearing near the well and climb down to 
meet the quest giver. 

She'll ask your hero to bring her ingredients that 
smefl nice. She needs things that are calm, sweet, 
and spicy Try giving her thinkincense, nectar, and 
narspicious. That does the trick. Myrrhia gives your 
hero an enchanted stone as a prize 


OBJECTIVE 

REWARD 


Cephalgernon is in a well that's southeast of the 
Bowhole. You can't get into the well without flying 
over the plateau where it's located. Get access to 
the Starflight Express via quest 039 and then seek 
this mage. 


Agree to bring him hexite from a shogum. These 
are only found inside grottos, so hunt those 
treasure maps and look into the dungeons to find 

i your quarry. 

! Shogums are fairly tough enemies, when you do find them. They are double a 
call for backup, hit hard, critical often, and they don’t die quickly. Bring a part 
physical defence and the ability to Kabuff. This helps avoid the bulk of tf 
damage. 

After your victory, return to Cephalgernon and give him the hexite. This is a 
quest, even in single-player mode. 


062 BRIAN'S DYIN'WISH 


OBJECTIVE 


REWARD 


. OBJECTIVE 

REWARO 



LOCATE BRIAN'S OLD CAPTAIN 


TREASURE MAP (BARAMOS S MAP) 


Brian was once a pirate who served under a 
captain that he trusted. Some time ago, Brian lost 
the will to sail and stopped on an island by the 
Cringle Coast. This island is in the northeastern 
' part of the world map. 

Interact with Brian's skeleton inside a cave on the 
lower part of the island. The note you find implores 
your hero to find the pirate's captain. 

There is a ruinous shield in the same cave. Get that and thenhurn 
ywll Cave or the Slurry Coast. Eventually, killing these creatures g 
letter from the captain. 

. Bring the letter back to Brian's skeleton and read it aloud. You've 
i an old salt. 


063 KEEP YOUR EYES PEELED 


FIND A RED SIGNPOST FOR MARCO 


WARRIOR’S SWORD 


- - - 

Acad C emv th H?r rd teacher at Swinedimples 
I mam building TalMohm f th ® rear 0t th - 

w.th 30 or higher skill h'* ¥ °S ^ 3 SWOrd USer 
gner skl11 m his or her blades. 

that wa^feft t0 f ' nd a red sign P ost 
read the signpost SS*^ Warcteman - you 

warrior's sword ' eturn t0 Maf co and get your 






































































064 TURN IN YOUR BADGES 

FIND THE FIVE HIDDEN BADGES, IN ORDEI 
SWORDCRAFT IN SUMMARY" 


hides in the chapel at Swinedimples 
^ demV He had you search all over the world 
and he'll do it again when you have a 
^cter that has mastered the sword skill. 

There are now five badges hidden for you to find. 

Look for these in the following order. 

once you have the scroll, give it to your best . 

Lordsman. The ability it provides is called « 

r flash The attack rips all enemies into the tiniest of bits. It’s quite fun, ti 
high price in terms of MP. 




DEFEAT THREE METAL MEDLEYS USING PRESSURE POINTER 
A HALBERD 


Lance is a weapons trainer in Swinedimples 
Academy. He’s in the left hallway of the main 
: building on the first floor. Talk to him if you have a 
: character with over 30 points invested in spears. 

He’ll ask your party to go to the Bad Cave and 
kill three metal medleys. That’s easy enough, 
but there is a catch. You have to use Pressure 
Pointer exclusively to score your kills. Have other 
characters defend, buff your spear user’s agility, or 
attempt to stun the medleys. 

Goto B1 of the Bad Cave and search around for these somewhat elusive targets. 

This is not a quick quest by any stretch of the imagination. If multiple characters have 
Pressure Pointer, you can dramatically improve your chances of succeeding in a given 
fight If you need to switch vocations to make that happen, so be it! This quest is long 
enough that anything you can do to aid in it will be worthwhile. 




066 OPERATION MULTITHRUST 


OBJECTIVE 



KILL TWO GLOOMY GASTROPOGS WITH ONE MULTITHRUST 
(AND THEN REPEAT THIS FOUR MORE TIMES) 

CLEAR SPEAR THEORY" 


Unce has a second quest when your spear user hits 
the skill cap with his or her spears. Talk to him on 
the left side of Swinedimples' main building. He now 
demands that you kill two gloomy gastropogs with a 
single Mult/thrust. Your heavy hitter needs to do this 
live times to win. 



These enemies are found on Pluvi Isle and in the 
GiOish Empire. Have other characters work to raise the 

damage dealer's output before the Multithrust goes 1 - 1 -- 

T. otf : A combination of Egg On, Oomph, and other attack 
• r ra,sers are quite effective 

banc® gives you "Clear Spear Theory" as a reward. This scroll teaches Lightning Storm to 
anyone that's carrying it. This ability calls forth bolts of light that damage the entire enemy group. 


067 NAB THE KNIFE-NICKER 

CAST SNOOZE ON A SHIVERY SHRUBBERY AND KILL IT WITH 
TOXIC DAGGER BEFORE IT WAKES 
ICICLE DIRK v;V 4_ — 


JtEVYAFlO 

Couteau is the dormitory cook in 
I nuhi Atadfc,r 'V- Go into the dorm on the 

hrst *** con 'POund, and look tor her on the 
■ “ r - *' VOu hay® a knife user with 30 or more 

e’ll give you a quest. 

? h ® r Lt »°king knife from a shivery shrubbery 
tv ju * ° uncl c * 0Se academy, but you need 
work to get the blade back 




to hi/Ih'ff 6 afuvery shrubbery, use Snooze to put <i 
•v beast otl while it's still sleeping. 

e ast that isn't hard but requires some patience. Have a 

'* alons lo u*. cm ol th. Sbowb wo.k I to Nook u “'n 

■ rJoflflei white tile ...ter uses Snow. durihi) subsequo 
issn't die properly 

»knife, bring it back to receive an icicle dirk 



068 SPICE UP VOUR KNIFE ~(£r 

OBJECTIVE 

KILL A BAD KARMOUR WITH VICTIMISER WHILE IT IS 

AFFECTED BY TOXIC DAGGER (DO THIS TEN TIMES) 

REWARD 

KNIFING KNOW-HOW" 


Mademe Couteau is still in Swinedimples 
Academy. Go to her when your skill with a knife 
reaches maximum. Her new quest is fo kill many 
bad karmours with the Toxic Dagger |->) Victimiser 
combo. 

Bringing two knife users makes the quest much 
faster. One of the characters need only have Toxic 
Dagger to assist. The other character finishes the vm**-**™- - 
bad karmours with Victimiser. It takes few points to I ■ 

purchase Toxic Dagger in the first place, so this isn’t much of a burden to set up. 

Go to Western Wormwood or the Oubliette to find your enemies. Come back after 
] you’ve done the grunt work against the enemies. The scroll you receive lets the user 
| cast Persecutter, a single-target attack ability with high damage potential. 


069 YOU SCRATCH MY BACK... 



REWARD 


FIND A PERFECT SCRATCHING WAND FOR ITCHY 
BROUHAHA BOOMSTICK 



Itchy is one of the weapon trainers in 
Swinedimples Academy. He's the old man standing 
outside, near the main building. Talk to him when 
| you have a character with a Wand skill of 30 or 
j more. 

He suggests that you talk to a guy in Slurry Quay. 

The man runs the item shop in Slurry Quay. He'll 
say that the wand is in Tywll Cave. Talk to him, and 
. then go to the dungeon. 

J Fight random encounters as quickly as you can. The backscratcher you want drops 
! randomly. The monsters are weak enough for your current party that it shouldn't take 
1 too long to find. Return to Itchy and get your reward as soon as you find what you’re 
j looking for. 


OBJECTIVE 

REWARD 


Itchy is the wand master at Swinedimples. See 
him when you have a character that has mastered 
the Wand skill. To finish another quest, get this old 
fellow the medicine he needs. He's still standing 
in the same place, outside between the two 
entrances of the main building. 

Talk to Fanny for him. She's on the second floor of 
the main building, on the right side of the hallway. 

To make the medicine Itchy needs, collect molten ~ 
magma and toad oil. Toad oil is a regular item, so it s possible that you already have 
some. If not, hunt for some by killing giddy or gloomy gastropogs. 

To get the molten magma, journey to the Magmaroo and fight live lavas until some 
drops. It won't take too long. 

: When you have both items, return to Itchy; you don't need to stop and see Fanny this 
time. Give Itchy the goodies and get your prize. You won't have to keep working tb 
crusty trainer any more! 

\ The "Wands and Beyond" scroll lets wand users cast Zmg Stick an ability that has 

lSUSSES S- a »* l«*» ■ ■»“■* Th ' S » ^ 

because they can act as backups if the mam healer dies 

















































































074 MR- WHIPPY'S WISH 


Paulo is ih. stsff weapon •«* S £g* 

Academy He'll ask noyone wrth 30 or more sk 1^ 
points in staves to search the seas to t * 

Swinedimples Academy He's hoping that you M 
a sfenchurion with a possession of his. 

Kill Stenchurions with your staff-user s Deliverance 
ability. This deals extra damage to st enchu "°" s 

anyway, so it's one of the more gentle quests in -_ - 

SSSSh*| .0 you are forced 

to face the high seas. 


Return to Paulo after you succeed. He'll give you a killer pillar^ 


« 


_ 072 JUMP FOR )OY 

tejTjiiiiiia DEFEAT NEMEAN WITH A REGULAR ATTACK FROM THE LAUNDRY POLE 
"STAFF STUDIES" 



| REWARD 

Paulo has a quest for staff users that master their 
art He sends your party into the grottos to hunt for 
a monster called Nemean. These things look like 
manticores, and they're tough as nails. Killing one 
is a modest challenge, but Paulo wants you to step 
it up a notch. He asks that you finish the creature 
off with a normal attack while swinging the laundry 
pole (the weakest staff in the game). Huh. 


Bring the laundry pole with your group into the 
grottos, but obviously don't equip it until you're toward the end of a Nemean battle. 
Using the Misc. menu, it's possible to switch weapons even in the middle of combat. Do 
this to make sure your group has full damage output during the early fight 

Use the proper mix of party enhancements to make it easier for your staff-user to land 
• the final blow. Tension bonuses, attack improvements, and Sap all work together to 
make this happen. 

The reward scroll is called "Staff Studies." The person with this scroll can go into a 
defensive stance that counters blows sent in his or her direction. Characters with 
Eyes on Me and Whistle are able to get enemy attention and then punish it during 
subsequent rounds while keeping the party safe. 




Toadie is the whip instructor at Swinedimples 
Academy. Well, he's actually a follower of Mr 
Whippy, but you still have to talk to this kid to get 
what you want. 

Toadie is on the second floor of the main building, 
inside a classroom on the right. He'll send you to 
Catwright, a whip maker on the south seas. Look t 
for a lighthouse on a tiny island. Catwright is inside ■ 

P0w:?LTn,e S ,F. hammer,an8,,,a,drO|>S,rOm ' - ____ 

sharks -« «***«»» 

make ,he whip V o7asked for P ''“mertang. Take it backto Catwright. She'll 

delivered, and yoiuiei'X'r pri"e "" T ° ad " ! ,ha iob is done ' The "ew whip gets 


REWARD __ 

»»;SSa£*iB3K- 

source this time? 

Mr Whippy is in the dining hall ofthedjrtjnjj 
Talk to him and agree to go see Catwright aga.n. 

Catwright is still at the lighthouse, on the seas near j 
Bloomingdale. Catwright wants you to ^a drastJc , 
drackal and a dreadful drackal. The final blows , 
needs to be done with regular attacks from a leather wfifp 

These monsters are found in Wormwood Canyon, and Wyrmtailfi 
H, s cousin appears in the GittiSh Empire and the Djust Desert 

When fighting, remember to use various spells and abilities to raise the 
damage. This compensates for the horrid quality of a leather whip (r*~- 1 

game). 

Return to Catwright after the kills are made. She'll give you a parcel to 1 
Whippy. Your party gets "Working with Whips" as payment 

Your whip gets a powerful group-attack ability as long as your whip cai 
scroll in his or her inventory. 


075 RAKE A TAIL FEATHER 


OBJECTIVE 

REWARD 


COLLECT TEN TINNY TAIL FEATHERS FROM R0B0-R0BINS 
KESTREL CLAWS 


This weapon quest begins in Swinedimples 
Academy, on the right side of the first floor. You 
need to have a character that is well-skilled with 
Claws to begin the quest (i.e., have a person with 
30 or more in Claws). 

Kill ten robo-robins using the Can Opener attack. 
Each kill of this type gets your party a tail feather 
that you need. Once you have ten of them, return to 
the weapon trainer and get your reward. 



OBJECTIVE 


REWARD 


076 TALONTED TRIO 


KILL THREE SPECIAL APPRENTICES 


THE CORE OF THE CLAW 


Return to Klaus when your party has a claw user 
with a skill of 100. He's still in his room on the first 
floor of the Swinedimples Academy main building. 

He'll give you a new quest. 

Fightthree creatures in the area and defeatthem 
with your claws. First, seek the tearwolf in the 
Snowberian Coast. Let your claw user do all the 
j fitting and kill the creature as soon as you can. 

Return to Klaus and find out the second target. Go to tteOubiH 
same way. Talk to the apprentice and go ask Klaus about the fL_ _ 

seas and 10011 for 3 ki "9 W>b. Defeating him with y 

the final est. Afterward, talk to Klaus and get your sc--" Tk; --.. 

execute Hand of God. Your new attack inflicts high s 


077 COOL-FANNED KOOK 

BRING FANNY A FREEZING FEATHER FROM TH 
WHITE TIGER FAN 



Fanny is the fan trainer in, 
She sat the endoftheriqh 
floor of the main buildi 
have a fan user with 31 

To complete her qui 































































, c an nv again when your fan master has 
Jf in his or her skill. Then, put on bunny 
SL bunny tail. Talk to Fanny w.th one of your 
deters decked out in such a way and then set 
off to defeat a liquid metal slime using Fan Dango. 

Travel to the Bowhole or the plateau near Angel 

I lZw Liauid metal slimes are plentiful m both 
Nations Hunt for them and have your fan user 
Vartv When one is found, use the party to soften 
h feature on round one and have your fan user go for the kill on round two (or three 
ifyou don't have the best abilities for softening these monsters). 

f nnv teaches you the Hustle Oance when you return. This fan technique can only be 
j ” e(j Y by people who hold on to the weapon scroll she hands over. This move heals your 
party in a dance of fanny delight. 



079 BRING 01 BACK ME AXE 


OBJECTIVE 


REWARD 


KILL TREEVILS IN THE URDUS MARSHLAND TO GET MAX'S AXE 

pro s axe MHBBHHMWWBBBH 


If you have someone with an axe skill of 30 or 
higher, talk to the farmer near the entrance to 
Swinedimples Academy. This guy doesn't look 
like much, but he's really the axe instructor for the 
academy. Accept his quest and travel south, into 
the Urdus Marshland. Hunt treevils there until you 
find Max's axe. Take the weapon back to him for 
your reward. 


080 'ATCHET JOB 



OBJECTIVE 


REWARD 


DEFEAT THREE MAGMALICES, THREE STONE GUARDIANS, 
AND THREE BAD KARMOURS USING HATCHET MAN 
ADVANCED AXECRAFT" 


Take a character with maximum axe skill up 
to meet Max, the axe trainer in Swinedimples 
Academy He's standing near the front entrance of 
the compound, and he'll give you a new quest. 

Your axeman has to kill nine monsters in total, all 
with the Hatchet Man ability. Kill three magmalices 
(in the Magmaroo), stone guardians (Tower of Nod/ 

Gittisb Empire), and bad karmours (in the Oubliette 
or Western Wormwood) 

Hatchet Man is an ability that requires a little patience, so go ahead and kill any 
peripheral enemies in a given group and defend your axe character while he or she 
swings away at the enemy you need. 

jj isn t a hard quest; it's long, but you shouldn't have trouble with the kills or with 
■ ‘ ,f ‘d' n 9 the monsters you need. 

j Tarrying the “Advanced Axecraft" scroll gives a character knowledge of Whopper 
3 Chopper. This ability is a single-target attack that delivers massive damage. 




081 MALLETS MALLET 

REPAIR A HAMMER USING WOBBLY JELLY 
TERRA FIRMER _ 


e a hammer user with 30 or more skill 
go to Swinedimples Academy and 
Bumbles on the second 
.room at the bottom 


quest and then go to the library, 

^ down on the first floor. Look at the 
you come through the door 
are is called Mallet Monthly It 
I wobbly itslly from an admirer. 

and descend into the plumbed depths Fig ht a dmire< 

", until you yet your jelly Take that back to Bumbles and enjoy y 




Challenge Quests 




■ywM 

082 TO SHELL AND BACK 


OBJECTIVE 

■■ KILL A LIQUID METAL SLIME, WHILE WEARING A TORTOISE 
■ SHELL, USING BAGSY LAST 

REWARD 

HARDCORE HAMMERING" 

__J 



The second hammer quest starts down on the first 
floor. Look for Mrs. Mallet in the room left of the 
main entrance. She only trains characters that 
have mastered the art of hammer wielding. 

She'll give you a kill quest. Find a liquid metal 
slime in the plateau above Angel Falls (or in the 
Bowhole). Have your hammer user equip a tortoise 
shell and then use Bagsy Last for the finishing 
attack. 

Use the first round to have everyone pound on the liquid metal slime, and hope that the 
enemy doesn’t run on the second round before your ability goes off. Trying to get the 
kill on round one is fine, but it's highly unusual unless all three other characters do two 
\ points of damage (and nobody scores a critical hit). 

Remember to do only six points of damage. Bagsy Last is not a great ability for killing 
these things. Keep the bar as low as possible to give yourself the best chance for 
i victory. 

Your ultimate hammer reward is a scroll that lets characters use Big Banga; this ability 
hits all targets. It looks nifty too! 


083 BEAUTIFUL BOWGINNINGS 


REWARD 


KILL TEN PECKERELS WITH THE FLUTTER DISASTER ABILITY 
BILLOWING BOW 


Archie is the bow master in Swinedimples 
Academy. He's found in the theater; that's on the 
far left side of the main building, on the first floor. 

| Talk to the large fellow and find out what you need 
I to do. 

Your targets are peckerels. Kill ten of them with 
| Flutter Disaster to move on. These monsters are 
found in the lluugazar Plains and Mt. Ulbaruun. Get 
: out there and have fun. Happy hunting. 



«F* 


pJZ 
;. i 


Archie went easy on you the first time around; this 
quest is much nastier. Meet the bow master again 
on the first floor of Swinedimples Academy. Bring 
a character that has gotten up to rank 100 in his or 
her bow skill and accept the quest. 

You need to track down ten boss trolls. These 
enemies are found in Gittingham Palace and the 
Oubliette. They're hardy foes with substantial 
health, and that prevents this from being a fast 
quest. 

Always soften your trolls to get them down to low health at a fast pace. Try•not to.kill 
anywith other characters, but don't stress out It's better to move through these lights 
quickly than to obsess over each kill and waste time that way. 

After slaughtering all ten, talk to Archie again. He wants wonder pants. Bribe him 
with these to finish your path to archery godhood. Wonder pants are made w th 
combination of boomer briefs and aggressence. 

you get your weapon scroll as a reward. Any archer with the new scroll can use 
Shining Shot, a high-damage archery area of effect. 
































































































Qgg fOMEBAC K KIP 

KILL A METAL SLIME WITH POWER THROW 




Rmrmerpnp erubusias* «*>»"» *«* ,heir 

epee; «n. don't haw »»V ™<» "J""" 
In&tl main buildings ***%*!£!££ 
,he yard He wants vourp»rtY» Ml » I"# 1 ® 
with Power Throw. 

Have your boomerang bead off «> W ■**£ 

above Angel Fells This is a greet place to find the 

• elusive fellows. 


elusive leuows -‘ j J Jh 

» thing 

Rpturn to net your reward as soon as victory is yours! But wait, there s a catch. This 
brat wants you to help him cheat to avoid having trouble on his boomerang exam. Ta 
the boomerang he gives you and leave the 3 rea entirely. 

The bndqe he’s referring to is located all the way west, over the cliffs If you have the 
starflight Express, fly over to it quickly to save a great deal of time. Otherwise, go south, 
around the cliffs, turn west, and come back up north in the next region to get to the 
bridge. Whew. 

Talk to the kid again after a scene on the bridge. That's when you get your eaglewing. 


086 BRAVE THE CAVES 


REWARD 


COMPLETE THE BOOMERANG MASTER EXAM 
"THE BOOMERANG BIBLE' 


Kylie is a young girl at Swinedimples Academy who 
. loves boomerangs. If you're looking for her, Kylie 
hangs out near the dormitory, outside in the yard. 

She’ll encourage anyone with a boomerang skill 
of 100 to take the final test. As a hint, she says that 
there is a clue in the art room. 

The art room is on the second floor of the main 
building. Search near the granite statue for a 
hidden piece of paper. 

You find out that there are three master enemies to defeat with your boomerang. One of 
them is in each of three dungeons. 

Characters that take the weapon scroll you receive from Kylie can use Gigathrow with 
j their boome tangs. This ability hits a single target for high damage, making it a strange, 

| but aseuil, exception to the boomerang's normal lineup, 





087 SUCKING UP TO BUCKLER 


OBJECTIVE 


REWARD 


DEFEND AGAINST TEN ENEMY ATTACKS 
WHITE SHIELD 



Buckler is the shield trainer at Swinedimples He 
studies on the first floor of the main building. Look 
tor him in a classroom left of the entrance. 

some °ne in the group has a shield 
skill of 30 or more, he'll give you a quest. Defend 
against ten enemy attacks. You can fight any 
monsters for this, so a good local fight is easiest. 

«n?m e I 0 "' P8ftY S ' Ze 0r use attacks that 9^ « 



088 BUCKLER'S BUCKLER 


PhrTZTrr^mm I KILL ten killing MACHINES USING BIOCKENSPif 

SECRETS OF THE 


[ REWARD 

Once your party baaa 

shield skill, talk to Buckler agam. Tb * * a e 

• in Swinedimples Academy, on the first floor 

His new mission is lo defeat too krlNr® 
with Blockenspiel. These enemies are found the 
Tower of Nod and in The Gittwh Empire. 

Have side characters wound the targets to make 

them vulnerable, and then go for the killing blow 

with your shield user. As usual, bringing multiple characters with 
way to reduce the quest time. 

When you return to him, Buckler gives you a scroll that grants a special p 
“Secrets of the Shield" lets a character guard against critical hits with hu 


OBJECTIVE 

REWARD 

Cecil is the fisticuffs trainer at Swinedimples 
Academy. He has a bit of a speech impediment, but j 
that does nothing to weaken his dedication to train r 
hard and fight well. 

To prove yourself to him, talk to the trainer when 
you have a character with 30 or more fisticuffs 
skill. He'll tell you to fight - and kill - ten wyrtles 
, using the Knuckle Sandwich ability. 

Travel to Urdus Marshland or Hermany and hunt these wildernesl monsL _. .. 
not terribly hard to find, and you shouldn’t have too many problems completing ft 
quest. Hurray for the easy ones! 

Cecil gives your people a tough guy tattoo as a reward. 


090 ONE LATHT TETHT 



OBJECTIVE 


REWARD 


DEFEAT 50 MONSTERS DEEP INSIDE A GROTTO WHILE 
WEARING YOUR SKIVVIES 
FEARSOME FISTICUFFING'' 


Cecil gets a bit crazy when one of your characters 
masters fisticuffs. Go to him on the left side of the 
main Swinedimples building and ask for a new 
quest. 

He'll demand that you kill 50 monsters while 
wearing no equipment with your fisticuffs 
character. Yikes! Even worse, this can't be done 
in a simple area with weak monsters. You have 
to take the party to the tenth level of a grotto, or 
; deeper. 

If possible, bring a paladin along to help your character kill safely white oi 

pr< ! 1 t !, Cte u Cl ‘r This lowers the chance that your naked character might take ti 
and die before healing comes into play. 

Your reward i*a scroll that lets a fisticuffs user cast Miracle Moon. This a 
high area of effect damage and heals the user in the process. 


091 CRITICAL APPRAISAL 


PpS3iS3 KILL TWO MONSTERS, VIA CRITICAL HITS. WHILE THEY ARE ENRA r. 

WARRIOR S ARMOUR 



V K ou haveVl'I.hrY ide 0f Creek. If 

: »'a Whistle m Ev , e S h on Me b ' lltV rt t0 'I" 396 rnons,ers , 

abilities to enraqe the to', 80 ? 0rth ' Use those \m 

! matter of luck waiting for to!?' After that ' jt s just a m 
i Thrus,) - 11 ,n9ser '" • 

I th,s ^est is a lonq sloo if, 9 he CrrtlCal h»*S o 
I Xbou 


























































’ Questf. 


092 WARRIORS THREE 

K,LL TEN mandrake marauders while they are enraged 

WARRIOR S WORKBOOK. 5.000 GOLD COINS 


k-p*. is still in the same place, at the bottom of 
Wormwood Creek Talk to him when you have 
40 th level warrior in your group. He II ask 
* r De0 pi e to go to the Magmaroo and kill ten 
' - e marauders. All of them must be enraged 



OBJECTIVE 


095 FREE THE FAERIE TWO 


EQUIP THE FAERIE STAFF AND KILL TEN ENEMIES WITH THE 
FRIZZ SPELL 


REWARD 


FIZZLE-RETARDANT SUIT, FIZZLE-RETARDANT BLOUSE 


when you take them out 

Bring someone who can antagonize the monsters. 

Anyone with Whistle works just fine. While that 
person is using his or her ability on the first round 
to angerthe marauders, have other characters attack directly; any strong attack 
has a fair chance to annoy these dragonkin. That sets them up to be killed on the 
second round. 

Because it's easy to enrage marauders, this isn't too difficult of a quest. Get your ten 
kills and come back to Kevo. The Warrior's Workbook you receive allows the character 
to counterattack when an enemy goes into melee against him or her. 


m 

093 EGGCLESIASTICS 

|«| 

OBJECTIVE 

REWARD 

GUARD TO PROTECT YOURSELVES FROM 30 ATTACKS 
(WITHOUT FLEEING) 

ASCETIC ROBE, PRIESTESS’S PINAFORE 


Sleep at the inn in Alltrades Abbey once you have 
a mage of level 15 (or higher). Your mage has a 
dream and meets two faeries. They offer to give 
you something special if you kill ten enemies while y 
using the staff that has them trapped. You can only 
kill these enemies using the Frizz spell. 

It's easiest to do this near Angel Falls, where fights' 

are especially fast and easy. Slimes are one-shot — 
kills with any spell, so they're a keen target. 

When you’re done, return to the Alltrades Abbey inn and sleep. You receive a Fizzle- 
retardant suit and a Fizzle-retardant blouse. The faeries then tell you to come back after 
reaching level 40! 

Don't forget to put on your new items. They are great for mages of your level! 


096 FAERIE NEARLY THERE 



OBJECTIVE 


REWARD 


kill ten wight priests while the wand is equipped 

MAGE'S MANUAL _ 


Climb down the well in Wormwood Creek if you 
have a 15th level priest and want to have some fun. 

; The man in the well gives your party an egg that 
j grows every time your characters guard and take a 
\ nit from their enemies. 

’ Find a group of enemies that aren’t very deadly 
and defend againstthose. The quest text makes it 
‘ sound like you have to do this in a single fight, but 
that isn't die case. Go ahead and win any battle 
after you've taken your fill of free hits. Everything counts toward your tally, and future 
battles add up until your quota is full. At that point, return to town and go back down 
"# weil. 




k _ - 

)94NURTURAL SELECTION 

Qp 

1 

OBJECTIVE 

BRING ALLIES BACK FROM CRITICAL HEALTH (ORANGE 
STATUS) 20 TIMES USING MOREHEAL 


REWARD 

PRIESTS PRIMER 



oo back down the Wormwood Creek well and talk 
to the old man once you have a level 40 priest. His 
task this t ( me is a bit harder to finish. You have to 
let your companions go down to low health; when 
e,r Character status turns orange, that's the sign 
fltthey re readyfor healing. Have your priest cast 
oraheal on them, and then repeat the process. 

°o this while questing in other areas if you'd 

h l^ rt0 ^ msht h e Quest without worrying about • 

1 erwise '*‘ ntl 3 larger fight and cross your fingers Monsters that use AoE breath 
ldCks are excellent for helping you out. 

whef n tr * C k * S t0 c ^ an 8 e vocations with three other characters. Fight weak monsters 
ihev' 'k °^ ,ers are level one. It's SO easy for them to get down to critical health when 
to ier b * * 0W leve *' Moreheal also won't do more than get them to full health. It's easy 
Peat the process because so few HP are involved. 

^ter finishing, your party should return to the old man. He'll give you a scroll that 



If you have a 40th level mage and want another 
: quest, sleep at the inn in the Alltrades Abbey 
basement. Your party meets the faerie twins again. 

Their new quest is to kill ten wight priests using 
their wand. 

Accept the quest and equip the faerie staff. 

Zoom to Swinedimples Academy and go into the 
basement beneath the school. That's where you 
can hunt wight priests. 

You're in luck if you have a paladin; they can equip wands but often have far more 
attack power than a mage or priest. 

j Use your best melee attack character that can still equip the faerie staff. Everyone 
| else in the party is there to raise the leader's damage. Cast Oomph and Fire/Frost/etc. 

Focus if you can. When combined, these allow almost any character to deliver heavy 
■ damage to the wight priests. If you're lucky, your character will be able to kill each one 
I in a single hit. 

| The character with the special wand has to deliver the killing blows. It's a slower quest 
; for that reason, but it isn't hard to complete. Rest in the dormitory above the old school 
1 if you need to restore your party's HP/MP. 

I When you're done, journey back to Alltrades Abbey and sleep at the inn again. The 
| faeries give you the Mage’s Manual. Anyone who carries this scroll can use Weakening 
\ Wave; this ability nails all enemies with a debuff that reduces their attack power. 


097 CRY WOLF 



OBJECTIVE 

USE WAR CRY AND THEN KILL FIVE SCAREWOLVES WHILE 
THEY’RE AFFECTED BY FEAR 

REWARO 

SLICK SLACKS 


II - yvui p. 

« nam? ^ character tQ cast Wave of Relief; this is an 
\ Stotts from your party 


a of effect spell that cures all 



■ Brusque Lee is standing outside of Alltrades 
Abbey. He'll give you some fine rewards if you have 
a level 15 martial artist and complete his quest. 

Your party must travel to the wilderness outside 
Bloomingdale and hunt scarewolves. These 
enemies are often seen to the north of the city. In 
battle, your martial artist should use War Cry to 
frighten the enemies. Then, while the scarewolves 
: are still frightened, the party can finish them off. 

This is trickier than it sounds. War Cry's effect only lasts for one enemy attack. That 
: means that you need to kill the enemy between the time your ma/tiai artist uses War Cry 
j and the enemy's next move. 

The best way to do this is to wound the enemy on turn one with a reliable damage 
dealer, or a pair of damage dealers if you're pretty certain they won t kill the target 
. Then have the martial artist use War Cry in round two. This usually happens long 
before the enemies act Have your second fastest person finish the scurewolf off If you 
need to improve someone's Initiative, remember to change that character s equipment 
and don items that raise agility. 

Return to Biusque Lee when you',e done. 

you return to him when your martial artist reaches the laudable level 401 


a 





































































OBJECTIVE 


OBJECTIVE 


reward 


098 SLOWLY, SLOW^CRITTV GOLEM_<£. 


DEFEAT THREE SOLE MS WITH CRITICAL HITS 

MARTIAL ARTIST S MANUAL 


Grandmaster Wun Tun Punch is ° 

Alltrades Abboy. standing next to Brusque L« • 

Once you have a 40th level martial artist, you can 
start a quest with him. 

He'll ask you to find some golems and fight them 
until you kill three of them with critical hits Travel 
to Wyrmw.ng or Wyrmsmaw and get hunting 

S2555' 

kills you need. 

Return tn the Grandmaster after your enemies are dead. As a reward, he 
Martial Artist's Manual This lets one of your character s hold Tension between battles. 
It s a mean technique. You're able to build Tension at the end of easy fights and unleash 
a murderous amount of damage to start off future battles. Frontload your damage 
whenever you want I 


3d 099 B-COMING ONE OF THE B-TEAM 


OBJtCTm 


REWARD 


STEAL A TYCOON'S TROVE FROM A HUNTER MECH IN THE 
BAD CAVE 

ROGUE'S ROBES, ROGUESS'S ROBES, 1,000 GOLD COINS 


Talk to Buster in the pub beneath Dourbridge. 

He'll only give you this quest if you currently have 
a level 15 thief in your party. This mission is to 
steal from a hunter mech that is living north of 
Bloomingdale (in the Bad Cave). Return when you 
have succeeded. 

It's possible (and. in fact, probable) that it will 
take multiple hunter mechs before you steal the 
tycoon's trove instead of a hunter's bow. Settle in, 

fight other monsters in the area for experience, and finish the quest with a pile of loot! 


too BUSTED 


OBJECTIVE 


STEAL A LUNAR DIAMOND FROM A SORCERER IN GERZUUN S 
BASEMENT 

THIEFS THEORY AND 10,000 GOLD COINS 


I REWARD 


FLAMENCO SHIRT, DANCER S ORESS 


This odd fellow is one of the vocation trarners in 
Alltrades Abbey. If you currently have a evel 15 
minstrel in your party, he'll give you this task. 

His quest is one of the easiest job missions to 
complete For the next five fights, take everything 
especially slow. Kill all enemies save for the 
one: the weakest in the enemy group. Have your 
minstrel Egg On a specific character every round 
and have that character only defend. Do this for a -tu 

minimum of four rounds to get the person to a state of super-high Tension. Some! 
this takes a fifth round because the final step doesn't always work. 

When you're done, kill the monster and repeat the process in the next battle T 
maximizes experience and gold for your efforts and prevents the process from 
too boring. 

Talk to Tom Foolery again, the ghost in the lower level of the abbey. He'll give y 
rewards. Return to him at level 40 for a new quest 


102 PRAT’S THE WAY TO DO IT! 


OBJECTIVE 


REWARD 


SPLIT THE SIDES OF TWO MONSTERS WITH A PRATFALL 


THE MINSTREL’S MANUAL 


Talk to Tom Foolery again when you have a minstrel. 
that's 40th level. He’ll give you a new quest to 
prove your entertainment prowess. In the first step, 
your goal is to get two critical Pratfalls. Go against 
any monster that won't beat on you too badly while 
you're practicing. Have your other characters 
defend, or Heal, as needed. 

Once you've scored two critical Pratfalls, come 
back to Tom Foolery. He'll ask that you take your 
act to the Stomway Castle dungeon. Perform several Pratfalls for the man in 

right cell. 

After you've entertained the jailed man, go back to Tom Foolery. He'll thank you 
profusely. Your party receives the Minstrel's Manual. Anyone who is carryii 
manual can use the Gritty Ditty ability. When used, this triggers an attack b 
other party members. 


103 GLADIATOR GRADUATOR 


STATE OF SUPER-HIGH TENSION 


LEARN HOW TO USE THE GLADIATOR VOCATION 


OBJECTIVE 
"reward 

The priest in B1 of Alltrades Abbey has a peculiar 
trial for you; he wants to see if one of your 
characters can kill three slimes with Dragon Slash 
. all slam while your character is in a state of super- 

• high Tension. 

• This is most easily done in the area near Angel 
Falls, where the slimes are weak and plentiful 

; Bring along a character that can wield a sword 

' can heln^r S ' aSh A ' S ° b ™ 9 Someone whl > 
i £ h t 9 ? Zl m ° n r f e hls or her Tension, or a coople poof 
a eone who can disable the slime each round. 

. each round MakesMethmm!*1 ten use someone else tora 
! Sh0WV0W howtouseme^alt; v ta?:;. Sta,rS *** 


Buster is the thief in a pub beneath Dourbridge. 
Once you have a level 40 thief of your own, seek 
him out again. Buster has a substantial reward for 
your party if you do him a favor. It's an offer you 
can't refuse. 


Travel to Gerzuun and look in the basement of the 
rums. There are sorcerers down there, and one 
them has the lunar diamond you need. Equip any — - 
items in your inventory that help with stealing- this JEBl BgiTCia-: 

IS the best VAtaW In . 


. . * * * ."—r "wr wun stealing; this 

ls the besl >° '•<“« the 6"w investment of this quest. 

iLTerS^ 


Enter the dungeon with your character as an actual thief. This causes the process to go 
much faster. 
































































3 


KILL TEN DRACKALS WITH DOUBLE UP IN EFFECT 
TACTICAL VEST, BRAWLING BYRNIE 


There is a small island to the east of Hermany 
. ” the upper right side of the world map). Sail 
over there once you've completed quest 103 and 
'aised a gladiator to 15th level. Talk to a man 
on the southern end of the island; his name is 
Unscfupulus Maximus. 

This gladiator wants your party to find drackals 
and kill them while using Double Up, the gladiator 
ability. Travel outto Gerzuun, the dungeon near 
Batsureg. Drackals are most often found outside the dungeon in the nearby wilderness 

Have most of your party wound the drackals and kill off other targets in the enemy 
group. Your gladiator should use Double Up on the first turn and then kill off the 
wounded drackals during subsequent rounds. 

Sail back to the island when you're done. Unscrupulus Maximus gives you two gladiator 
suits of armour (a tactical vest and a brawling bymie). 


OBJECTIVE 



REWARD 


DEFEAT THREE INFERNAL ARMOURS WHILE DEFLECTING 
DAMAGE (USING PINCUSHION) 

HOLY MAIL, HOLY FEMAIL 



105 CHALLENGUS MAXIMUS 


OBJECTIVE 


KILL THREE GREEN DRAGONS WITH DOUBLE-EDGED SLASH 
GLADIATOR S GUIDE 


Unscrupulus Maximus lives on the small island 
east of Hermany. Sail there if you have a 40th level 
gladiator in your party. Accept this quest from him 
if you dare! 

Maximus wants your group to find a place with 
green dragons; the Magmaroo is a good place to 
start Zoom over there and hunt these enemies 
down. Bring a good healer, and have that person 
support your gladiator. A paladin (to block after 
your gladiator is envenomated) is also quite useful. 

Let the green dragons envenomate your gladiator. Only after that can you Double Up 
and finish the creatures with Double-Edged Slash. 

Maximum gives you the Gladiator's Guide when you succeed. This wonderful item must f 
be held in your gladiator's inventory; it gives the character a chance to double attack 
periodically. 



Talk to Brunhild again in Gleeba. She's still at the 
top of the Mirage Mahal. Once you have a 15th 
level paladin, ask her to engage your paladin in a 
challenge. 

Travel to Gerzuun after you've accepted this quest. 

Search for infernal armours in that dungeon. Kill 
three of these with damage that is deflected by 
Pincushion. That shouldn't sound easy. It's tricky 
as anything. 

Pincushion doesn't do a lot of damage unless your character is taking a lot of damage 
The best way to do this is to wound an infernal armour, and kill off anything that appears 
with it. Once the fight is fully under control, use characters that deal predictable 
damage to bring the target down to minimal health. 

: For example, have a heavy hitter who can deal nearly 100 points come in for the initial 
. shot. Then, have someone tap at the armour for a few points here and there to set it up 
for the kill. Have your paladin Whistle while this is going on to get the creature into a 
rage and ensure that it attacks you in subsequent rounds. 

( Rinse and repeat this process. If you're higher level, come alone. You can skip the 
Whistle part of the procedure and save a massive amount of time and annoyance. 


106 TAKING SOUL CONTRC 



objective 


reward 


USE WHIPPING BOY SUCCESSFULLY TEN TIMES 
LEARN TO USE THE PALADIN VOCATION 


Brunhild is at the top of the Mirage Mahal, in 
Gleeba. She's standing behind the trough that you 
used to get into the bathing chamber. 

If you meet her and agree to be a Whipping Boy 
on times. Brunhild teaches your party how to 
become paladins. Go out into the Djust Desert 
rj “ erness . get into fights, and have someone with 
ousic warrior training use the early skill Whipping 
Boy to defend other characters 

This must be done locally. If you try to do it anywhere else in the world, it won't count. 
°>your character must block attacks. Just using the ability isn't enough either 

bi fWfestto do this with just a couple characters. If both of them have Whipping Boy, 
e can in ' s ^' even sooner! Have them protect each other with their ability and let the 
«. » lfe5> * *° town You should be back to Brunhild in no time And now, you can use 
awesome paladin vocation. 



108 TOP FLIGHT KNIGHT FIGHT 


USE H-PATHY TO BRING FIVE PEOPLE BACK FROM THE BRINK 
PALADIN'S PRIMER (YOU CAN USE SOLAR FLAIR) 


Talk to Brunhild after your paladin has reached 
level 40. She’ll still be on the third floor of the 
| Mirage Mahal. The final task from Brunhild is to 
; save five characters that have fallen all the way 
I down to a single HP. Use the H-Pathy ability to do 
I this! 

I Let your party get to low health while farming for 
I items. Take a paladin and a warrior out at the same \ 

| time. The warrior is going to use Whipping Boy 

i to protect the person at low health once they're down to a single HP. Obviously, the 
t paladin is there to use H-Pathy and complete the quest. 

1 

Zoom to easier areas once your health is getting into the danger zone. This makes it 
| easier to fine tune your health. If possible, bring a second paladin as well. This person 
| should use H-Pathy to sacrifice his or her own health. That is one of the easiest ways to 
| reach 1 HP status safely 

Save the person. Win the fight. Then, have the healed paladin sacrifice him/herself 
j again in the next battle. This takes a long quest and makes it painless. The only problem 
is that you need two paladins. Consider having your favorite healer take the second 
position. Leveling that character in the side vocation is quite rewarding. 




REWARD 


KILL TWO METAL SLIMES WITH A CHARACTER THAT HAS 
CAST WIZARD WARD 
UNLOCK THE ARMAMENTAUST VOCATION 


Windy, at Alltrades Abbey, is near the stairs to the 
lower level. This person is willing to teach your 
party about the secrets of armamentalism. To earn 
this distinction, you must have a character cast 
Wizard Ward while fighting metal slimes. Then, 
that character needs to land a killing blow against 
said metal slimes. 

• You need to do this twice to finish the quest. It's a 
particularly rough one because metal slimes are 
' already hard to find. Trying to ensure the killing blow makes it even harder 

To maximize your chances, have the bulk of the party try to damage a given metal 
round whilo you, mogo oaao Wi*rd Wo.d. Thon. huvo .ho mag. 
attack without help in future rounds. 

If you change the mage into a deadlier class, you can still use Wizard Ward and then 
turn to deadlier act.ons (such as Metal Slash) with a high degree tfwccesv 
still one of the tougher quests from the level 15 vocabon tramers, but .t y. Jds one of the 
greatest rewards: an entirely new vocation. 



















































































OBJECTIVE 


112 RANGER CHARGER 


USE TOXIC 


u _ lo DAGGER to envenomate 
hocus CHIMAERAS 
LEARN TO USE THE 


AND KILL THREE 


RANGER VOCATION 


OBJECTIVE 


REWARD 


111 THEFORCE...FOREVER 


KILL SPECIFIC MONSTERS WITH EVEN MORE SPECIFIC FORCE 
ABILITIES 


ARMAMENTALIST'S ALBUM 


OBJECTIVE 


REWARD 


LEARN THE SAGE VOCATION 


OBJECTm 


REWARD 


: 10 FORCE IN THE FIELD 


Kilt rEN WHITE TRICERT«UJS lISWG TWO SAPS. FIRE 
FORCE AND A NORMAL ATTACK 
FENCING JACKET 


Windy is fhfi armamentafist expert at AlftraJes 
Abbey. After reaching level 15 in that vocation, 
meet Windy again and see if there rs anything el. 
robe done It turns out there is! 

Double Sap fen white trigerfaurs to get them as 
vulnerable as possible Use Fire Force to augment 
your damage, and then use a regular attack to 

finish the creatures off < » , j — -;— 

Don't put this all on your armamentalist s hands, ft takes too long to ge V_^ gS 
Instead, bring a mage to help with ihe Sep work It's even better 
person to Sap. That frees your armamentalist to cast Fire Fource on the first round, 
possibly going for a kill in the second. 

Find white trigertaurs in Snowberia and the Cringle Coast. Kill them with gusto and 
come back to Windy for your fencing jacket. 


OBJECTIVE 


REWARD 


113 HOARSE WHISPERER 


USE SOOTHE SAYER AGAINST 20 ENRAGED NIONSTFn 

NOMADIC DEEL 


Return to Odval, in the Heights of Lon ® ln ®*^. 
you have a level 15 ranger m your party. He lr give 
you a new task. Talk to 20 monsters by enraging 
them and then using Soothe Sayer to calm them 
back down. 

Have one character work on ticking off the 
creatures, with Whisper/Eyes on Me/etc., and let 
your ranger do the Soothe Sayer work. This cuts 
the quest time practically in half. 

Return to Odval at the end for your mission He'll reward you with a 


RE WARD _, 

Udval holds ms Dest sel 


114 ONE-TURN WONDER 


KILL DRAKULARGES IN THE FIRST TURN OF BATTLE (FIVE 


RANGER'S REVELATIONS 


After passing level 40 as an armamentalist take 
your party back to Alltrades Abbey and see Windy 
again The final quest in this vocation is to defeat 
five monsters with the five Forces Use Fire Force 
to kill a magmalice, Frost Force to kill a great ? 
gruffon, Gale Force to kill a cumulus rex, Life Force | 
to silence a king slime, and Funereal Force against | 
a raving reaper. 

It's obvious that you won't be allowed to play to 
your strengths in this quest; these monsters are highly resistant to the powers you 
intend to use against them Oh well. Weaken the beasts with other characters and I 
your armamentalist hack away for the finishing blow. 

HERE IS WHERE TO LOOK FOR YOUR VICTIMS: 


. .... • iaiK to mm at 

the Heights of Loneliness when you have a ranger 
of level 40 or higher. He'll give you a final quest: kill 
five drakularges in the first turn of battle. 

Abilities that guarantee critical hits or autokills 
are one option; Needle Shot is the most common 
l choice. They're usually the best way to get this 
| quest done without needing to wait for higher levels £ 

I Search for these monsters in the Bowhole and Wyrmtail. They're large and ir 
| but that won't stop your ranger from cutting them down to size. 

When you're done, talk to Odval again and get Ranger's Revelations. This it 
the critical hit rate of its holder any time he or she is in a time of crisis. 


115 SAGES IN THE PAGES 


KILL FIVE GREAT TROLLS USING FRIZZ 


MAGMALICE 

THE MAGMAROO 

GREAT GRUFFON 

SNOWBERIA/CRINGLE COAST 

CUMULUS REX 

WYRMTAIL/WYRMSMAW 


BLOOMINGDALE/PLUVI ISLE 

THE OLD SCH001/0ND0R CUFFS 




Odval is Standing at the entrance to the Heights 

hi ItT He1l « ki, TOhwan„o.:a,nbout 

Sr r s « - -^.0 work 

vocation, U V * ^"" she( *' re,urn to Odval. He - " show your party how to equip the ranger 


j Go t0 Gittingham Palace and take the eastern 
; corridor through the first level. Climb the staircase 
j at the end of the path and then read the books in 
the shelf above. This triggers the quest. 

You can learn how to use the sage vocation by 

killing five great trolls. This is a crucial quest, so it's 

highly advised that you accept it. 

The first time you have the chance to complete m 
&2TL* whe k n vou 9° <° lhe «Mlm of the Almightylthe iasttepK 
attack hILT th6re I 31 ' nUmbers ' Have a ma 9 e •" voot Patty to Lrecute It 
rounds attaCk With ,ul1 ,orce on ,he “'at turn. Then., 

9 w 1 e the mage casts Frizz again and again to finish I 

But thTre 0 fs™chancf! th°t e th 99rCSSIUe andtrv *° |ud 9 e *8 creature's h 
; It'S a little easing I n f 9rea ' tr0 " CoM die wasti. 

complete. P yit sale ' especially if you're willing to go rest a 

S Kt: ~ with ** totorn to the bookcase« 
























































Challenge Quests 



116 SAGIER AND PAGIER 


kill an equinox using the bang spell 

SAGE S ROBE 




HR 


OBJECTIVE 

REWARD ^ 

/e a sage above level 15, return to 
Sage and locate the book in Level 
rSofGfttingham Palace. Read the book to 
1 ' ■ this que k and then start looking through 
reC or e maps You can find the equinox, a dark 
steed with green highlights, deep inside some of 
the grottos. 

For s high level party, this can be awfully tricky 
because equinoxes don't last long. To compensate, 
see rfyou can switch vocations around and have multiple characters with Bang. This 
Jlows the fight down and dramatically raises the chance for a killing blow with this spell. 

Lacking that, bring enough healing to play things out the slow way. Have your sage cast 
Sang each round while other characters heal and protect each other. Because you 
only need to succeed once, there isn't that much time-wasting in playing it safe and 
ensuring that the kill is legitimate. 

If anyone can raise your sage's Tension or buff his or her magical might, that's also a 
great thing for hurrying your group along. Egg On (from your hero) and Caster Sugar 
make things easier. 

Return to the book when you're done and get a set of sage's robes for your trouble. 


117 ENGAGING THE SAGE 


objective 


reward 


118 A STAR IS BORN 

DEFEAT A MOAI MINSTREL WITH HOT LICK 
LEARN THE LUMINARY VOCATION 


Applaudia is the luminary class trainer. Look for 
her in Gleeba, inside the dancing hall. For her first 
quest, she wants to see your group kill a moai 
minstrel with the Hot Lick ability. 





119 SIGN FOR YOUR SUPPER 


REWARD 


SCORE A CRITICAL AUTOGRAPH ATTACK 
STAR'S SUIT 


OBJECTIVE 


REWARD 


USEZAM TO KILL ATLAS 
SAGE'S SCRIPTURE 


;i 

; Take a sage above level 40 to the Supreme Sage, 
the book on Level 2 North of Gittingham Palace. 

Accept this final sage quest when you think you're 
up to a challenge. 

Have a dedicated healer who isn't responsible for 
casting Zam. If you don’t do this, the fight is going 
to either fail or take an eternity. Neither is a good 
alternative. 

Have the entire group wail on Atlas for most of the fight, these guys have high health, 
and you won't kill them accidentally as long as you keep track of your party's total 
damage output. When things start getting close, have most characters switch to 
healing, guarding each other, or buffing your caster (as before, Egg On and Caster 
Sugar are quite useful). 

Spam that Zam and get your kill. It's a challenging slog, but you are able to cast Twocus 
Pocus after getting your reward. This ability gives the holder a buff; he or she can use it 
on him/herself or on other characters. Those affected by Twocus Pocus automatically 
double cast any spell. 



Applaudia likes to see people upstage themselves. 

When you've gotten a luminary up to level 15, see 
her again for a tougher quest. She's still in the 
Gleeba dancing hall. 

To make a perfect Autograph takes serious work, 
and that's what Applaudia likes. Take your luminary 
out into the wild and fight creatures with constant 
use of Autograph. Don't try to prolong fights. 

Instead, get as much experience and gold as 
possible while waiting for the eventual critical. This way, your party benefits the most 
instead of creeping along. 

Applaudia gives you a star's suit when you return. 



120 YOUR TIME TO SHINE 


W\ 


USE EXTREME MAKEOVER, EYES ON ME, AND THEN KILL TEN 
MOAI MINSTRELS 
LUMINARY'S LORE 


1 Applaudia won't give you her final quest until your 
party has a luminary of level 40 or higher. Talk to 
| her in the Gleeba dancing hall to start this long 
1 mission. 

. Seek out moai minstrels again, but now your 
} luminary has to kill ten of them, and in a different 
\ way. Start the fights with Extreme Makeover. 

; Have the other characters in the group soften the 
target in round one. Use Eyes on Me in subsequent 
rmtnHc until it ctirks anH enraaes the minstrel(s). Only then can these freaks be killed 




ii for credit. 

I Applaudia gives your luminary a scroll when you succeed. This item gives the 
| possessor Gold Rush, an ability that costs 1,000 gold coins per use but deals amazing 
\ damage to multiple targets. 


Extra Quests —— 

These extra Challenge Quests will be available for download in 
the future, and many of them will only be available after you 
finish the main storyline quest. The following section contains a 
brief look at all of the upcoming Challenge Quests. 































































129 A SPOT OF BOOK-KEYPING 

yrrmOB stornway CASTLE THRONE 


,OU DLESS SKYE 

rjTfl|| UPPER RIGHT SIDE OF UPOVER 

Tfl ASTRAL PLUME 


^RN THE ROYAL REGARDS 


130 EXHUME THE HEIRLOOM 

THE PLATEAU WEST OF GLEEBA 


122 BERT'S BERFDAY 


mrnamm right side of bloomingdale 

Oil UNSIDE THE INN) 

| FINGERLESS GLOVES 


131 MAKING ROOM IN BRIGADOOM 

IWllll'M NEAR THE STORNWAY CHURCH 
EJJJJipHI ENCHANTRESS S GLOVES 


123 A PRESENT FROM THE PAST 

'■■■■n THE OUESTER S REST (STORNWAY 
ImUmI INN) 

MihVhhUm YGGDRASIL LEAF, YGGDRASIL DREW 


132 TREE-HUGGING TITAN 

■ newid isle 

r EEZMJWL RANDOM REPEATA8LE reward 


124 RISQUE RESPECTS 

MMMiiM LOWER RIGHT SIDE OF STORNWAY 
■MM GLOOMY GLOVES, LEARN NEW 


RECIPES 


125 PERK UP, PATTY! 


133 RECRUITMENT DRIVE 


ISiglEM NEAR THE STORNWAY CHURCH 


THE QUESTER S REST (STORNWAY 


ESE33B COMBAT BOOTS 


ESBM PATTY JOINS THE PARTY 


126 PUFFdRIJFF PERFORMANCE 

Ctefl LEFT SIDE OF THE HUNTERS' YURTS 
•• IS5W LAMBSWOOL 


134 WHEN TAX ATTACKS 


A CABIN IN CENTRAL HERMANY 
WIZARD S HAT 


127 A RIGHT ROYAL NIGHTMARE 


135 TO BRIGADOOM! 


THRONE ROOM OF STORNWAY CASTLE 
MINISTER'S MITTENS, BLESSED 


NEAR THE STORNWAY CHURCH 


BOOTS 


WITCH S HAT 


PICK U P A PICKAXE 

HRH INSIOE THE WEIL OF STORNV 
mm CASTLE (ON THE RIGHT SIDE 
■ COMPOUND) 


136 EXTERMINATE! 


A CABIN IN CENTRAL HERMAN 


REPEATABLE FOR 






137 YORE FOR IT NOW! 


■PJPMH THE THRONE ROOM OF STORNWAV 
CASTLE 

WYRMWAND AND SEVERAL RECIPES 


138 SHAMAN YOU! 


139 HAS SELLMA SOLD OUT? 


THE QUESTERS REST (STORNWAY 
INN) 


CS223DB SELLMA JOINS YOUR PARTY 


140 APT PUPIL 


OLD SCHOOL BASEMENT OF 
SWINEDIMPLES ACADEMY 


EEKIB REPEATABLE FOR RANDOM REWARDS 


141COFFINWELL CONUNDRUM 


DR. PHLEGMING, IN HIS LAB, AT NIGHT 
PPPSH LEARN THE PROFESSOR S POSE PARTY 


TRICK 


142 PRAYERMONGERING 


mmm THE POOL OF SPIRITS (NORTHEAST OF 

liiiiiiiM angel falls) 

CSSm REPEATABLE FOR RANDOM REWARDS 


143 THINGY, KING OF, ER, 


IMMfH AT THE BOTTOM OF THE 
MM QUARANTOMB 
d!S3l CATHOUCON RING 


144 CLAWS FOR THOUGHT 1 

' Wmm STORNWAY WEAPON SHOP (AT 

liittiiMi nighti 

ORICHALCUM, LEARN MORE RECIPES 


LOCATION 

THE ISLAND SHRINE, IN THE 

SOUTHERN PART OF WESTERN 
COFFINWELL 

REWARD 

MITRE 



145 MYSTERIOUS MONARCH 

; GIHINGHAM PALACE ENTRANCE 

■min PALLIUM REGALE, LEARN MORE 
IliiiiUH RECIPES 


146 HAIL TO THE QUEEN 


INSIDE THE STARFLIGHT EXPRESS, 
REAR CAR 


E57ZXIDH STELLAR SUIT 


147 LICENSED TO DRIVE 


IlMilL'M INSIDE THE STARFLIGHT EXPRESS 
GET YOUR DRIVER S LICENCE 


148 FLAPTRICIDE 


INSIDE THE STARFLIGHT EXPRESS 


STELLAR STOCKINGS, BLAHN0L0 


149INTREEGUING MYSTERY 


jll^MjlS CENTRAL BL00MINGDALE 
EaSBBi SUPERNATURAL SPECS 


150 ANNIHILIMOBLITERATION!? 


I MPOTJB INSIDE THE STARFLIGHT EXPRESS, 
IjUliM REAR CAR 
EUSSm STELLAR STARFLOWER 


151 PUSHY PEDDLER 

- (P9PM INSIDE A CAVE AT THE NORTHERN 
BH END OF THE LONELY COAST 
iJaVM.I.M REPEATABLE FOR RANDOM REWARDS 


VIARliY QUIiSI MAS 


mmmmm chris cringle s house, on an 
ISLAN0 off TH£ CR,NGLE C0AST 
(322S3BI REPEATABLE FOR RANDOM REWARDS 















153 notsoioliyroglr 

.:SS INSfDE A CAVE IN SOUTHERN 
Hill WYRMTAIL 

SILVER ORB — 


| ppk.. ; 

If , -3KV 

I % mJk*. u* 

1541 


wrnmmm A BOOKCASE IN CHRIS cringle s 

ESSBm HOUSE (OFF THE CRINGLE COAST) 




BBS REPEATABLE FOR CAPES OF GOOD 
ftUH KARMA 

11 




st 




155 CHRISTINAMAS CAKE 

r .m 'fiTJM A GIRUN EASTERN BLOOMINGOALE 
■ :laUi l:li— SPIRIT BRACER AND A PARTY POPPER 


161 HEREWITH NOD’S TEAR 

mmm THE MAY0R 'S HOUSE IN 
|^|g|g|fl BLOOMINGOALE 
CISZTCEBBi GOLD BAR 


162 DO NOD DISTURB 

■WfdUM SLIME AT TOWER OF N00 ENTRAIN 
ORICHALCUM U 


163 WHEN A STAR WISHES UPON YOU 

E^Bi REQUESTERS REST ( st ° RNVV/1 v 

mzmm pavo and aquila join YOUR PART 


156 INN SEARCH OF AN INNY 



IPJ1RNJM THE QUESTERS REST (STORNWAY 

liitftm |NN) 



LOCATION 


ITMifil VETERAN S ARMOUR 



\ fl REWARO 



1 - “ 




157 INN FOR A PENNY, INN FOR AN INNY 

Maywjjyjy,™ THE QUESTERS REST (STORNWAY 

hMmm inn) 

I-l'a'JALl.M ERINN JOINS YOUR PARTY 



51 



158 BATTLE BUFF 

IliftWIM HEIGHTS OF LONELINESS ENTRANCE 

ILU'/niiUH repeatable for random rewards 

1 

159 HAVE YOU SEEN CHARLENE? 


164 FIXING FICKSER'S FIX 

DOWN A WELL IN CENTRAL WESTERN 
WORMWOOD 

_ REPEATABLE FOR RANDOM REWARD" 


IN WORMWOOD CREEK 
■■■■■■ SOUTHEASTERN BUILDING 

IjBiaYftM MINI MEDALS (X3) 


1 60 CHRO NIC DELAY 

H0USE 'N WORMWOOD 


; E|^3iS 


yggdrasil leaf 


165 SHAME ON GOO 

■jjj| 'EHSHEMI IN THE ANGa FALLS WELL 

REPEATABLE FOR RANDOM REWARD' 


166 RESEARCH AND DESTROY 


LOCATION 

IN THE MONSTER RESEARCH 

INSTITUTE (IN THE NORTHERN 0N00R 
CUFFS) 

REWARO 

REPEATABLE FOR RANOOM REWARDS 


ShbSF* 167 VVH0 S A PRETTY boy? 

BIBB a BIRD OUTSIDE CHRIS CRINGLE 
p:.v y j *■■■■■ HOUSE (OFF THE CRINGLE COAST 

ESZEIS TREASURE MAP 


168 POTTY ABOUT POTS 

ZERE WELL 

■SEE'S REPEATABLE FOR RA 











169 COMPETITION COMMISSION 


STORNWAY CASTLE. NORTHERN SIDE 
OF LEVEL 1 


EUSZnm GREEN ORB 


170 MAIDING AND ABETTING 

STORNWAY CASTLE, IN THE KITCHEN 
ESEESBI MAID OUTFIT. MAID S MOP 


1711 WOULD DO ANYFANG FOR LOVE 

■ HUNTERS YURTS 

ESSEEM RIOTOUS WRISTBANDS 


172 NAMESAKE MAKER 


IMfllllM LOCHSTORN 
EESffiB TRINITY TIGHTS 


173 PLUM DUFFER 

NEXT TO GLEEBA WEAPON SHOP 
ES2233B REPEATABLE FOR RANDOM REWARDS 


174 AGATES AIN'T GREAT...ARE THEY? 


ng^lPTM STORNWAY CASTLE 

ar hero spear 


175 IF I 'AD AN AMMER 

■■■■■■ HEXAGON HILL (REACHED FROM 
WESTERN STORNWAY) 
f YELLOW ORB 


176 WELL FORGETFUL 

DOWN A WELL IN CENTRAL URDUS 
IgilHlllI MARSHLANDS 

repeaTABLE FOR RANDOM REWARDS 


183 POISON NEEDLE 1 OW1 


■BipjlaH OLD SCHOOL BASEMENT OF 
SWINEDIMPLES ACADEMY 
REPEATABLE FOR RANDOM REWARDS 


184 BLEATS ME 


■■■■■■ INSIDE A CAVE AT THE NORTHERN 
END OF THE LONELV COAST 
filaW A TREASURE MAP 


Challenge Quests 


177 TONES OF THE BONES 

INSIDE A CAVE, IN SOUTHERN 
miiiiiB WYRMTAIL 
iiHY/.lil'l REPEATABLE FOR RANDOM REWARDS 


178 FROM RUST TO RICHES 


LOCATION 

TOMBSTONE ON NORTHEAST SIDE OF 
BRIGADOOM 

REWARD 

AN AGATE OF EVOLUTION, LEARN 

MORE RECIPES 


179 PANTS MACABRE 



ESS SH 

INSIDE A CAVE IN SOUTHERN 

WYRMTAIL 

REPEATABLE FOR RANDOM REWARDS 

180 WRECKING WRECKS 



GIHINGHAM PALACE (LEVEL 2 NORTH, 

IN THE BOOKCASE) 

ESTEEM 

BLUE ORB 


181 CAN WE BORYA FOR A SECOND? 

IN A FOREST CLEARING. SOUTH OF 

iiiiiiiiia coffinwell 
E 52Z2i3B depressing shoes 


182 AN IMMACULATE CONCEPTION 



STORNWAY CASTLE, NORTH SIDE OF 
LEVEL 1 

esteem 

PURPLE ORB _J 

----————————— 
















Treasure Maps 



Use treasure maps to find hidden grottoes throughout the Dragon Quest IX world. These grottoes introduce tough enemies and r, 
making them great places to increase your party’s levels and improve your item collection. 


treasures, 


You Must First Receive Using a Treasure Ma 

a Treasure Map 


There are a few ways to receive a treasure map and start your 
spelunking adventures: 


Complete Challenge Quests 015,058, or 062. Refer to 
the Challenge Quests chapter for more information. 

After completing the game, go see King Schott in 
Stornway Castle. 

R eceive f rom 

fc* f another inn 

customer while in 

*'■'% t* Tag Mode. 

I- ^tW KSSSSimm 

Hero acquires a treasure ir.ap called 'Iron K30 . • 3 

% Lai, of woe Lv 2 * ^ to receive more 

maps. 

v. 


Select Treasure Maps from your Items menu to list the map 
have in your inventory. Choose the one you wish to find. On 

are out in the f 
that map appears 
the top screen. 


By Type 


g 1- * (?) Silver Path of Fear 

LV. 56 


| (?) Platinum World of Dolour 

LV. 57 


1 © Steel Nest of Fear 

LV. 57 


1 @ Silver Lair of Doubt 

LV. 57 


| © Silver Crypt of Fear 

LV. 58 


I © Copper Crater of Dolour 

LV. 58 


9 © Bronze Path of Bane 

LV. 58 


| © Silver Crypt of Fear 

LV. 59 


4. 11/13 

k 


<- * Hide info 

6 Back 


The maps range in level from i to 99 . The higher the level, the 
more floors, thestronger the monsters, and the tougher the grotto 

I 8 ' n f neraL H ° WeVer ’ the risk » worth the reward. Fighting these 
oug er monsters helps you complete your Defeated Monster 

4 and b «ter items. The blue chests in these grottos also 

contain rarer items. 


It only shows a small portion of the map. Look for something 
familiar on this map or refer to the map section at the end of 
this chapter to figure out where it is. Once you find the spot 

depicted on the 


an exclamation point 
appears above the 
i hero’s head. Press 0 
to reveal the grotto 
and press 0 again to 
enter. 9 











nt Types of Grottoes 


five different types of grottoes: Nature, Ruins, Ice, Water, and Volcano. They not only differ in appearance, they also differ in the 
monsters that appear. Nature and Ruins are the two most common types. Ice, 




The monsters that appear in the different grottoes depend on the type of grotto and rank. 
Rank ranges from K, the easiest monsters, to S, the toughest. The following tables show 
which monsters appear in each type of cave. 

The rank of monsters on floor Bi are different depending on the name of the treasure 
map. Also, for every four floors that you make it through, the rank increases by one. 


NATURE 

RANK 

monsters 

K 

Mushroom mage, chimaera, dread admiral, big badboon, 
purrestidiqitator, crabid 

J 

BewarewoH, pink sanguini, mandrake major, scourgette, drackal, 
treeiace 

1 

Crabber dabber doo, treevil, peckerel, brainy badboon, sluggernaut, 
drackal 

Ijp 

Swinoceros, drakutarge, cyclops, bomboulder, live lava, tearwolf 

G 

Splatterhorn, terrorhawk, cumulus rex. gloomy gastropog, boss troll, 

l drakularqe 

F 

Green dragon, freezing fog, blastoad, claws, mandrake marshal, 

magmalice 

T] 

Mandrake marshal, cumulus vex, cobra cardinal, king cureslime, 

9 ern jamboree, red dragon 

0 

King crab, genie sanguini, prism peacock, terror troll, moai minstrel, 

drakulard 

C 

brakulard, sluggerslaught, terror troll, cosmic chimaera, wishmaster, 
.prism peacock, moai minstrel - 

B 

Cosmic chimaera, wishmaster, cumulus hex, stale whale, metal king 

slime, octagon 

A 

Sluggerslaught. cosmic chimaera, stale whale, slionheart yodsieed, 

- Jgightnastfcr, cumulus hex--- 


-1 Gurnulus hex, slionheart, godsteed, wonder wyrtle, widows pique —, 


RUINS 


RANK 

MONSTERS 

K 

Magus, earthenwarrior, restless armour, stone golem, expload, troll 

J 

Mad moai, trigertaur, raving lunatick, manguini. troll, golem 

1 

Hunter mech, metal medley, gramarye gruffon, bagma, gum shield 

H 

Sorcerer, teaky mask, raving reaper, sluggernaut. living statue 

G 

Teaky mask, sculpture vulture, corrupt carter, killing machine, boss 

troll, blastoad 

F 

Golem, blastoad, claws, cobra cardinal, sick trigertaur. killing 
machine—-— 

E 

Liquid metal slime, claws, great troll, octagoon, darkomum slime, 

sick trigertaur___—- 

D 

Barbatos, gem jamboree, sluggerslaught, octagoon. darkomum slime, 
great troll 

c 

Sluggerslaught octagon, darkonium slime, freaky tiki, alar.iiour 

B 

Gem jamboree, freaky tiki, alarniour, boa bishop, cyber spider, Haiimi 

drayman.—--- - 

A 

Freaky tiki, boa bishop, cyber spider, alphyn. gem slime, alam.oor 

S 

Cyber spider, alpbyn. AU-1000. vo.d drord, plaliiiuii. kro 9 lewel. 

sluggerslaught, boa bishop-----— 




















































































factors 


.Equinox. Nemean. sin 




Sir Sam 


M»nus. atla s. Hammibal, 
J»tias. Hamniibal, Fowle^ 
gj. Fowleye, Excalipurr 


Hainmihai t. 


12 bosses 


j>f the 12 bossog 


on Floor B1 


Possible Bosses 


RAW 

K 


J 

1 


H 

cyclops. lethal 

G 

' Icikiller. grim grinner, drastic drackal. cyclops, aggroscu.pu.re, 

F 

S" k „ l ,n 9 mach,oe.a 9 grosculp,ure. bad karmoo. cumulus vex. 

E 

Freeringfog, wight king, bad karmour. cumulus vex, great troll. 

D 

■ielisba beacon, charmour. night knight, fire fiend, canmbelle, freezing 

C 

Fim fiend, darkonium slime, canmbelle, grim reaper, wight emperor, 
niahtkniaht -——--- 

B 

Gem slime, arim reaper, wight emperor, grrrgoyle, canmbelle 

A 

Grim reaner, qrrrqoyle, uncommon cold, geothaum, wight emperor 

S 

Uncommon cold, geothaum, blight knight, boogie manguim, platinum 

WATER 

RANK 

MONSTERS 

K 

Knocktopus, salamarauder, riptide, claw hammer, lesionnaire, slime 
stack 

J 

Mortoad, king slime, shocktopus, giddy gastropog, python priest, 

crabberdabberdoo 

1 

Riptide, diethon, great gruffon, wight priest, blood mummy, crabber 
dabberdoo 

H 

Handsome crab, sail serpent, bloody manguini, seasaur, cureslime, 
abyss diver 

e : 

Abyss diver, stenchurion, dark skeleton, wyrtoise king cureslime, 
green draqon 

f : 

Green dragon, dark skeleton, king crab, Barbatos, king cureslime, 
wight king 

E 1 

King crab, genie sanguine, gigantes, drakulard, Barbatos, wiqht kinq 

D ! 

Gigantes charmour, metal king slime, slugly betty, moai minstrel, 

jenie sanguini 

c ! 

Charmour, slugly betty, moai minstrel, boogie manguini, mandrake 

nonarch 

B J 

>lugly betty, boogie manguini, mandrake monarch, bling badger, 

)rime slime, moai minstrel 

A ! 

3oogie manguini, bling badger, prime slime, hammer horror, 

Irakulord, mandrake monarch 

S r 

rime slime, hammer horror, drakulord, pale whale, seavern, qem slime 


^^^^^\/OLCANO ^ 

RANK 

MONSTERS- 


i 

i 

i 

J 

Hocus chimaera, power hammer, gold golem, mandrake 

qoodybag --- ' 

i 

rhimaera. robo-robin, infernal armour, troll, goodyfe^ ^ 

H 

HunteTmech. infernal armour, liquid merai slime. 

G 

Badja,mnosifer. live lava,mandrake marauder, 

F 

Wbirly giriy, harmour, hell niho, magmalice. killing machin^Tj 

E 

Harmour. magmalice. fright knight, red dragon, prism^^g^ 

D 

Fright knight, gigantes, cobra cardinal, flamin drayman, tantamiS 

C 

Terror troll, metal king slime, flamin' drayman, tantamoum! 1 
harriearthenwarrior, drakulard 

B 

Terror troll, flamin' drayman, barriearthenwarrior, bird of terror^ 

scarlet fever, tantamount 

A 

Barriearthenwarrior, bird of terrordise, scarlet fever, heirTgateki 
rashaverak, terror troll 

S 

Bird of terrordise, hell's gatekeeper, rashaverak, master moosifej 

vermil lion, scarlet fever 


The higher the ranks of 
the monsters, the better 
the items contained in 
the blue chests. Extremely 
rare items become available 
once you reach ranks A and 
S. The contents of the 
blue chests come back 
every time you reset a 
treasure map. 


er Level Maps 


1 - ,.. . 8 tt0es 311 decide what level treasure maps you'll receive. The fo)^ 


shows the 


APPROxTuaJu^njl 


Max Level of nmes Level of 

— facle,s "esirrected Completed Grotto 


based on factors 
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Treasure Map Bosses 

4 bosses wait on the final floor of all treasure map grottoes, and 


Treasure Mat 


you must defeat them to complete the grotto. There are 12 bosses 
that may appear. These are 
formidable foes, so be ready. You 
may need to defeat these bosses 
several times to obtain all of the 
items that they carry. 


TREASURE MAP BOSSES 



Usually, the level of the legacy 
boss map is 1. But as you win 
more battles against that boss, 
the level of the legacy boss 
goes up. 


The legacy bosses are: 


NUMBER 

NAME 

295 

Draqonlord 

2% 

Malroth 

297 

Baramos 

298 

Zoma 

299 

Psaro 

300 

Estark 

301 

Nimzo 

302 

Murdaw 

303 

Mortamor 

304 

Nokturnus 

305 

Orqodemir 

306 

Dhoulmaqus 

307 

Rhapthome 


> 


s 








Legacy Bosses 

Some treasure maps are named after the boss in the grotto, 
such as Dragonlord’s Map Lv. 1. These bosses are legacy 
bosses. There is only one level in these grottoes, which is 
the boss level. The level indicated on the name of the map 
does not indicate the level of the dungeon, but the level of 
the boss. 


NAME 

HP 

283 Equinox 

1800 

284 Nemeart 

2800 

285Shogum 

3600 

286 Trauminator 

4000 

287 Elusid 

4300 

288 Sir Sanguinus 

5200 

289 Atlas 

6500 

290 Hammibal 

6000 

291 Fowleye 

5200 

292 Excalipurr 

6600 

293 Tyrannosaurus Wrecks 

12500 

294 Greygnarl 

1770 



* 


















































, I’l/PI lNT. UP LEGACY BOSSES . lf y ou have the option to give your f, 

LEVELING in as back to life and asks for the experience points for * tse f *«*! 

| After-defeating a legacy boss, itsp 8 _ 

r keep the points foryoorse _ leases a level. Reset the map and re-. 





fight the boss at the next 


level. ineDo»c^°“ — 


ai „ Drifted ill 63600 «p«i«nM I» ln,s 
from this 



Leveling up the legacy bosses give you the following: 


1 More money and experience for defeating them 

. 

4+ Different treasures to win 

Chance to acquire more legacy boss maps 


4 ^ Better chance to get a treasure 
4 ^ Earn more Accolades 







































































































SIDE QUESTS 



































































































































The Rapportal— 
Multiplayer 

By stepping through 
the Rapportal, 
you can share an 
adventure with 
three guests in 
your world, or you 
can join others in 
another world. The 
other players must 
be nearby so you can 
connect via a local 
wireless connection 

Talk to Pavo, sitting 
on the right side 
of the bar in the 
Quester’s Rest 

Inn in Stornway, to play a multiplayer game. She gives you four 
options: visit another world, invite friends from other worlds, or 
learn more about the Rapportal and other worlds. 

Select “Visit another world" to join another player’s world. Choose 
"Invite friends from other worlds” to start a multiplayer game in 

your world. Your game is automatically saved before it attempts to 
connect to any game. 

After you choose to invite friends to your world, your game 
searches for nearby players who are in turn searching for a world 
to join. Three players may join your party, but you must unload 
am i.xtra characters you have in your current part)'. 



Having more players in your party results in earning more 
experience in battle. Items that are usually tough to come by, 
be easier to obtain in multiplayer. Guests are able to visit t( 
and dungeons that they may not have reached in their 
Guests can also take quests from the host's game back to thi 
game, along with any items that were bought or found, 
any story related items cannot be taken back to the player's 

When you travel to someone else’s world, the watcher's wins 
item is placed in your bag. Use this to return to your own s 
You can also talk to Pavo to return. 


The Differences 
between Hosts an< 
Guests 

Gameplay is basically the same in multiplayer as in single p 
Progress made in the hosts world has no effect on the guei 
world. There are certain things that only the host can do: 

Advance the story 

Accept quests, complete them, and receive rew 

Set a treasure map 

Open red chests and locked doors 

Hand over mini medals to Cap n Max Meddlin 

Control the ship or Starlight Express 



















Strategy Commands 

The host gets an additional command called Call to Arms while in 
multiplayer. This enables him or her to gather all of the guests to 
where he or she is. The guests do not hear this command while in 
a fight, talking to someone, or after falling in battle and waiting 
for help. 


Some Differences 
between Multiplayer 
and Single Player 

The host must meet any requirements for Challenge 
Quests. 


If the guest hears the command, he or she is presented with a 
choice to join the host. Select yes to automatically go there. 

Special Icons 


Special icons appear above your party’s heads during multiplayer. 
These icons let you know what the player’s current condition is. 
Refer to the table below to see what the icons mean. 


ICON 

DESCRIPTION 

Smiley Face 

Conversation is possible with this player. 

Crossed Swords 

The player is in a fight. Approach him or her and press Q to 

Join the battle. 

FilmStrip 

The player is in middle of an event and is unable to act 

Book 

The player is currently changing vocations. Talk to him or her 


to change vocations yourself. 


The player’s stats automatically appear on the top screen when a 
player is in a fight or dead. 



ICON 

DESCRIPTION 


/ \ 

Tombstone 

| The player is fighting at this location. 

| The player is dead at this location. 



fighting in 
Multiplayer 


When a 
join the 





player runs into a monster, any nearby players automatically 
fight. Other players that were too far away or unable to join 
the fight by approaching the battle and pressing 0. The host 
1 players by using the “call to ai ms" command horn within 
•le All players control their own actions. Everyone must stk 
order to have a chance at successfully leaving the battle. 




The host must talk to any story related and grotto 
bosses to fight them. 

Saving while in someone else’s world only saves your 
level and items that are carried. 

Only the host can open red chests, but anyone can 
open the blue ones. The contents of a blue chest 
change between players. 

Some spells and items will only work for you. These 
include Zoom, Evac, Vanish, evac-u-bell, chimaera 
wings, and holy water. 

Tools with a rarity of o (zero) can be given to other 
players. You must be nearby that player to trade. 

Each player can use an inn separately. Time of day 
does not change, unless the host stays at the inn. 

Zoom and chimaera wings can only be used to travel 
to places that the host has visited. 

Hosts are the only players that can control the ship 
and Starflight Express. 



























What is Attainable 
in Battle 

The fi>llwing (able shows wh», is otttamed afte.a battle and by 


whom. 


pVHAT IS_ 

WHO OBTAINS IT 


Experience Points 

Money 

Dropped Items 

Stolen Items 

Anyone who participated gets cxpe 
players fight, the experience is mult 
three players, the experience is mu 
players cause the experience to be 

Each player receives the same amo 
unless a player participates in fewe 
player receives less money. 

Every player receives item drops, ur 
participates for less than half of the 

Only players that successfully steal 
that item. _ . 

rience. If two 
ipfiedby 1.1. Wrth 
Kiplied by 1.2. Four 
multiplied by 1.3. 

unt of gold coins, 
r turns. Then, that 

iless a player 
turns. 

an item receive 


When Players Die 

When players die, they get the option to wait for help or be 
resurrected at a church. If they wait for help, they stay at that 
location until someone comes around and Resurrects them. If 
everyone dies, everyone Resurrects in a church. This action costs 
each player half of the money in their possession. 

If a guest dies in battle, have that person Resurrect in the church, 
then use Call to Arms to return him or her to the fight. 

Try This 

HELP THE HOST ADVANCE THE STORY 

Invite higher level players to your world to make quick progress 
in your story. Be sure to protect the weaker host player from the 
tough monsters. Likewise, this is a good opportunity for other 
players to help the host complete more difficult Challenge Quests. 
Remember, only the host receives the reward. 


GRAB REAGENTS FOR YOUR 
ALCHEMY 

Use the opportunities in 

other worlds to grab reagents 
in the field that may not be as 
abundant in your own world. 
Check the Guardian Fountain 
at the Quester s Rest Inn for 
more items, if it has been 
unlocked with enough guests. 



DEFEAT METAL MONSTERS 

Split up to find the metal 
monsters, especially metal 
liquid slimes. Once found, 
wait for others to join the fight. 
Defeating these guys with four 
players results in some good 
experience. Remember the 
closer the levels of the players, 
the more equally the experience 
points are divided. 



Talk to 
Sellma 
in the 
Quester's 
Rest Inn to access the DQVC 
shopping service. This 
becomes available once you V 
visit Newid Isle. Here you can 
find rare items and additional 
quests. 


EXPLORE THE GROTTOES 

The host can start a treasure map for the party to explore. Try 
splitting up to find the stairs faster. You can also use the Treasure 
Eye Land ability to locate the stairs automatically. Remember to 
share the locations of blue chests, since each player can open it. 
Use holy waters if you wish to avoid battles while exploring alone 
Remember everyone gets the dropped items, so fighting the 
monsters can result in some good finds. 


EXCHANGE UNUSED ITEMS 

Items that have a rarity of o 
(zeio) can be shared freely 
with other players. Exchange 
plentiful reagents for reagents 
you may need. You must be 
nearby the other player to share 


Before you can use this 
service, you need tosett^^^H 
Nintendo WFC. \ou can 
from the main menuaf0fl®M 

Quesf/X or through Sett^| 






























Talk to Erinn at the Quester’s Rest Inn and select “Canvass for 
guests.” This puts your game into Tag Mode. Close the DS, and 
as you pass other players in Tag Mode, you gain guests at the inn. 
Take a completed treasure map with you to trade with the guests. 
Don’t worry, your copy remains in your inventory. Your adventures 
are saved automatically when entering this mode. Press 0 to 
return to the inn. 


The shopping list contains six 
types of items, and you can 
only purchase so many of each 
one. You are able to connect to 
the DQVC once per day, and 
each time the shopping list is 
updated. 


Tag Mode 


Multiplayer and Downloadable Content 

Downloadable Content 

There is more to gain while 
connected to the DQVC. There 
are additional quests that can 
be downloaded—Challenge 
Quests 121 -184. Special guests 
from previous Dragon Quest 
games may also visit your inn. 

Special guests stay in the Royal 
Suites at the Quester’s Rest Inn. Take the lift on the left side of the bar to access them. Talk to them 


This service allows you to buy 
items that can’t be found at 
other stores and sometimes at 
■ cheaper prices. The shopping 
list is different for each player, 
and they do expire alter a while. 

Once the connection has 
ended, your progress is 
automatically saved. 





























002 CRUELCUMBER 


USING THE BESTIARY 

0 Number and name of monster. 

0 Family that the monster belongs to. 

® JM* ^ at mc| ode maximum HP and MP, Attack 
Defence, and Agility 

( *) Experience and gold rewarded for defeating the 
monster. " 

0 Description of the monster. 

r V Nonna! Orop/Hare Drop The Home that the mon 
™» Drop end chance ot dropping that item. 

^ ' t,e P r wble ,ctkln ' ,he monster may 

make uome of the later monsters have various 
coii igurations Therefore, monsters may use 

el™ a,tack8 or abilities in your initial encou 
than the next meetings 

^ hlcahons CM ^ thl * monilfter ,n on * of these 


BHH 




















SLIME FAMILY 


8 2 . 10 7 7 2 46 

Slimes are common monsters that are 
found all over the world. Their simple yet 
loveable form attracts many admirers. 

They're unimpressive alone, but if a few 
of them focus the force of friendship, 
they can make a miraculous metamor¬ 
phosis. 


RARE DROP: slimedrop (1/16) 

★★★★★★★ 


NORMAL DROP: medicinal herb (1/8) 

***++++ 

ACTIONS: attack, flee, calls for backup (slime) 

REGULAR HAUNTS: Angel Falls area, the Hexagon. Bloomingdale (islet), Pluvi Isle (islet, daytime). Angel Falls area 

Ihighgnoundl 

SPECIAL SLIME 

Later in the game, your party runs into two special slimes. These slime have different 
stats as shown below. 

in Newid isle and the Tower of Trades, 
three slime combine to form a (#051) 

slime Stack. 55 4 42 48 80 48 16G 


ACTIONS: attack, flee, calls for backup (slime), three combine to form slime stack 
REGULAR HAUNTS: Newid Isle, the Tower of Trades 


In Bloomingdale, eight combine to 
form a (#090) king slime. 


76 4 52 65 128 72 24G 


ACTIONS: attack, flee, calls for backup (slime), eight combine to form king slime 

REGULAR HAUNTS: Bloomingdale 


CRUELCUMBER 



i 

* 


NORMAL OROP: antidotal herb (1/8) 

***★★★* 

ACTIONS: anack. flee 

REGULAR HAUNTS: Angel Falls a< 


^311^3 ESI E2nK^3E2-E3 

10 2 12 9 10 3 5G 

Poky little vegetables that often trouble 
travellers, but are terribly sour losers. 

The violent vestiges of veggies vetoed by 
unadventurous eaters. They fight for the 
favour they didn't find as food. 


RARE DROP: moonwort bulb (1/128) 

★★★★★★★ 




L-003 TEENY SANGUINI 

( DEMON FAMILY 



. 




Cowskin-coloured little devils who only 
chase after travellers because they want 
to play. 

The cow pattern pales, and patches of 
pink poke through as they mature. You 
could say they rose as they rise! 


RARE DROP. Iidly water 



004 SACKSOUATCH 



15 0 13 8 8 5 8G 

Smack them with spells before they lump 
at the chance to blind you by blowing 
sand in your eyes. 

Sacks that were stacked at a factory, 
then left all alone. They split a bit, then 
split for real to live life as free and easy 
fiends. 


NORMAL OROP: antidotal herb (1/32) 

★★★★★★★ 

ACTIONS: attack, flee, cloud of Sand (blinds entire party) 
REGULAR HAUNTS: Angel Falls area 


RARE DROP: boxer shorts (1/64) 

★★★★★★★ 


005 BATTERFLY 



raraEaEi®aEnara 223 

14 5 14 12 9 7 12G 

Beastly butterflies who disrupt their 
enemies with Dazzle, then dash off at the 
first sign of trouble. 

They're adamant that it's not their faces 
that look like mortals', it's mortals' faces 
that look like theirs. 


NORMAL DROP: moonwort bulb (1/16) 
★★★★★★★ 

ACTIONS: attack, flee. Dazzle 

REGULAR HAUNTS: Angel Falls area, Zere area (southern) 


RARE DROP: butterfly wing (1/64) 

★★★★★★★ 


DRACKY 



NORMAL DROP: medicinal herb (1/16) 

★★★★★★★ 

ACTIONS: attack, (lee 

REGULAR HAUNTS: Angel Falls area (nighttime), the Hexagon 


•j 15 3 17 12 18 10 10G 

These bat-like beasts like nothing better 
than to gang up and go gallivanting 
across the night skies. 

They have crazy cousins called wackies 
and boastful brothers called brackies. 
They long to go freckly and be.. .frackies. 

RARE DROP: chimaera wing (1/64) 


007 BODKIN ARCHER 


HUMANOID FAMILY 



NORMAL OROP: plain clothes H/16) 

★★★★★★★ 

ACTIONS: attack, flee. Buff, medicinal herb 
REGULAR HAUNTS: Angel Falls area die He<a<jor'. o 


wra mrm ywi mwa rrai wiWfl 

17 5 16 12 10 9 16G 

Able archers who attack from afar, use me- 
dicinal herbs when in need, and aren t too 
proud to flee from more formidable foes. 

Their bodkin betters tease them that 
they're terrible shots, so they target 
unlucky travellers to try and prove them 
wrong 

RARE OROP: luadwr hat (1/64) 




. 4 «t 


























T . «** these nuisances bagged and 

MjStwt* thev can empty ynnr MP 
with a Weird Dance. 

Thou r » crammed with more jokes than a 
cartload of Christmas crackers, but have 
yet to raise even a wry smile. 

RARE OROP: strong medicine (1/64) 

NORMAL DROP: cowpat(t/B) 


REGULAR HAUNTS: the Hexagon 


r 009 MECHA-MYNAH 

^ MACHINE FAMILY J 



NORMAL OROP; cotton trousers (1/32) 

★★★★★*★ 


013 HAMM ERHOOP ^_HUMAM0I0 f, 



Ml ■ I 


Rapid, robotic birds, adept at upping their 
work-rate with Accelerate. Mistake them 
for typical tweeters at your peril. 

They can't deviate from pre-programmed 
patterns, so they're poor team players 
who can only plod along at a preset 
pace. 


NORMAL DROP; chimaera wing (1/32) 

★★★★★★★ 

ACTIONS: attack, flee, Accelerate 

REGULAR HAUNTS: the Hexagon 






























Bestiary 


020 RAGGED REAPER 



23 4 26 15 8 24 1QG 

Everything these sithering slimes touch 
is poisoned, so take heed and have some 
antidotal herbs or a Squelch spell on 
hand. 

After a day off spent relaxing in a poison¬ 
ous pool to invigorate their venomous¬ 
ness, they bubble much more brightly. 

RARE DROP: slimedrop (1/8) 

★★★★★★★ 


MATERIAL FAMILY 



EBI^I E3 EH C2I3 K2ZDI 

34 4 38 24 36 K 28G 

Their scythes, robbed from real reapers, 
ward off Whack, and they can upset 
enemies with Weird Dance and Snooze. 

They take out travellers and fellow fiends 
to use as fertiliser tor fields that have 
fallen fallow. 


NORMAL DROP: antidotal herb (1/S) 

**■*★★★* 

ACTIONS attack 

REGULAR HAUNTS: Western Stomwav. Zere area (southern), Angel falls area (high ground) 


NORMAL DROP: evencloth (1/16) 

★★★★★★★ 


RARE DROP: linen gloves (1/32) 

★★★★**★ 

ACTIONS: attack, Snooze. Weird Dance 

REGULAR HAUNTS: Zere area (northern and southern), Ooomingale Forest. Western Coffinwell (islet) 


017 WOOPER T ROOPER [ AQUATIC FAMILY 021 GASTROPOG 



30 4 33 24 28 40 32G 


Amphibious soldiers, adept at defence, 
who can be found patrolling around 
bodies of water. 

They're forever scraping their soles on 
seashells while on beach patrol, and 
have been saving up to buy boots. 


RARE DROP: soldiers sword(1/64) 

★★★★★★★ 


NORMAL DROP, pot lid (1/16) 

★★★★★*★ 

ACTIONS: attack, flee. Defend, ready to dodge any attack 

REGULAR HAUNTS: Western Stomway, Eastern Stomway. Zere area (southern), Western Coffinwell 




[ 018 BETTERFLY 

” BUG FAMILY 



37 5 30 16 44 36 28G 

Brutal butterflies that dizzy with Dazzle, 
then pounce upon their victims with 
venomous fangs. 

They've been worried about their weight 
of late, and are trying to balance their 
mortal-heavy diet by devouring more 
fish. 


NORMAL drop coagulant (1/8) 

RARE DROP: butterfly wing (1/16) 

*★★★*** 

*★★★★*★ 

ACTIONS: anacl. flee, poison attack. Dazzle 


REGULAR HAUNTS: Zeie area (southern) 



L019 MEOWG1CIAN 

.BEAST FAMILY 



normal uKur 

****** * 


Fierce felines also known as frizzeate 
because they fire oft Sequent blasts of 
Frizz—sometimes to unexpected effect. 

Before being mages, they were : 
ly aristocratic cats, and cant 
public without cleanly washed faces. 

RARE DROP :.ilk robe (1/3?) 

******* 



They slap their sickeningly long tongues 
across enemies' faces, and eject 'orrible 
ooze to slow their foes. 

The size of their shells dictates their 
status, and the competition for cool 
carapaces is fairly fierce. 


NORMAL DROP: antidotal herb (1/16) RARE DROP: toad oil (1/32) 

★★★★★★★ ★★★★★★★ 

ACTIONS: attack, flee, licks target (target may become inactive), spews snotty substance (decreases agility of target) 
REGULAR HAUNTS: Eastern Stomway. Zere area (northern and southern). Ooomingale Forest (daytime). Pluvi Isle (islet, nighttime) 


022 BROWNIE * humanoid f 


40 * 29 26 40 56 32G 

Erratic enemies that can attain an instant 
state of high tension, only to topple over 
and go off the boil. 

Bodkin bowyers often take them on 
camping trips and trick them into tapping 
in their tent pegs for them. 



NORMAL DROP: leather kilt (1/32) 

*★★★*★★ 

ACTIONS: attack, raises tension to max. Heart Breaker. Psyche Up 
REGULAR HAUNTS: Zere area (northern). Doommgale Forest 


RARE DROP: seed of slrength (1/256) 

******* 



023 BOPPIN’ BADGER 



Badgers wift large *»•***&£* 


NOHMALOROP: Miudicinal hert>( 1 /l 6 ) 

****** * 

ACTIONS: attack. Hee. Sultry Dance 
REGULAH HAUNTS: Eastern Stomway, Z< 


the groove. Their moves are admired by 
many in the monster world- 

They'd rather be dancing than doing 
battle, so they beat their bellies like 
bongos to try to get travellers tapping 
their toes too 

RARE DROP: magic beast hide (1/32) 

******* 




















































Bestiary 



bug family 



36 8 35 40 41 70 32G 


They distract enemies by tickling them 
with their teeming tentacles, then punish 
them with a paralysing ray. 

Their enormous eyes evolved to allow 
them to lurk in long grasses, then pounce 
when prey passes. 


NORMAL DROP: leather whip {1 /32) RARE DROP: magic water (1/64) 

★★★★★★A ★★★★★★★ 

ACTIONS: attack, flee. Paralaser, tickle (target may become inactive) 

REGULAR HAUNTS: Bngadoom 


033 LEAFY LARRIKIN PLANT FAMILY 



NORMAL DROP: moonwortbulb (1/8) 

★★★★★★A 


KMKSIEHEBE2IDEZUE23E3 


They flutter their leafy bodies to evade 
attack, and sometimes summon their 
buddies, the badger magers. 

"Cross the breezy autumn's eye, through 
the dells of Coffinwell, lo, how the larrikin 
larks!" — L Larrikin 


RARE DROP: strong medicine (1/32) 

★★★★★★A 


,036 CHARIOT CHAPPIE 




5 55 55 46 90 60G 


These crazy carters careen into combat 
crashing into the competition and oc¬ 
casionally causing them to cramp up. 

Nihilistic nutjobs, they wander the wilds 
with their chattering chariot chums, lay¬ 
ing to waste all who get in their way. 


WRMALOROP; angel MII/321 HARE DROP; M 

★★★★★★A ★★★★**★ 

ACTIONS: attack, flee, sends character flying (chance of knocking down), charges at full pelt 
REGULAR HAUNTS: Eastern Coffinwell, Western Coffinwell 


037 MORPHE AN MUSHROOM PLANT FAMILY 



D3 E3 EHE3E33 

50 5 50 42 40 75 456 


Tawdry toadstools that spew forth Sweet 
Breath, and are slathered in spores that 
can send foes to sleep. 

They're so small because they're always 
mistaken for seats and sat on by fellow 
beasts every year at the monster AGM. 


NORMAL DROP: belle cap (1/16) RARE DROP: fisticup (1/16) 

★★★★★★A ★★★★★★★ 


ACTIONS: ana*, flee, calls for backup (leafy larrikin), calls for backup (badger mager) 
REGULAR HAUNTS: Eastern Coffinwell 

5===S ='r ■■' - ----iTTi-^-r-- 


ACTIONS: attack, sleep attack. Sweet Breath 
REGULAR HAUNTS: Eastern Coffinwell. Western Coffinwell 


. 034 CLOCKWORK CUCKOO MACHINE FAMILY 038 LOST SOUL ELEMENTAL FAMILY 



HQ ^^31 E!!IEZ3 

27 0 46 80 40 72 41G 

Mechanical birds that are neither moved 
by beauty nor motivated by revenge. Fry 
their circuits with lightning spells. 

They're proudest when pounding all their 
enemies at once with weapon-like wings 
by busting out Birdcutter. 


normal DROP Chimaera wing |1/32) RARE DROP: iron nails (1/64) 

★★★★★★* *★★**★★ 

ACTIONS, attack, flee, turns into spike (attacks entire party) 

®«ULAR HAUNTS: Eastern Coffinrwell. Western Coffinwell 


SLUGGER 



They know a dazzling array of dastardly 
dances, but run out of steam rather 
quickly. 

They're moving every moment, beating 
bare feet against the ground in time with 
the unremitting rhythm of the eart 

RARE DROP: gar ish garb (1/128) 

★★★★★** 



2 10 32 32 70 96 40G 

Self-destructive miseries of the monster 
realm that shy away from reality, only to 
implode self-importantly. 

These wandering wretches would read¬ 
ily renounce their roaming and undo their 
disrepute. They long to happen upon 
happiness. 


NORMAL DROP: holy water (1/8) «A« E DR0P: bel1 < 1/64) 

★★★★★★A ★★★★★AB¬ 

ACTIONS: attack, blown away (suicide attacks entire parry), can't make up mind (misses turn) 

REGULAR HAUNTS: Eastern Coffinwell (nighttime), Western Coffinwell (nighttime), the Qua.antomb, grotto 




70 6 60 SO 55 100 706 

Snakes with sail-like gills packed with 
potent poison, which they puff out in a 
venomous vapour. They hate whistlers. 

Snake-spotters say that they spread their 
great gills and glide across the skies and 
over the seas on moonlit nights 


NORMAL DROP: snakMkin|1/l6) 

★★★★★BA 

ACTIONS, attack, flee, Poison Breath 
REGULAR HAUNTS: Eastern Swinway. Western o « ^ 


RARE DROP: wing olbali 1 

★★★★★★A 


52 















































Bestiary 



An all-out attack is the only way to best 
these balanced battlers who use Helm 
Splitter and Heal. 

Proud peacekeepers of the slime realm 
and paragons of chivalry, they protect 
the powerless and punish oppressors. 


normal OROP: slimedrop (1/16) 
*★★★★★★ 

ACTIONS: attack. Helm Splitter. Heal 

regular HAUNTS: Newid Isle, the Tower of Trades 


RARE OROP: iron broadsword (1/128) 

★★★★★★★ 



120 12 85 50 26 188 86G 


These amorphous masses of mud 
toughen themselves with Kabuff, then set 
about throwing stones. 

The souls of travellers who sink in sludge 
and become clumps of clay so they can 
try to slip and slither their slow way 
home. 


NORMAL OROP: cowpat (1/16) RARE DROP: mystifying mixture (1/128) 

★★★★★★★ ★★★★★★* 

ACTIONS: attack, flee. Stones Throw. Kabuff 

REGULAR HAUNTS: Newid Isle, Newid Isle (southwest). Tywll Cave 


049 CYCLOWN 


ELEMENTAL FAMILY 


053 MUSHROOM MAGE 


i PLANT FAMILY 



56 8 52 48 78 108 79G 

Their whipping whirlwinds slice through 
enemies and stop wind attacks from 
working. 

They turn heads with their hypnotic 
hurricanes and tempt people into their 
wicked world of whirling winds. 



1^3 23 J2J3ES3S 


50 56 56 144 


Mean mushrooms who go round in groups 
endeavouring to make ice cubes out of 
adventurers with constant cold spells. 

Cooled the once-warm area south of 
Alltrades Abbey with a century of Crack¬ 
casting ‘til it became outright autumnal. 


NORMAL DROP: glass frit (1/32) 

ACTIONS: attack, flee. Wind Sickles. Psyche Up 
REGULAR HAUNTS: Newid Isle. Newid Isle (southwest) 


RARE DROP: agility ring (1/128) 

★★★★★★★ 


NORMAL OROP: belle cap (1/8) RARE DROP: fisticup (1/8) 

★★★★★★* ★★★★★★★ 

ACTIONS: attack, flee. Crack. Zam. Heal 

REGULAR HAUNTS: the Tower of Trades, Newid Isle (high ground), the Lonely Coast (high ground), grotto 


050 BADBOON 


BEAST FAMILY 


054 DRACKYMA 


BIRO FAMILY 



NORMAL DROP: magic beast hide (1/16) 

******* 


231K3E3 d3EHI!Z£3 

90 6 80 64 40 171 69G 


Giant apes and lords of the jungle who 
store up their anger, then attack with full, 
explosive force. 

The one with the loudest War Cry wins 
the leadership, so every spring the forest 
comes alive with their cacophonous 
cries. 

RARE OROP: strong medicine (1/32) 

★★★★★★★ 


ACTIONS: attack, flue, loses n and starts on target. Psyche Up. Wat Cry 

HAUNTS: Newid Isle, the Tower of Trades, Newid Isle (southwest) 


051 SLIME STACK slime family 





177 24 93 68 102 317 1376 


You'd think three slimes would be better 
than one, but there's more bickering than 
battling with these touchy towers. 


Trios of slimes with royal ambitions who 
banded together to become king slimes, 
but were too few to do so. 


‘• w ‘walokw< i. 


******* 

kCIllitu 


drop (1/8) 


RARE OROP: -inf* eaittoW l'/32) 

★ *** * - 




entire party), all aflutter (misses turn) 
combine), the Towei of Tiades (flireeslnriecoiiibirteJ. 


w i$le, etc. 

— 



iebei ran E23 seed 


70 145 74G 


Be grateful that these dukes among 
drackies can't cast Kasnooze too 
— Snooze is more than enough of a 
nuisance. 

Don't make drackies really mad —they 
might morph into the mighty yellow force 
for justice that is. DRACKYMA(N)! 


MAL DROP: wing of bat (1/8) 

{•★★★★ * 


RARE DROP: gold nng (1/64) 

★ ★★+ **★ 


MS; attack. Snooze REGULAR HAUNTS: Newid Isle (nighttime), the Tower of Trades. Newid Isle 
(southwest, nighttime), Bloomirigdale (islet). Western CoffinwelUislet^ 



These dogged dead bodies fixate on a 
foe and won't leave them alone. They 
may be buttle, but they're tough too. 

They live by the saying, “tHe ROttEnEr 
tHE BeTtERer," and ensure that any mid¬ 
way manky remains are made fully foul. 


RARE DROP: strength nng 11 

** A K - * * 


(AL OROP: manky mud (1/8) 

* ★ * * • 

iNS: attack, poison attack, hainatwix )» {! , 0U iltwJiSi. nighttime) 

LAK HAUNTS: Niiwid Isle, tfw luw«ti' 1 < - 





































inkstkr 



cn 78 127 80G 


?Sn attend to .Mr wounds. 































85 9 82 80 62 212 104G 

Trop-pickle vegetables, ripened in the 
sun, and unable to cope with icy condi¬ 
tions. Can confuse with their spinning 
spears. 

Went away to warmer climes and couldn't 
bring themselves to leave. They settled 
there, and the sun stained them scarlet. 


NORMAL OROP: strong medicine (1/16) 

ACTIONS: attack, flee, confuse attack. Psyche Up 
REGULAR HAUNTS: the Slurry Coast. Dourbridge area 


RARE DROP: long spear (1/128) 

★★★★★★★ 


065 BUD BROTHER 


PLANT FAMILY 



ESB 


They like to bring buddies into battle to 
beef up the bloodshed, or (if they're feel¬ 
ing inferior) they'll beckon forth a badja. 

They rustle 'round the forest, kicking up 
clumps of fallen foliage and attacking 
adventurers who interrupt them. 


NORMAL DROP: superior medicine (1/32) 

★★★★★★★ 


RARE DROP: softwort (1/64) 

★★★★★★★ 


ACTIONS: attack, calls for backup (bud brother), calls for backup (badja) 
REGULAR HAUNTS: the Slurry Coast 


SPINCH1LLA 


AQUATIC FAMILY 



NORMAL OROP: seashell (1/16) 

**★★★*★ 

ACTIONS: attack. Crack. Psyche Up 


126 30 88 78 96 300 112G 


They ride atop a raging torrent, spinning 
their bodies to cast Crackle, and swirling 
like a stormy sea to evade attack. 

They're sea spirits who sit inside their 
twisting aquatic tornadoes trying to turn 
travellers into so many tons of tundra. 


RARE DROP: crimson coral (1/32) 

★★★★★★★ 




L 067 BEWAREWOLF 

BEAST FAMILY 





w^mrn Mtm wxmrmti MmZMEER 

87 *> 83 89 77 225 986 

It's best to bash these baddies quickly, as 
their Tension is turned up a notch every 
time they take damage. 

They've come out of retirement to shpw 
the poser pups of today that t ^ e . . done 
course is to shut up and get the j 

RARE DROP iron claws (1/S4) 

★★★★★★★ 


CLAWCERER 


BEAST FAMILY 



NORMAL DROP: kitty litter (1/32) 
★★★★★★★ 

ACTIONS: attack. Bang. Kaboom, Daale 
REGULAR HAUNTS: Dourbridge area. Lonely Plains 


BOIKOI ES3 E3 ESEu3 Em 

75 17 75 75 81 212 i W Q 

First-rate feline mages who can addle 
with Dazzle, and whose long tails aren't 
just for show. 

When meowgicians eat up all their 
fish like good kitties, Omeowga 3 oils 
make them brainier, and they become 
clawcerers. 

RARE DROP: staff of sentencing (1/128) 


069 RAMPAGE 


|j@| BEAST FAMILY 



100 12 80 80 60 224 114G 

Barbaric blue sheep that sap foes' speed 
with Decelerate, then smash into them 
as soon as they see them sagging. 

Chimaeras and clockwork cuckoos con¬ 
gregate in their cozy coats to weather 
out wintry nights. 


NORMAL DROP: lambswool (1/8) 

★★★★★★★ 

ACTIONS: attack, flee, loses it and starts on target Psyche Up, Decelerate 
REGULAR HAUNTS: Dourbridge area. Lonely Plains, grotto 


RARE DROP: magic beast horn (1/64) 

★★★★★★★ 


BEAKON 



NORMAL DROP: chimaera wing (1/16) 

★★★★★★* 

ACTIONS: attack, flee. War Cry, calls for backup (beakon) 

REGULAR HAUNTS: Lonely Plains 


65 9 68 65 68 153 78G 

Barbaric birds that attack twice with 
deadly drumsticks and cry cacophonously 
to creep out foes and call forth friends. 

They evolved from big birds that 
swooped down from the skies to settle 
on the land, and had no further need of 
their wings. 

RARE DROP: Clogs (1/32) 

★★★★★★★ 




125 0 100 125 9 350 120G 

Stern statues that flatten foes with their 
breathtaking bulk and blind them with 
blasts of light. 

The first mega moai was made when 
a mad old mystic sculpted a statue oi 
himself that soaked up some sorcery and 
sprang to life. 


NORMAL DROP: royal soil U/16) 

******* " 1 3*55 

ACTIONS: attack, squishes parry uiuieiu't o j 

KtGULAH HAUNIs 


RARE OROP: tl 

★ ★ M-k ■* 










































foes to task 
Whis, 10.0 teal,ynfe 

them. 

rreated when top-flight tigar knights 

««!> ^eir mountfW them¬ 
selves faster on the held of battle. 

rare DROP: holy lance (1/128) 

**+*★★★ 




These suspiciously sprightly stones merrily 
maul opponents, beaming all the while, and 
bring their boulder buddies into battle. 

Although rough and ready in their 
younger years, the hard edges wear off 
with time, and most make well-rounded 
adults. 


NORMAL DROP: rockbomb shard (1/16) RARE DR0P; fl,ntstone I 1 / 64 ' 

★★★★★★★ ★★★★★★★ 

ACTIONS: attack, launches attack. Psyche Up. grins maliciously (misses turn) 

REGULAR HAUNTS: the Heights of Loneliness 


074 TOXIC ZOMBIE 


BHIIZU EJIEH ESS EE3IEE-EI 


Flatten these foetid foes with fire and 
light spells before they blight body and 
mind with their filthy fingernails and foul 
breath. 

They slither up slowly from beneath 
poisonous ponds to take hold of travellers 
and drag them down into the dank depths. 

NORMAL DROP: ranky mud (1/16) RARE DROP: boomer briefs (1/64) 

★★★★★★★ ★★★★★★★ 

ACTIONS: attack, poison attack, Poison Breath 

REGULAR HAUNTS: Dourbndge area (nighttime). Lonely Plains (nighttime), the Heights of Loneliness, grotto 



METAL SLIME KNIGHT 



NORMAL DROR 
★★★★★★* 

ACTIONS: attack. Ilee, Falcon Slash 

REGmjVB HAUNTS. Vie Heights of Uanelinest „M<, 


46 8 82 140 80 

Well-rounded warriors who are battle 
naturals, and can attack twice in one 
turn with their falcon-like fleetness. 

Although captive metal slimes might 
seem like easy experience, they get 
caught because they're the least experi 
enced ones. 

RARE DROP: iron helmet (1/128) 

★★★★★★* 


./ 1 


■ mmmm 



ZOMBIE FAMILY 




























Bestiary 


P1NKSANGUIN1 


OEMON FAMILY 



85 9 85 92 104 236 1126 


Sanguinis who have cast off their 
cowskin kiddie coats for pink adolescent 
pelts. They love to have travellers for 
tea! 

Although adolescents, they're far from 
fully fledged. Ahh, if only they could stay 
like this forever... 


NORMAL DROP: moonwort bulb (1/16) 

**★★★*★ 

ACTIONS: attack flee, goes foi jugular (can finish target off) 
REGULAR HAUNTS: Bloomingdale, grotto 


RARE DROP: nectar (1/32) 

★★★★★*★ 


SCAREWOLF 



102 32 94 105 87 325 126G 

They're not just razor-taloned terrors, 
their tension also increases every time 
they're attacked. Handle with care. 

They bring out their eye colour by 
accessorising matched grey boots and 
mini-dresses with striking blue belts. 


NORMAL DROP: magic beast hide (1/B) RARE DROP: sacred claws (1/64) 

★★★*★★* ★★★★★*★ 

ACTIONS: attack, flee, slashes with claws, War Cry. Feel the Bum 
REGULAR HAUNTS: Bloomingdale. Bloomingdale (islet), the Lonely Coast, grotto 




L 082 BIG BADBOON 

BEAST FAMILY 





csssi 


Swirling whirlwinds of unstoppable 
power. If they call on a friend, prepare 
for the end! 

Dwelling in the dank depths of the forest 
makes a mossy mess of their fur, but 
fresh, fragrant flowers also flourish 
there. 

NOHMAL DROP: mayjc beast hide (1/8) RARE DROP: strength ring (1/128) 

***★★★* ★★★★★★★ 

WTIONS: attack flee, vigorous attack. Psyche Up. call tor backup (big badboon) 
ttSUlAR HAUNTS: Bloomingdale. grotto 


MEDISL1ME 



82 20 82 80 70 300 HOG 

Monsters are always made up to see 
these support slimes’ yellow faces when 
they turn up to tend them with Midhea 

In a bid to be the best-beloved of beasts, 
they make a meal of healing, mending 
with Midheal when Heal will do 


**G***Ai ORor !lVu)i 
******* 

oil** 

^^HAUNTS lt 


RARE DROP 

★ ★** » 


drop (1/32) 



90 33 76 64 90 290 134(5 

Fearsome fiends who launch a weird 
light to weaken foes against spells then 
maul them with all manner of magic. 

Bishops who bargained away their souls 
to become beasts, they seek out travel¬ 
lers to use as sacrifices to their masters. 


NORMAL DROP: magical robes (1/64) 

★★★★★*★ 

ACTIONS: attack. Bang, Fizzle. Snooze, Spooky Aura. Kabuff 

REGULAR HAUNTS: the Bad Cave 


RARE DROP: uliramarine mittens(1/64) 

★★★★★** 


WEAKEN BEAKON 



NORMAL DROP: flurry feather (1/16) 

★★★★★★★ 

ACTIONS: attack. Kasap 

REGULAR HAUNTS: the Bad Cave, grotto 


Kl E9 Eu3 E3 ES2Z9I EZI223 

78 10 72 90 88 266 88 G 

They love to cast Kasap then come back 
for a second attack with their big old 
beaks. Freeze them out if you can. 

The daycare workers of the monster 
kingdom, they hang upside-down from 
trees and let baby beasties swing on 
them. 

RARE DROP: crow's claws (1/128) 

★★*★★★★ 




[ 086 RAVING LUNATICK 

BUG FAMILY 



U3m3U5JE3E2EB!inEEIE!n32I! 


They banish their enemies to the under¬ 
world by zapping them with Zammle. Weak 
against light due to their shady origins. 

Raised on a diet of darkness in a world 
without light, they were once regular 
lunaticks, but mutated after overdosing 
on evil. 


NORMAL DROP: thorn whip (1/32) 

★★★★*★★ 

ACTIONS: attack, flee, Zam, Zammle. Midheal 
REGULAR HAUNTS: the Bad Cave, Bloomingdale (islet), grotto 


RARE DROP: strong antidote (1/64) 

★*★★*★* 



HUNTER MECH 


MACHINE FAMILY 




Robotic seekers of little metal blobs that 
don't take kindly to adventureis trying to 
poach their prey. 

It one of these metal-hunting rnecham 
cal marauders is nearby, suiely its mark 
can't be far off ... 


NORMAL DROP: i/i.ri ore (1/321 -*■*■** ■**■* 

******* 

ACTIONS: attack, Iww attack. Attack Attacker violent ^'"Jl' 

REGULAR HAUNTS: die Bad Cave, Plow Isle (daywnoL k ^ 





bestiary 

































Nihilistic, flame-retardant desert „ 
riors that use Flame Slash and Fla 
Breath, and are experts on Selfli 

Their radiantly sun-kissed skin is _. 
hit with the ladies, but these dedicat 
swordsmen don't have time for datii 


NORMAL DROP: slrmedrop (1/8) 

★★★★★★★ 


RARE DROP: mythril ore (1/128) 

★★★★★★★ 


RARE DROP: cautery sword (1/64) 

★★★★★★★ 


ACTIONS: attack, flee. Kedrizz 

REGULAR HAUNTS: the Bad Cave, the Lonely Coast (nighttime), the Magmaroo, Angel Falls area (high ground), grotto 


NORMAL DROP: iron helmet (1/32) 

★★★★★★★ 

ACTIONS: 3ttack. Fire Breath. Flame Slash, Selflessness 

REGULAR HAUNTS: Bloomingdale (nighttime), Ocean 2, the Djust Desert, the Ojust Desert (northwest islet), 


090 KING SLIME 



094 PARCHED PECKEREL 


■a isaiMKaBMigy aJ i r i , 

245 32 136 95 75 600 164G 


These superior slimes ooze authority, 
bringing their bulk to bear on opponents 
and mending mates with Multiheal. 

They're built when bands of blobby 
buddies stick together to find strength in 
numbers. 


SyjS***^ RARE DROP; slime crown (1/256) " 

REGULAR HAUNTS-‘massing the station (misses turn) 

: LOmbineL P|UVI ls!e |lsle! ' d Wl- Angel Falls area (high ground), e 




091 CLAWHAMMER 


NORMAL DROP: kitty litter (1/32) 

★★★★★★★ 

ACTIONS: attack, flee, sleep attack. Acceleratle 
—HAUNTS: the Djust Desert, the Djust Desert (northwest islet) 


■BI2BE3BS9B1IDE3nIG 

101 9 93 98 99 405 

Known as "sandstreakers" forti 
insane speed, which is augmem 
Acceleratle, and supplemented w 
sleep attacks. 

Evolved when an ostrich was so 
vated by a cobra that it copii 
quality and became a new bi 


RARE DROP: glass frit (1/64) 

★★★★★★★ 




frit n ks enemies with 

Trip of a Deathtime, then hit them while 

they re down. Strong against ice magic. 

Their cruel claws have scuppered so 



trniuiA 


■8H9E3EEIC 

no 7 85 105 


Not content just tc 
tough with Kabuff, tn 
Watch out for their $ 

Desert predato 
beneath thesat.* 
then pounce whei 


6 i 11 De; *". the Ojust : 


Rare orop: kitty m 

k + - 























lEElEZaitSffl 


NORMAL 

+++++++ 

*cnO«;3taxPs^UD 

HgeULWHAUyTS-^D^ Desert grotto 


"097 EXPLOAD 



NORMAL DROP:'oad oil (1/8) 

ACTIONS: enact fierce fire. Ribbit Launcher 
REGULAR HAUNTS: the Djust. Desert, grotto 


SO 0 136 130 77 414 5056 

Heavyweights who save up their 
strength, then hit hard. But if you beat 
them, you might just break the bank. 

Some say that the storied city of gold 
said to stand somewhere at the Djust 
Desert is only a gold golem seen through 
a heat haze. 

RARE DROP: Steeban gold piece (1/256) 

★★★★★★★ 


BEAST FAMILY 


13 |Q El IS! ESS 123 E2E3 

1« 10 102 116 64 522 146G 

Slow they may be, but their heavy weap¬ 
ons, in particular their ribbit launchers, 
are the terror of travellers everywhere. 

Toad tanks dressed in drab for desert 
warfare. They work like well-oiled 
machines thanks to magnificent main¬ 
tenance. 

RARE DROP: bow tie (1/64) 

★★★★★★★ 


098 MUMMY 



normal drop, grubby bandage 0/8) 

*★★★★*» 

MTiONS: attack, ftee. har-taising attack 
^WARHAUNTS: the Djust Desert (nighttime), the plumbed depths, grotto 


ZOMBIE FAMILY 


138 12 112 80 66 455 96G 

They envy the living, and torment them 
tirelessly. Their terrifying attacks may 
also sap tension, so take due care. 

Reanimated retainers who have returned 
to revenge themselves on the regent 
who ruled that they be buried alive 
beside him. 

RARE DROP: malicite (1/256) 

★<★★★★★ 


■°39 ADMIRER 


ELEMENTAL FAMILY 



**** 


120 16 102 85 75 440 1686 

Monsters made of amorphous goo that 
are best subdued with spells Try frying 
or freezing them for the best results 

Their green bodies are apparently the 
result of being raised by bubble slimes 
after misplacing their parents. 

RARE DROP: corundum! 1/64) 

★*★*★*★ 





Lay into these bags of bones with light 
attacks before they pump you full of poi¬ 
son or mash you with a Mercurial Thrust. 

Stinking skeletons, dead set on destruc¬ 
tion. They were summoned back from the 
depths of hell to serve as soldiers. 


NORMAL DROP: goldrosary(1/16) 

★★★★★★★ 

ACTIONS: attack, fee. poison attack. Mercurial 7t*ust 
REGULAR HAUNTS: the plumbed depths, grotto 


101 DIETHON 


RARE DROP: :nairassl16*; 

★★★★★★★ 


DRAGON FAMILY 



21I3Z223 


These sickening snakes are immune to 
poison, can vomit up a Venom Mist, and 
run at the sight of superior strength. 

Superstition says to take three steps 
back and set off somewhere else if a 
diethon crosses your path at night 


NORMAL DROP: snakeskin (1/8) 

★★★★★★★ 


RARE DROP: v.ingof bat(1/16) 

★★★★★★★ 


ACTIONS: attack, flee. Venom Mist 

REGULAR HAUNTS: Western Cofftrwell (islet), the plumbed depths, grotto 


102 PURREST1DIG1TATOR _ BEAST FAMILY 


96 30 84 110 102 423 126G 

No cats on a hot tin roof, these fearless, 
peerless, fire-loving felines enjoy frying 
foes with Frizzle 

They think it right and purroper that 
cats so comely, clever, and charismatic 
should have such an impurressive name. 


NORMAL DROP: kitty litter (1/8) RARE DROf>; >u,lc,s staft(1/2S6) 

★★★★★★* ★★★★★★★ 

ACTIONS: attack Frizzle, Zammle. Fizzle, washes face (misses turn) 

REGULAR HAUNTS: the Lonely Coast (daytime), the plumbed depths, grotto 






They rake their vicious claws through 
enemies with glee, and make use of their 
slirn stature to sidestep strikes. 

Their chins get longer and longer with 
age until, when they finally touch the 
ground, it’s time for the manguini to meet 
its maker. 


NORMAL DROP: wing of batd/8) 

k 

ACTIONS: attack, slashes with claws. Flailing Nails 
REGULAR HAUNTS: Hit; plumbed aej«hs. Hurmany. pro u 


rare DROP. Miibteui 

*★★**★* 





























































H2 ROBO ROBIN £%£$$S. MACHINE FAMILY 




75 0 100 210 113 580 98 G 


They may look like sweet little songbirds 
but these mechanical murder machines 
are set to explode when their HP gets low. 

Their main aim in exterminating adven¬ 
turers is to take their armour and other 
items as parts for producing more of 
their kind. 


NORMAL DROP; iron ore (1/16) RARE DROP: handrills (1/128) 

*★★★★** ★★★★★★★ 


ACTIONS: attack, blown away (suicide attacks entire party) 
REGULAR HAUNTS: ttte lluugazar Plains. Mt. Ulbaruun. grotto 



Don't dismiss these beaming boulders 
due to their funny faces - they can take 
out entire teams with Kamikazee. 

Grabbers of the Greatest Grin gong at the 
Monscars, their moods are measured bv 
minute shifts in the slope of their smile. 


ACTIONS: attack, launches attack, Kamikazee. grins maliciously (misses turn) 

(.sle.|,ihelluugwarPlains(nKHmimel.Mt Ultaw,.Mt Umi „. m etc. 


113 SW1NOCEROS BEAST FAMILY 




120 8 105 121 91 610 102G 


These raging rhinos love to hit hard with 
their horns, which often put enemies out 
of action. 

Prone to sickness as children, they grow 
hale and hearty through the ancient 
shamanic ritual of rolling in cowpats. 


HZ_brainy badboon 



150 16 120 99 95 800 108G 


Astute apes that weaken enemies with 
Dazzle and Kasap, then smack them silly. 
Whistle if you want to get them worked up. 

Big badboons who've breakfasted on 
raging rubies, giving them superhuman 
strength and a brain boost to boot. 


NORMAL DROP: magic beast hom (1/8) RARE DROP: cowpat (1/32) 

★★★★★★* ★★★★★★★ 

ACTIONS: attack, charges at full pell, sends character flying (chance of knocking down) 
REGULAR HAUNTS: the lluugazar Plains. Mt. Ulbaruun, the Tower of Nod. grotto 


H4 PECKER EL BIRD FAMILY 


NORMAL DROP: magic beast hide (1/32) RARE DROP: raging ruby (1/32) 

★★★★★★★ ******* 

ACTIONS: attack, flee, loses it and starts on target, Dazzle. Kasap 
REGULAR HAUNTS: the lluugazar Plains. Mt. Ulzuun. grotto 



118 DRACKAL beast family 



107 6 107 107 107 580 132G 

They fly fast at their foes with paralysing 
attacks, and treat troublesome oppo¬ 
nents to an Assassin's Stab. 

They're forever forgetting the paralysing 
poison on the points of their tails, and 
itching themselves immobile by accident. 


NORMAL DROP: strong antidole (1/16j 

*★★★★** 

<,nact pa,alyse Mtack. Assassin's Stab 


REGULAR HAUNTS 


the lluugazar Plains. Mt. Ulbaruun, grotto 


RARE DROP, poison needle (1/64) 

★★★★★★★ 


JJ5 BATTERING RAM beast family 



E23 E3 QUID M2HM EEE23 

105 9 113 122 104 600 108G 


Their hairy hides are hard to harm with 
ice. They send enemies to sleep with 
Sweet Breath, build tension, and then 
batter them. 

They feast on funghouls so they can 
send insomniacs on then way to $lum- 
berland with Sweet Breath. 

RARE DROP, magic beast torn (1/32) 

**★★*★* 


K ^ORO^ 

•»*****' 

v,. 


■ttOUl 


HAUNTS •/>'<-* 



230 20 148 123 87 1000 150G 

They bite with the best of them, and 
batter with their big bodies to boot, but 
sometimes prefer just to bail from battle. 

Mention "those huge, scary things" to a 
seasoned traveller to set them squirming 
at the mere memory of these monsters. 


NORMAL DROP: lambswool (1/16) 

★★★★★★★ 


RARE DROP: platinum ore (1/128) 

★ ★*★★★ A" 


ACTIONS: aback, flee, Body Slam, fang bile 
REGULAR HAUNTS: Khaalag Coast, Mt Ulzuun. grotto 


119 GRUFFON DEM0N FAMILy 



NORMAL UROP: wing of bat (1/8) 

★★★★★★★ 

ACTIONS, attack, tods touldei. in a gruff f misses tt 
REGULAR HAUNTS; (ho Lonely Coast Ml Ulzuun 


136 12 118 106 76 540 136G 

They may be strong and have high HP, 
but they're just too laid-back to last. 

Strike first, and you’re bound to beat 
them. 

They're so lazy that sometimes they can't 
even be bothered to eat, and they thruw 
rocks to avoid having to move to attack. 

RAHE OKUP: tattoo 11/321 

★★★★Hr** 



































Supreme epellcesters who »re mporvi- 
to poison end whose repotlo r» 
MMMt Boom, Zammle. end tale. 

f .communicated from the faith after 

dabbling in the dark arts, they now know 
every spell there is. 


NORMAL OROP; (radical mhos 11/32) 

******* 

ACTIONS: attack, Boom. Zammle, Channel Anger, Kabwff, Rale 
REGULAR HAUNTS: ftfflJUfc <K°tto 


RARE DROP seed ol magic (1/2561 

******* 



With their dazzling defensive dexterity, 
these selfless souls often step in to pro¬ 
tect their pals. Wallop 'em one by one. 

Controversy rages in the world of zool¬ 
ogy as to whether they're giant masks or 
winged mammals with widespread arms. 


NORMAL DROP: fresh water <1/16) 
★★★★★** 

ACTIONS: attack, Whipping Boy, Psyche Up 
REGULAR HAUNTS: Khaalag Coast (daytime), Gereuun 


RARE DROP: magic shield (1/128) 

★★★★★★★ 


122 DEADCURION 





They paralyse enemies, then poke them 
with Pressure Pointer. Ice doesn't irk 
them much, but fire can fry them good. 

Especially stagnant soldiers selected 
from the rank ranks of the lesionnaires to 
lead them to gory glory. 


NORMAL DROP: iron mask (1/M) 

*★*★★★* 


RARE DROP: battle fork (1/128) 

★★★★★★★ 

ACTIONS: attack, paralyse attack, Pressure Pointer 

REGULAR HAUNTS: Ondo, Cl.fts, Khaalag Coast (nighttime), Gerjuun. grotto 


123 INFE RNAL ARMOU R 


MATERIAL FAMILY 



125 8 ’35 130 102 850 150G 

They can conduct lightning to engulf 
all enemies, and sometimes summon 
healslimes to lend a helping hand. 

The souls of soldiers who died awful 
deaths, and were brought back in suits of 
armour forged in the fires of hell, 

txzzt-*™ ^ T ** , ; r rai 

Kttuup fwAuptiiwdislimat 
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Bestiary 




12 8 APECKALYPSE 


BIRO FAMILY 



130 9 118 118 121 740 H4G 


Blighted birds that live on poisonous 
plants. They frighten foes with War Cry, 

and vex them with venomous attacks. 

Profuse, protective plumage keeps out 
even the most crippling cold. Originally 
from the legendary Peckerel Mountains. 


132 ICIKILLER 


HUMANOID FAMILY 



wmwmmmwmmrnwmm mrn) 

140 24 W 136 1050 172G 

Impervious to ice attacks, these long- 
nailed nightmares cast Moreheal and 
Bounce to keep things on an even keel. 

Their claws of cold are built by br- 
rearthenwarriors, who hone them to the 
heights of hardness by tearing down 
frozen trees. 


NORMAL DROP: manky mud U/32) 

******* 

ACTIONS: attack, envenomate attack, Venom Mist. War Cry 
REGULAR HAUNTS: Snowberian coast, Snowberia. grotto 


RARE DROP: assassin's dagger (1/128) 

★★★★★★★ 


NORMAL DROP: scale armour (1/16) 

★★★★★★★ 


RARE DROP: crows daws (1/64) 

★ ★★★★*■*• 

ACTIONS: attack. Midheal. Bounce 

REGULAR HAUNTS: Snowberia (nighttime). Cringle Coast, the old school, grotto 


129 GREATGRUFFON demon family 133 TEAKYMASK 


MATERIAL FAMILY 



150 12 120 120 70 1180 126G 


Thick fur means the cold doesn't concern 
them, and great might makes them formi¬ 
dable when they muster their strength. 

Brigadiers of the brrearthenwarriors’ 
battalions, they patrol icy parts, checking 
that they're chilly enough. 


NORMAL DROP: wing of bat (1/8) 

******* 


RARE DROP: fur poncho (1/64) 

******* 


ACTIONS, attack, critical hit. Psyche Up. in a gruff (misses turn) 
REGULAR HAUNTS: Ocean 3. Snowbena, Cringle Coast, grotto 


130 WHITE TR1GERTAUR beast family 


128 10 130 135 116 940 167G 

Monstrous masters of ice who are super- 
skilled with their icicle-like spears, and 
also adept at using Thin Air. 

Ex-tigers who attain eternal life by pledg¬ 
ing allegiance to the brrearthenwarriors, 
they sow snowstorms wherever they 
step. 



NORMAL QROP horse manure (1/16) 

**★*★★* 

RtGiu 6^ dTlaC ' < '****' ol ice ' ^" n Air - i jeir *9 provocative (misses turn) 
LAB HAUNTS: Snowbena (nighttime). Cringle Coast, grotto 


RARE DROP: seed of deftness (1/256) 

******* 


J31 SOOTHESLIME 



****** b 

ACTlftifc , jW 

HAUNTS 1^, 


UOIEB ESS E23 QS53E2H EEH3S3 

138 40 113 125 105 1050 172G 

Healslime who've mastered the mighty 
Moreheal. So selfless that they often 
offload MP onto allies. 

They're so sick of people saying their 
name is stale that the/re consider¬ 
ing "sublime slime" as a slick new 
substitute 

RARE DROP: slimediopll/U) 

★★*★★** 


>!. M-Pathy 
ant. the old i 



13 HI EH E3 CHii2 dm 


111 131 114 860 


117G 


NORMAL DROP: hardwood headwear (1/16) 

******* 


Real nuisances who cover companions 
who are under attack, and even explode 
when the going gets tough. 

Sir Sternivus brought some of these back 
as souvenirs from a scholarly excursion. 
They set him back six gold coins apiece. 

RARE DROP: ice shield (1/256) 

******* 


ACTIONS: attack. Whipping Boy. blown away (suicide attacks entire party) 
REGULAR HAUNTS: the old school, grotto 


134 RAVING REAPER If MATERIAL FAMILY 


^313131 EE] EJEDEI3 

134 22 135 134 119 1050 138G 


Scary scythe swingers who like to aim for 
the vitals, and are sometimes so drunk on 
the darkness that they go haywire. 

Some have no sympathy for the seam¬ 
stresses who stitch them together only 
to get scythed. After all, you reap what 
you sew! 



NORMAL DROP: thief’s turban (1/64) 

★ ★★★*”**■ 

ACTIONS: attack, aims for vitals (can finish target oft), Zammle. Spooky Aura 
REGULAR HAUNTS: Ondor Cliffs (nighttime), the old school, grotto 


RARE DROP: assassin's dagger (1/1281 

******* 






normal OROP: gold rosary 11/32 
******* 

ACTIONS: attack. Swoosh. Antimat 
HtGULAR HAUNTS, tfw old school. gruHo 


126 80 108 136 125 940 I47G 

Always take these maleficent ministers 
out first, as they can raise their dead 
with Zing, and send foes back with 
Thwack 

Their robes may look manky, but they’ve 
been deliberately aged to give them the 
l, v ed-in look that's so huge this season. 

HARE DROP: ascetic iot»(1/t28) 

**A *★* * 




BESTIARY 



































Stto*r,c»se^»e r y S ou"n,ce. 
bash travellers' brains in. 


normal DROP; qqlvamsed geta (1/M) 

**★★★*★ 

ACTIONS: attack, Crackle, DaHleflasfi. Buff 
regular HAUNTS: Ondor Cliffs. CnngleCoasr . .he old school, grotto 


rare DROP: saint’s ashes (1/128) 

******* 


137 HANDSOME CRAB 



Deft defenders and coot critical hitters, 
these colossal crabs are the scourge of 
the seas. Flash-fry them with a little fire. 

Every full moon, they assemble under the 
ocean and quietly clack their claws to 
mark the start of their monthly meeting. 


RARE DROP: deadly nightblade (1/128) 

*★**★★★ 


NORMAL DROP: resurrock (1/32) 

★★★★★** 

ACTIONS: attack, critical hit 

REGULAR HAUNTS: Ocean 3, Pluvi Isle, Pluvi Isle (islet), the Lonety Coast, Cringle Coast, Wyrmwing. Wyrmneck (western), etc 


138 SAIL SERPENT 


DRAGON FAMILY 



148 14 144 143 125 850 1146 


Spiteful serpents that love to paralyse 
people with Burning Breath and vex 
them with venomous attacks. 

Chose "sail serpent" because they 
thought it was cool, but now they worry 
that it makes a mockery of their massive 
ears. 


NORMAL DROP: snakeskkn (1/8) 

★★★★★** 


RARE DROP: snakeskin whip(1/128) 

★★★*★★★ 

ACTIONS: attack, erwenomate attack, flee. Burning Breath 
REGULAR HAUNTS: Ocean 3, the Lonely Coast. Wyrmwing. grotto 


GRIMGRINNER 


^HUMANOID FAMILY 



110 24 115 1/6 110 760 1186 

Hellish, ice-breathing gnomes that wield 
a mean shield, and supplement their 
defence with Defending Champion. 

assisser" 1 

have stacks of spares. 


NORMAL DROP 


cautery sword 1/64) 


******* RARE DROP: magic shield (1/64) 

regular ch3,npt ° n 

__ lH-^UNTS- tattLim Wij,;n t y, 0 j Western Wormwnnd nmttn 






i 




EH 


NORMAL DROP: cloak of evasion (1/32) 

*★★★*★★ — 

ACTIONS- attack Sultry Dance. REGULAR HAUNTS: Khaalag Coast (nighttime). Ondor Cliffs (daytime* ^ 
Weird Dance Egg On Eastern Wormwood. Western Wormwood, Western Wormwood^ ^ 






EB WSM EH ESI CBS IZZ33 G 

134 15 120 164 118 


They stoically soak up damage white 
stacking up strength with Double Up. 0 
them with darkness before they strito 


NORMAL DROP: agility nng (1/32) 

★★★*★★* 



The standard splatterhorn greeting is 
to smash one's horn straight into o 
counterpart's countenance. 


RARE DROP: magic beast hide (1/32) 

★★★★*★★ 


NORMAL DROP: magic beast horn (1/16) 

★★*★★★★ 

ACTIONS: attack, charges at full pelt. Double Up 
REGULAR HAUNTS. Eastern Wormwood. Western Wormwood. Western Wormwood (islet). Hemreny (hrgh ground), am®,* 


142 WHIRLYGIRLY 



144 17 120 150 131 1020 

Wild women of the weather work 
work wonders with wind speHs, a 
Swoosh from beneath their squalfi 
skirts. 

Experts believe that the reddish c 
of the cyclones that surround tf 
caused by the colour of their skin. 

RARE DROP: pretty betsy (1/256) 

******* 


ACTIONS: attack. Swoosh. Psyche Up 

REGULAR HAUNTS: Oce an 4. Ondor Cliffs. Eastern Wormwood. Wormwood Canyon. Wyrmtail (eastern), giiOfr 


GRAMARYE GRUFFON 


KE8B3JIE3K21IE2DI 

*3 


M 






normal drop 

★★★★★* 
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lM*r 


SKELETON SOLDIER 


ZOMBIE FAMILY 


IW % 

Ns 



146 12 136 160 126 1100 i 49G 

Bony bruisers who give their best to 
whoever they're battling. They serve up 
sleep attacks and mend themselves with 
Midheal. 

Proud in the extreme, they follow the chi- 
valric path even in death, and will smite 
all who stand against their liege lord. 


RARE DROP: platinum sword (1/64) 

★★★★★★★ 


NORMAL DROP: chain mail (1/32) 

★★★★★★★ 

ACTIONS: attack, sleep attack. Midheal 

regular HAUNTS: Eastern Wormwood (nighttime), Western Wormwood, Western Woimwood (islet), the Bowbole. grotto 


145 BLOODY MANGUINI DEMON FAMILY 





1M 16 133 148 139 1000 148G 

Freaky beasts that drain adventurers of 
their blood and MP, and sometimes flip 
them out with Fuddle Dance. 

When a pink sanguini goes to bed with 
a belly full of lovely blood, this is the fab 
form it will have taken when it wakes. 


NORMAL DROP: wing of bat (1/8) 


RARE DROP: terrible tattoo (1/16) 


ACTIONS: attack, goes for jugular (can finish REGULAR HAUNTS: Western Coffinweil (islet, nighttime). Western 
target off), Dram Magic. Fuddle Dance Wormwood, the Bowhole, Wormwood Canyon. Wyimtail (eastern, daytime), etc. 


BLOOD MUMMY 


ZOMBIE FAMILY 



NORMAL DROP: grubby bandage (1 /8i 
*★★★★★* 

ACTIONS, attack, flee, hair-raising attack 
REGULAR HAUNTS: Ondor Cl,Its (niahttim 


166 12 138 135 67 1200 108G 

Set these blood-stained mummies on fire 
before they trash team members' tension 
with their spite-filled strikes. 

They're so completely concentrated on 
coping with crippling contempt that it 
impairs their ability to act. 


RARE DROP: malicite (1/128) 

★★★★★★★ 


— 1 


LJ*' HARMOlltt 

2 MATERIAL FAMILY 1 



NORMAL DROP ..I, ,, 

^ <U 3 ( WW) 


145 0 135 180 108 1300 120G 

Suits of armour animated by evil forces. 
Not just masters of Multithrust, but deft 
users of Double Up as well. 

Upset with the stone guardians for 
saying that if you speak to them from 
the left-hand side, they'll reply in a girlie 


RARE DROP :,i 

★ * 


wwmwuod (nighttime), the Bowhole. giotio 


Bestiary 


PYTHON PRIEST 



NORMAL DROP: watermaul wand (1/64) 
★★★★★★★ 

ACTIONS: attack. Swoosh, Multiheal 
REGULAR HAUNTS: the Bowhole. grotto 

a 


136 60 120 160 130 950 m 

Reptilian reverends that can cast 
Swoosh and make use of Multiheal when 
their mates are in trouble. 

They have no bodies as such, and all that 
lurks beneath their red robes is a seeth¬ 
ing sea of snakes. 


RARE DROP: Fizzle-retardant suit (1/128) 

★★★★★★★ 


149 SCULPTURE VULTURE 


MATERIAL FAMILY 



D EI1E3 Q3!3) E23 QIZ33Z] 

153 33 140 190 110 1320 160G 

Monumental monsters who bolster 
their unbreakable bodies with Buff, and 
chuck out Chilly Breath like there's no 
tomorrow. 

They stand stock-still like statues by 
shrines and such-like, then pounce on 
anyone careless enough to approach. 


NORMAL DROP: narspicious [1/32) 

★★★★★★★ 


RARE DROP: resurrock (1/128) 

★★★★★★★ 

ACTIONS: attack, Cool Breath, Buff 

REGULAR HAUNTS: the Bowhole. Wyrmtail (eastern, nighttime), grotto 


LIVING STATUE 


MATERIAL FAMILY 



236 0 155 ZOO 99 1500 172G 


They pump their massive bodies full of 
power, then pound the ground. Cure 
quickly if flattened by their frightening 
feet. 

They heard on the breeze that there's a 
sanctuary for statues atop the Heights of 
Loneliness, and are keen to check it out. 


NORMAL DROP: flintstone (1/16) 

★★★★★★★ 

ACTIONS: attack, critical hit, stamps with giant fool. Psyche Up 
REGULAR HAUNTS: the Bowhole. Wyrmtail (eastern), grotto 


RARE DROP: resurrock (1/128) 

★★★★★★★ 


GOODYBAG 


MATERIAL FAMILY 



IBBEIEZlIlZaCBISlIGSS 

126 48 115 130 146 500 336G 

Jangling bags of jewels, each of which 
has the power to render its foes unable 
to act. They can also carry off a Sultry 
Dance. 

The first goodybag was made by a major 
sage as a birthday gift for the kindfy king 
of an ancient desert realm. 


NORMAL DROP: bnghten rock (1/16) 

■kit 

ACTIONS: attack. Sultry Dance. Fizzle, Kasap. Fuddle 
REGULAR HAUNTS: the lluugaze' Plane,, the Bowyl^u. frultu 


RARE DROP pmk peail( 1/64) 

kkk * T* < * 





bestiary 







































,60 ITS «* 1600 

SSSSSSSS^ 

a doddle. 

Thev wor^ about Aebodjas that foll» 

them whatever they go. as they don t 
want to go stepping on one by accident. 

RARE DROP: gold bar 11/256) 

***★★★★ 


NORMAL DROP: dragoo scale H/18) 



Their defence and speed are pretty im¬ 
pressive, but nowhere near as amazing 
as the amount of experience they give! 

They're constantly striving to see who 
can last the longest without getting 
whacked and still succeed in scarpering, 


NORMAL OROP: agility ring (1/32) 

★★★★★★★ 

ACTIONS: attack, flee, Bang 

REGULAR HAUNTS: the Bowhole. Angel Falls area (high ground), grotto 


RARE DROP: depressing shoes (1/128) 

★★★★★★★ 



154 MOOSIFER 


DEMON FAMILY 



156 18 140 155 133 1240 152G 


They blow Flame Breath from their 
nostrils, attack with pure, undiluted 
rage, and use Multiheal to be even more 
annoying. 

They're so short-tempered that their 
continuous tantrums have turned their 
skin an angry shade of puce. 


NORMAL DROP: magic beast hide (1/16) 

★★★★★★★ 


RARE DROP: seed of life (1/256) 
★★★★★★★ 
ACTIONS: attack, fierce fire, loses it and starts on target, Multiheal 

REGULAR HAUNTS: V 


158 CUMULUS REX 


ELEMENTAL FAMIl 



m 139 E3 qses eesi bed 

252 18 140 151 134 '400 

They hold sway over hordes of hell 
nihos, and maul mortals with des 

They cut up their cloudy thrones to ci 
beards. 


NORMAL DROP: thunderball (1/16) 

★★★★★★★ 



wyumaii \easiern|. vvytmwing, etc 

L'W DRASTIC DRACKAL 

L. BEAST family 


RARE DROP: lightning staff (1/128) 

★★★★★★★ 

ACTIONS: attack, lightning (attacks entire party). Magic Barrier 

REGULAR HAUNTS: Ocean 3. Wyrmtail (western). Wyrmsmaw. Wyrmneck(eastern and western), the Magmaroaefc 



NORMAL DROP: royal soil (1/161 

★★★★★** 

REGULAR HAUNTS Wortn"^ r ^ ,KlUri(ls 0round ,at,acks emi,e P&fty) 
HAUNT S Wormwood Ca nyon, Wyrmtail (eastern and western! 



225 9 165 164 124 1330 


Chilly Breath and Stomp make the whole 
party suffer, and they're not afraid to 
throw their weight around either Frv 
them with fire. 

As pups, they're cute and cuddly and 
covered in the same fur as their manes 
but they soon grow into grizzly grown-ups 


RARE DROP: raging ruby (1/64) 


_ 






















>5 /JT s' //# mmm t m % , 


Bestiary 


]60 BAGMA 





MATERIAL family 


Their HP's not so hot, but these burning 
bags can turn up the heat with their bak¬ 
ing breath, and summon live lavas too. 

They’re huge fans of hot foods, and wolf 
down anything, living or dead, if they like 
the look of it. 


RARE DROP: softwort (1/64) 

★★★★★★★ 


NORMAL OROP: lavs lump (1/161 

*★*★★** 

ACTIONS: attack, fierce fire. Burning Breath, Inferno, calls for backup (live lava) 
REGULAR HAUNTS: Wyrmsmaw. the Magmaroo. grotto 


161 GOLEM 


MATERIAL FAMILY 



iaraisaBaHaEaEa!E 3 

300 0 175 210 99 1700 174G 


Though weak against wind, these stony 
souls can weather a storm of blows 
before unleashing a cataclysmic critical 
attack. 

If you ask them which monster has the 
most mates, they won't hesitate to sug¬ 
gest their own big-headed, bricky selves. 

NORMAL DROP: flintstone(1/16| RARE DROP: mythril ore (1/128) 

★★★★★*★ ★★★★★★★ 

ACTIONS: attack, critical hit Psyche Up, Forbearance 

REGULAR HAUNTS: the Lonely Coast. Wyrmwing, Wyrmsmaw, Wyrmneck (eastern and western), the Magmaroo. etc 




162 SEASAUR 

lillSIl AQUATIC FAMILY ^ 



NORMAL DROP dragon scale (1/T6) 

**★★★*•* 

Rtellfn ***' ferCe fKe ’ Co01 War Cry 

REGULAR HAUNTS Ocean 3. grono 


304 24 180 192 101 1900 1606 


These super-strong sea serpents have 
sunk many a ship with their ear-splitting 
roars and brutal hot and cold breath. 

Sailors say that if you hear the song of 
the seasaur on a stormy night, you'll 
never set foot on the safety of dry land 
again. 

RARE DROP: magic beast horn (1/64) 

★★★★★★★ 


HELL NINO 



DROP co 

***** „ , 


RtGUiAft 


“AUNTS K 


UUmi ELEMENTAL FAMILY 


KQ| E9 EH E2S E2Zu2 MSZM B23223 

125 11 115 145 117 960 108G 

Super-heaved clouds that travel in packs 
of Flame Breath-firing mayhem, trying 
to turn all to ash. Sometimes, they even 
attack twice. 

They see the clouds of the sunset sky 
as their mothers, and can often be seen 
gazing heavenward in times of trouble. 

RARE DROP, flame shield (1/126) 

****** * 

4), Wyrrmail (western), Wymismsw (nighttime). Wyrmneck. me Magma' 


164 CORRUPT CARTER 




155 12 138 200 147 1550 120G 

Armoured chariots that are bolstered 
even further with Buff, then battered at 
breakneck speed into the enemy. 

The drivers tried to paint cool designs 
onto their carts, but they hated them, so 
they had to clean them off. 


NORMAL DROP: iron ore (1/32) 

★★★★*★* 


RARE DROP: handrills (1/64) 
★★★★★★* 
ACTIONS: attack, charges party (knocks down entire party), Kabuff 
REGULAR HAUNTS: the Magmaroo, Cringle Coast (islet), Urdus Marshland (high ground), grott 


LIVE LAVA 


ELEMENTAL FAMILY 



165 24 140 186 124 1620 HOG 

Molten masses that frazzle foes fever¬ 
ishly with Frizzle, but won't last long if 
attacked with ice. 

The spirits of those who trip and fall 
into volcanoes. They murder mortals 
in search of substitutes for their burnt 
bodies. 


NORMAL DROP: lava lump (1/16) 

★★★★★★★ 


RARE OROP: magma staff (1/128) 

★★★★★★★ 

ACTIONS: attack. Defend, Frizzle 

REGULAR HAUNTS: Wyrmsmaw (bagma calls to battle), the Magmaroo, grotto, etc. 


166 MANDRAKE MARAUDER DRAGON FAMILY 


172 20 132 198 144 1760 T24G 


Dragon dragoons and masters of fire. 
Fiercely loyal, their friends are never 
far off, and always come running when 
called. 

Their flame-red bodies are clothed in 
fire, and they incinerate anyone insane 
enough to approach them. 

RARE DROP: bandit blade (1/128) 

*★★★★★★ 



NORMAL DROP: dragon scale (1/16) 

★★★★★** 

ACTIONS: attack, call for backup (mandrake marauder) 
REGULAR HAUNTS: the Magmaroo, grotto 



MEGAMOAI 


MATERIAL FAMILY 



BBISiEZIEKCBilSQiGIZIS 

180 0 162 235 88 2100 144G 

Their igneous bodies are helluva hard, 
but their HP's not too hot. If one musters 
its strength, batter it before it blasts you. 

They used to be full statues, but they 
were blasted to bits when die Magmaroo 
erupted, and only their heads remained. 


NORMAL OROP: miriorstone (1/32) 

**** *★* 

ACTIONS: attack, squishes party under gieal weight. Psyche Up, War Ci 
KEGULAH HAUNTS: KI Millay Coast. ^ Maflmanw. U fu(Ll1 


HARE DROP tougl) guy tattoo (1/128) 

******* 




bestiary 






























170 ABYSS DIVER 



Devilishly devastating dinosaurs that 
cast Crackle and breathe fire, and can¬ 
not be bested with bog-standard blows. 

Longed for loud colours after decades 
spent in the dim depths, and tried to jazz 
themselves up, but to underwhelming 
effect 


NORMAL DROP; rjtagon scale (1/32) 

★★★★★★★ 


RARE DROP: watermaul wand (1 /128) 

★★★★★★★ 

ACTIONS: attack, Crackle. Inferno 

REGULAR HAUNTS: Ocean 4, Wyrmneck (western), Oubliette. Western Wormwood (high ground), grotto, etc. 


NORMAL DROP: non nails (1/16) RARE DROP: seed of agility (1/256) 

★★★★★** ★★★★★★★ 

ACTIONS, attack, bow attack. Kacrackle Slash, violent slashing attack, laser attack (attacks entire partvl 
GULAR HAUNTS: the Gittish Empire. Gittmgham Palace, the Tower of Nod. the Djust Desert (high ground! 9 


1Z1_STENCHURION 



normal DROP: manky mud (1/8) 

★★★★★★a 

ACTIONS .mack, poison attack. Mtitithrust 

REGULAR HAUNTS. Ocean 2 , 


160 16 175 136 1380 122G 

They specialise in toxic attacks, and in 
transfixing all and sundry with Multi¬ 
thrust. Fight them with the light. 

Their dream is to bring together walkino 
corpses ghouls, and other undead allies 
bons" 3 ■ 20mb ' 8 partY of e P |c propor- 

RARE DROP: partisan (1/128) 

★★★★★★* 


Z0MBIEFAM,LV ™ 175 DR EADFUL DR A<~K A l 


Upover event, ihe Gittish Empiie. Gittmgham Palace, g 
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> , * 





























Unfair foes that send enemies into a 
slumber with Kasnooze. then upset their 
attacks by snapping their weapons. 

Their once-white armour is coloured 
crimson by the gouts of gore that gush 
from the victims they roam the land 
vanquishing. 


RARE DROP; seed of defence (1/256) 


NORMAL DROP: magic armour {1/128) 

+*+++++ 

ACTIONS: attack. Attack Attacker. Kasnooze. calls for backup (cureslime) 

REGULAR HAUNTS: the Gortress, the Gittish Empire. Gittingham Palace. Wyrmtail (high ground), grotto, etc. 


yjl FREEZING FOG 



1^2 EH E3 


126 10 126 156 162 1360 


120G 


Savage snowcloudsthat control the 
cold, are impervious to ice, and can call 
forth a fog to deepen their defence. 

They may look soft and fluffy, but there's 
a hard, icy core at the centre of every 
one. 


RARE DROP: sages elixir (1/64) 

★★★★★★★ 


NORMAL DROP: ice crystal (1/16) 

ACTIONS: attack. Cool Breath, Mist Me. Psyche Up 

REGULAR HAUNTS: Ocean 4. the Gittish Empire (nighttime). Gittingham Palace, the Tower of Nod, grotto, etc. 



T01 2100 156G 


Heavy toad tanks that pound enemies 
with poisonous rounds, and whose 
tongue lashings would make even the 
toughest tremble. 

Their favourite foods are gunpowder and 
bombs, but the beam-blasting killer ma¬ 
chine has had them licking their lips of late. 


NORMAL DROP: toad oil (1/8) RARE OROP: panacea (1/64) 

★★★★★★★ ★★★★★★* 

ACTIONS: attack. Cannon Frogger, Venomissile, big lick (entire party may become inactive) 

REGULAR HAUNTS: Gittingham Palace, the Djust Desert (high ground). Hermany (high ground), grotto 


lfamilyW 181 FRIGHT KNIGHT 


1 ZOMBIE FAMILY 



NORMAL DROP: sword breaker (1/64) 

★★★★★★★ 


EaracaracssaisaESEa 

226 33 161 206 130 2180 180G 


Destroy these dastardly masters of 
Freezing Blizzard first so they can't zap 
f everyone back to life with Zing. 

Knightly nightmares, they're forever 
barking orders at their stenchurion 
flunkies, who obey without question. 


RARE DROP: dark shield (1/256) 

★★★★★★★ 


ACTIONS: attack, critical hit. Attack Attacker. Chilly Breath, Psyche Up, Zing 

REGULAR HAUNTS: Upover event. Gittingham Palace. Oubliette, Western Wormwood (high ground), grotto, etc 


178 STONE GUARDIAN | MATERIAL FAMILY W 182 WIGHT KING 


ZOMBIE FAMILY 



IEEE3 

160 255 102 2040 182G 


Normal blows won't blemish these 
blighters' bodies, and those who aren't 
quaking before they save up a Stomp will 
be once it lands! 

They hold their arms aloft in preparation 
tor holding on tight when they finally get 
the chance to ride the Starlight Express. 


NORMAL DROP: resurrock (1/64) 

*★*★*★★ 

^f>ONS. attack, stamps with giant foot, pounds ground (attacks entire party). Psyche Up 

LAR HAUNTS; tl« Gittish Empire (nighttime). Gitungtram Palace, Oubliette, d ie Tower of Nod. Hermany (high ground), etc. 


RARE OROP: reset stone (1/256) 

**★*★★★ 


■l 7 9 BOSS TROLL 


DEMON FAMILY 



496 10 186 86 95 2400 986 

Super-sized swingers who can smack 
foes into next week with one whack of 
their colossal clubs. 

They sometimes pul their furry outfits on 
back-to-front in the bleary hours of early 
morning, but no one ever notices 


RARE OROP: bourne. 
A * * 1 





They foil magic with Fizzle, slash spell 
resistance with Divine Intervention, and 
stir up a storm with Swoosh. 

Recently quoted as saying: "wE MigHT 
bE No MoRe tHaN STiNkINg zoMbiEs, 
bUT aT LEaSt We'Re tHE KinGs Of 
STInKing!" 


RARE DROP: leed of therapeusis 0/256) 


NORMAL OROP: priestess's pinafore (1/128) 

★★★★★★★ 

ACTIONS- attack Fizzle, Swoosh. Divine Intervention 
REGULAR HAUNTS: Gittingham Palace, Oubliette. Cringle Coast (i slet). Uidus Marshland (high gmuixll glut o 





24 153 198 1 78 1980 '876 

They sweep enemy attacks aside in one 
smooth movement, then spin around to 
smack back the next. Weak against light. 

Wandering assassins employed by the 
Empire. Ordered to obliterate all who at¬ 
tempt to enter the imperial stronghold. 


s 







































220 ,sa 


Malicious m0n a*ndVre«?irT^R<i”ard, and 

^reX^^sestobitebackat. 

K'Sr 

always be brought back to 

BABE DROP; skull ring (1/25®l 

irk***** 



222 24 163 212 


2200 140G 


Fierce fighters backed up by an array of 
support spells. They look scary, but don t 
do well against death spells. 

They studied with the wight kings to 
learn the ways of wizardry, and are 
always up for improving their abilities 
further. 

RARE DROP; dragonsbane (1/128) 

******* 

REGULAR HAUNTS OtfUne, Realm of the Mighty, Western Coffiiwell (high ground), Eastern Stomway (islet), etc 


NORMAL OROP: dragon scale (1/64) 


186 BADKARMOUR 


MATERIAL FAMILY 



W m WWM WR 1 IMIBM BSBSh tamlLLl 


10 161 262 


2280 132G 


Steely devils that harm with Helm Splitter 
and Double-Edged Slash, and like to 
protect their pals. Don’t let them cast 
Kabuff. 

They're possessed by the souls of sol¬ 
diers who sacrificed themselves for the 
sake of Godwyn of the House of Gitt. 


NORMAL DROP: non ore (1/16) 

******* 


RARE DROP; Hales'helm (1/128) 

★★★★★★★ 

ACTIONS; -mack. Holm Splitter. Whipping Boy. Double-Edged Slash, Kabuff, protects another monster from attack 
REGULAR HAUNTS: Gillingham Palace, Oubliette, Western Wotmwood (high ground), Wyrmtai! (high ground), grotto 


WYRTOISE 


DRAGON FAMILY 



Mi\m Mm'.M RUffifl ISjfflU E1!!B3 

215 8 171 240 103 2500 188G 

Shelled fellows who are no suckers, and 
can send back spells with Bounce and 
push back attacks with Pincushion. 

They re famed for being fearsome, but at 
home, they like nothing more than rolling 
over to have their tummies tickled. 


'**** " m : 

******* 
















/mtwtm in n v 


Bestiary 



Stupidly strong, stamina-heavy, and 
sfcghtJy slapdash smashers who can be 
licked with lightning. 

Some say they're massive sports fans, so 
much so that they named their race after 
their favourite team 


RARE PROP ace of clubc <1/1201 

kkkkkkk 

9«ngs, misses, and fate down 
Western CoffirwveH thigh ground^ Eastern Stomway fisted, the Tower of Nod, eic 


T93 BELISHA BEAKON 



NORMAL DROP crimson owai (1/32) 

******* 


MUM E3 EH E3 E2D ES3 EZ3Z3 

136 10 146 143 167 1460 104G 


Their whirlwind speed allows them to 
attack twice per turn, wards off wind 
spells, and makes them masters of 
Swoosh. 

Big fans of clean air and a fresh breeze, 
they are keen climbers, but don't care for 
Upover on account of its close climate. 

RARE DROP: red tights <1/1®! 

★★★*★*★ 


ACTIONS aoai. Swoosh, call lew backup (beltsha beaten) 

REGULAR HAUNTS: Heatm of the Mighty. Onto Cliffs (high ground), grotto 


194 CHARMOUR 



MATERIAL FAMILY 




*®W*Al PROP, iragic armour 11/32i 

******* 

ACTIONS j Sfuwe 

^A« HAUNTS; Realm erf the Mighty. grotto 


220 50 171 270 134 2450 192G 


Enchanted suits of armour that are 
well-protected against all manner of 
magic, and can cast sleep. Attack them 
with earth. 

Their armour isn't made of iron, or even 
platinum, but of crystals of concentrated 
conjury, which give it mighty magical power. 

RARE DROP: halberd (1/128) 

kkkkkkk 


5 CURESLIME 



165 120 158 172 143 1350 167G 

Kind-hearted slimes who care more 
about curing than killing. Commonly 
called on by the similarly coloured lethal 


They'd love to help travellers with heal¬ 
ing spells too. but they're terrified of 
being told off by upbght king slimes. 



Kings among trolls, thery might be big 
dunces, but therr insane stamina more 
than makes up for it 

They use their strength to keep the other 
trolls down, but can t quite fit their heads 
into their tiny crowns 


NORMAL DROP cpactal medicine (1/32) 

kkkk+kk 


RARE DROP: marauder's maul (1/128) 

*★**★★* 

ACTIONS: aback, critical hrt. swings, misses, and falls down, laughs (misses turn) 

REGULAR HAUNTS: Realm of the Mighty, Onto Gifts (high ground], grotto 


197 COBRA CARDINAL 



uaQEiEiEnEaiEin 


236 90 163 


Masters of most forms of magic, who 
are admired by many monsters, and 
cause chaos with Kazing, Kasnooze, and 
Zammle. 

They like to joke that studying all the 
spells in the world takes a lot of "co- 
brains” because it's "cardinally hard.” 

RARE DROP elfin eto (1/256) 

***★★★★ 


NORMAL DROP: Fizzle-retardam blouse (1/128) 

*★**★★* 

ACTIONS: paralyse attack. Kazan. Zammle. Bounce. Kasnooze, Kazing 

REGULAR HAUNTS: Realm of the Mighty. Western Coffirrwed {high ground). Eastern Stomway (islet), grotto 


PRISM PEACOCK 



NORMAL DROP: lunana (1/32) 

*★★★★★★ 

ACTIONS; attack, fierce fire, Kafrizz 

REGULAR HAUNTS: Realm ol the Mighty. Onto Gifts (high ground), giono 


246 40 171 234 177 2300 1686 

Brightly coloured, burning birds that 
fry all foes with their Flame Breath, and 
cremate those who confound them with 
Kafrizz. 

People say that aging prism peacocks 
throw themselves into volcanoes to be 
reborn as cosmic chimaeras. 

RARE DROP, tint-taste tutu (1/256) 

****★★★ 


199 NIGHT KNIGHT 


ZOMBIE FAMILY 




NOHMAL DROP, da* shield 0/84) 

******* 

ACTIONS: attack, critical hit. Kauuck. Momhaaf 
REGULAR HAUNTS: Realm of die Might i 1 S* 


■ 


Emperors of the undead who can mend 
friends with Fullheal, batter foes with 
critical blows, and smack hard with 
Kacrack 

Cruel kings who forced their followers to 
travel with them into the underworld so 
then kingdoms could continue. 

RARE DROP skuB helm 11/2561 

******k 



RAKE DROP panacea (1/Wl 

★ ★★*kkk 


BESTIARY 
































~ gssxA ~~ 
ssss——~ 

claws. 

cnme of them were sleeping, 

SiasassKss 

rare OROP: densinium (1/128) 



NORMAL DROP: mini medal (1/16) 

*★★★★+★ 



355 30 199 255 


NORMAL DROP: temble tattoo (1/16) 

★★★★★★★ 

ACTIONS: attack, loses it and starts on target, fierce fire, Kaboom, Psyche Up 

REGULAR HAUNTS: Realm of the Mighty, the Tower of Nod. Eastern Stomway (islet), grotto, etc. 



205 MIMIC 




178 3400 187G 


Beasts whose burning rage causes them 
to spit flames and cast Kaboom. Pro¬ 
tected against pyrotechnical techniques. 

The weeny wings on their backs bloom 
into spectacular, sky-soaring sails when 
they return to their hellish home. 



Those who weather the storm of tl 
bedeviled boxes' Chilly Breath still 
have to worry about Whack and c 
attacks. 

Their appetites are insatiable, and tf, 
souls of those they swallow stay in tl 
bottomless boxy bellies forever. 


RARE DROP: raging bull helm (1/128) 

★★★★★★★ 


RARE DROP: gold rosary (1/64) 

★★★★★★★ 


NORMAL DROP: mini medal (1/16) 

★★★★★★★ 

ACTIONS: attack, critical hit. Cool Breath. Weird Dance. Whack 
REGULAR HAUNTS: the Bowhole. Gittingham Palace, Oubliette, Realm of the Mighty, the Tower of Nod, gr 


202 FIRN FIEND 


ELEMENTAL FAMILY W 206 KING CURESLIME "slime fa Ml 


• \ ft 



J65 0 195 268 104 3200 172G 

Should be fried with fire before they 
induce indolence with Sweet Breath and 
follow up with Freezing Blizzard. 

Ice elementals born from glaciers. They 
absorb treasures left by fallen adventur¬ 
ers and stash them inside themselves. 


NORMAtOROP. taaWMOTI RARE DROP: M stone11/256) 

******* ******* 

**'"“«• H* Sw> BMA Oxrl Breath, Chilly Breath 
RECULAR HAums Ran ,, ih. Man,. Clean to, i,»,i. Urd u5 Marshlandthioh^^ll m 


203 SICKTRIGERTA1IR 


beast family 



—IllElElBisaEai BBnwi 


480 32 208 222 


NORMAL DROP: horse manure (i/i6) 

*★★★★** 


i k,S 0 r ttackslt,a,<lama 9 e a “ 

f art r Pooper and Boom, and like to rub 
*in by whistling at weakened loes. 

® a '' e rt ve ?' ,nti ' n °' l °n9 ago that they 
coutd change forms by holding their 

loSmmr h ° UIi " 90,,l " T,aaa "S- 


RARE DROP: partisan I1/12B) 
★★★★★★* 

nsses turn) 

und). the Lonely Coast (high ground), omnn 






























Bestiary 



468 36 324 324 246 4600 148G 

These non-stop hoppers can crank up 
their allies' Tension with a twirl, heal 
them with a handclap, and vogue their 
way to victory. 

Suffered a crisis of confidence and had 
to reassess their style when the boogie 
manguinis said their steps lacked soul. 


212 CUMULUS HEX 


ELEMENTAL FAMILY 



RARE DROP: bardic boots (1/128) 

★★★★★★★ 


NORMAL DROP: heavy handwear (1/64) 

★*★***★ 

ACTIONS; attack. Egg On (raises Tension two levels). Hustle Dance. Sultry Oance. call for backup (sluggerslaught) 

REGULAR HAUNTS, grotto 




[209 TERROR TROLL 

DEMON FAMILY 


NORMAL DROP: mistick (1/32) 

★★★★★** 

ACTIONS: attack, Chilly Breath. Mist Me. Disruptive Wave 

REGULAR HAUNTS, grotto 


wmwmwmwmwmwmm rmm 

m * 462 4 72 282 5650 197G 

Mental elemental that mislead with 
Mist Me, and dish out Disruptive Waves 
and Freezing Blizzards. Afraid of fire 
and light 

Drawn to the battlefield by the scent of 
blood, they beckon warriors into the red 
clouds they ride on, never to return. 

RARE OROP: flowing dress (1/64) 

★★★*★★* 


213 STALE WHALE 


AQUATIC FAMILY 





NORMAL DROP royal soil (1/16) 

★★★★★** 




It's hard to hurt these denizens of the 
depths with darkness or earth abilities. 
They hit hideously hard, but most miss 
the mark. 

Often sought out by adventurers in train¬ 
ing, as their incredibly durable bodies 
make perfect punchbags. 

RARE DROP: roguesss robes (1/128) 



NORMAL DROP: glass frit (1/16) 

★★★★★★★ 


BUIElB3E8C5I5I3ESiEISI3 

1244 24 584 496 106 5700 84G 

Woeful whales who singe foes with 
Scorch, and whose rancid spines are rank 
enough to confuse anyone they touch. 

Companions of Lleviathan who made a 
pact with an evil god to remain in the 
mortal realm as monsters rather than 
be ruined. 

RARE DROP: indent (1/64) 

★★★★★★★ 


ACTIONS snack, swings, misses, and falls down, laughs (misses turn), critical hit 

REGULAR HAUNTS: grotto 


ACTIONS: attack, confuse attack, blazing fire 

REGULAR HAUNTS: grotto 



L 210 COSMIC CHIMAERA 

BIRD FAMILY 

[214 METAL KING SLIME 

[ SLIME FAMILY 







NORMAL DROP bnghten rock (1/8) 

******* 

ACTIONS attack, blazing fire. Inferno. Multihea! 

“EtUtAR HAUNTS, grotto 


ESiJi 

516 48 378 396 275 5200 178G 

These captains of the chimaera clan 
show their extreme enmity with blazing 
breath, and their exemplary amity with 
Multiheal. 

They have a rather high opinion of them¬ 
selves, and those they meet are unlikely 
to merit more than a momentary glance. 

RARE DROP: lucida shard (1/128) 

★★★***★ 



NORMAL DROP: slime crown (1/128) 
★★★★*★* 

ACTIONS: attack, flee, heavy attack 
REGULAR HAUNTS: the Tower of Nod. grotto 


16 0 318 512 349 120040 BOG 

Big bundles of shiny joy whose ample 
insides hide the ingredients for an 
incredible experience. 

They admire a certain medal-mad 
monarch, and like to collect mini medals 
from their mini metal friends to mimic his 
methods. 

RARE DROP: orichalcum (1/256) 

★ A ★ * ★ ★ ★ 


-211 WISHMASTER 




SLIONHEART 



5500 75G 


They pound the ground, toppling enemies 
all around. Then, as if that werent enough, 
they clobber them with Kaboom as well. 

Demons once worshipped by a long- 
forgotten civilisation. They granted 
wishes to those who made sacrifices m 
their name. 

RARE OROP. ttoly lunwii (1/128) 

★**★★** 



NORMAL OROP- Mcon Wade H/128) 

******* 

ACTIONS, attack, killer combo, Fullheal 

REGULAR HAUN1S: ijiutto 


825 72 506 512 336 6200 IMG 

Supreme slimes that ooze class, and 
whose incredible strength and insane 
speed are second only to those of the 
gods. 

They may see themselves as superior to 
slimes, but they still return to set* in the 
new year with their bouncy brethren 

RARE UR OP: Pallium Regate 11/256) 

******* 


































bright breath. 

The shoes ^l^^adetrom the same 
RARE OR op friendly fen (1/256) 

N UKmra»nv. **★★★** 

*J ^***«*>W ** I*** 5 "*■''** 

REGULAR HAUNTS ""'* _,_,-g 


NORMAL DROP: horte mam,re 

++++++* 

_ ■ -- -—hlinr 


WONDER wyrtle 



These reptilian regents can bring down 

bolts of lightning and exhale gusts of 
flame, but aren’t wild about water or 
darkness. 

Supposedly, when wyrtles’ souls depart 
their bodies, they are absorbed by won¬ 
der wyrtles, and earn eternal life. 


NORMAL DROP: tortoiseshell (1/8) 

★★★★★★★ 

ACTIONS: attack, apocalyptic lightning (attacks entire party), blazing fire 

REGULAR HAUNTS: grotto 


RARE DROP: dragon shield (1/64) 

★★★★★★★ 


218 WIDOW’S PIQUE 



NORMAL OROP: tanglevyeb(1/8) 

★★★★★★* 


ACTIONS: attack, critical hit. weaves web (target may become inactive), Psyche Up 

REGULAR HAUNTS: grotto 


219 OCTAGOON 



NORMAL DROP, magic beasi hide (1/32) 

******* ******* 



EB KB ES3 E3 EED E21E2323 


They wrap their victims in sticky silk, 
then smack them with a stinker of an 
attack. Firmly insulated against fire 
attacks. 

The reincarnated souls of spurned lov¬ 
ers, they spend their days as poisonous 
spiders weaving webs of eternal woe. 

RARE DROP: rogues robes(1/128) 

★★★★★★★ 


nnooram FTTTn 

522 36 420 516 129 4620 

As strong as steel, and with horns hard 
enough to hew rocks in two, only the 
toughest can best these heavyweight 
beasts. 

They might look pretty po-faced, but 
they’re actually rather amiable, even if 
they do like to live alone in quiet caves 


RARE DROP: platinum ore ( 1 / 120 ) 


























normal DROP: tangleweb (1/8) 

***★★*-* 

ACTIONS: attack. Kabuff, Snot Shot Rashbang Wallop 

REGULAR HAUNTS: grotto 


596 24 478 488 255 5800 184G 

Magic helps make mincemeat of these 
mechanical web weavers, who mainly 
make use of mucus-based ammo and 
dazzling rounds. 

Secret weapons assembled by the 
Empire, they flit just as fast up and down 
cliffs and ravines as on flat fields. 

RARE DROP: handrills (1/128) 

★★★★★★★ 


ALPHYN ■ 





1246 135 525 556 436 


195G 


They may be made of a muddle of bits, 
but these fast foes attack twice and cast 
Kaboom, Bounce, and Feel the Burn. 

The Grand Architect, Zenus, created 
them to massacre the mortals, and they 
faithfully follow his orders still. 


NORMAL DROP, mirrorsione (1/32) 

★★★★**★ 


RARE DROP: demon whip (1/64) 

★★★★★★★ 

ACTIONS: slashes with claws, attack. Bounce, Kaboom. Feel the Bum 

REGULAR HAUNTS: grotto 


_226 GEM SLIME 



ESI Eu3E3 CHEZ! E^E!3 


512 456 6000 10080G 


They await adventurers with a graceful 
grin, then maul them with Magic Burst. 
Immune to all magic. 

These shining slimes were long sought 
by adventurers, thanks to a tale that told 
of all they touched turning to gold. 


normal DROP; gold bar (1/128) 

kkkkkkk 


RARE DROP: orichalcum (1/256) 

★★★*★★★ 

Bering d<1jaCk ' ' ifce 'graciously (misses turn). Magic Burst 

cGULAR HAUNTS: grotto 


AU-iooo 



€ MACHINE F 


231 KOI E9 E9 EHE3 ES2IB2Z223 

996 0 567 798 124 6800 2166 

Reinforced robots that render attack 
impossible with a blast of blinding light, 
then slice toes silly. 

They secretly scrape shavings off gem 
slimes to repair their gold plating when it 
gets patchy. 


RARE DROP: heavy hatchet 1 1 /256I 

★★*★*** 

islash, Dazzlettash 



NORMAL DROP: mythril ore (1/32) 

★★★★★★* 


1325 0 575 625 348 7800 156G 

They shoot showers of arrows slice 
savagely with their swords, and use any 
means available to annihilate enemies. 

Brainchild of a scientist who made 
many weapons before crowning his 
career with these massively murderous 
machines. 

RARE DROP: brawling bymie (1/128) 

★*"*★*** 




229 PLATINUM KING IEWEL 



NORMAL DROP: platinum ore (1/8) 

★★★★★★★ 

ACTIONS: attack, flee. Dazzle 

REGULAR HAUNTS: grotto 


1^129 C3E3 EES EIZXSI 

20 20 356 546 505 240000 1000G 


The unrivalled experience of besting 
these hard-to-hit, Dazzle-dispensing dia¬ 
monds makes them a dream come true. 

They spend their days off with their 
metal king slime mates, gazing rapt at 
their reflections in their buddies' bulbous 
bodies. 

RARE DROP: seed of skill (1/256) 

★*★★★★* 


230 CANNIBELLE 


DEMON FAMILY 



23 231E9I ^^2 EZ3I EEHEZ3 

468 90 396 396 228 4250 T56G 

They wander the world searching for 
souls to consume, believing that each 
victim's cry of despair makes them ever 
more beautiful. 

Made when misunderstood maidens, bit¬ 
ter at being badly treated, sell their souls 
to become beautiful beasts. 


NORMAL DROP: spangled dress (1/16) 

*★★★★★* 

ACTIONS: attack, eyes flash (attacks entire party). Kacrack. Vtctimiser 
REGULAR HAUNTS: Eastern Stomway (islet), grotto 


RARE DROP: fencing frock (1/128) 

•kirk *★ ** 


GRIM REAPER 


MATERIAL FAMILY 



NORMAL DROP: minister s mittens (1/64) 

******* 

ACTIONS: attack. Blunt, slices with scythe w 

REGULAR HAUNTS; grotto 




596 60 476 448 383 5000 IbSU 

They render victims helpless with Decel- 
eratle and Kasap. then swoop in to swipe 
their souls with their savage scythes. 

Took on their innocent, doll-like shape to 
lull travellers into a false sense of secu¬ 
rity. Their true form is utterly hideous 

rare DROP: blessed boots (1/128) 

******* 



bestiary 


























flUl 


s who cast Ka- 


NORMAL DROP: ^ Tfe 
**★+★★★ 

ACTIONS. attack. Karam Kathwaek. KahxMle 

REGULAR HAUNTS: grotto 



r« s ^f cMac8,hem 

unprepared at your peril. 

is^***-*"' 

RARE OROP: surplice (1/120) 

+++++*+ 


636 60 538 598 255 5880 170G 

They stun enemies into inaction with a 
sickening cry, and must be whipped with 
wind if they cast Kacrack. 

Born from the tales told to terrified 
children of malicious monsters who 
will come and munch diem if they 
misbehave. 


NORMAL DROP: resuirodc (1/32) RARE OROP: malicrte (1/256) 

★★★★★★★ ★★★★★★★ 

ACTIONS: attack, critical hit, Kacrack. shocking shriek (entire party may become inactive) 

REGULAR HAUNTS: grotto 


234 PANDORAS BOX 



NORMAL OROP: mini medal (1/8) 

★★★★★★* 

ACTIONS attack, critical hit. Drain Magic Whack 

REGULAR HAUNTS: grotto 


868 9 623 623 407 5990 600G 

Countless careless kids have fallen foul 
of these cruel casks, which are inured 
against ice and wind attacks. 

They love to spend their days off lolling 
around on the ground with their lids 
open, lapping up the sun and airing their 
insides. 

RARE DROP: qold bar (1/128) 


235 UNCOMMON COLD 




NORMAL DROP; ice crystal ( 1 / 32 ) 

******* 


6200 1(WG 

Snow elementals that could freeze even 
.re, and pitilessly turn Bit before them to 
ice unless taken out of play. 

The souls of travellers who snuff it in 

snowstorms are set adrift on sleetv 
coh? S t0 consllme d by theuncommon 

RARE DROP: icicle dirk (1A281 

★★★★*** 



NORMAL OROP: ffintsteoeltA® 

*★*★★** 

ACTIONS: attack, hits hard with huge hand. Wave of Panic 

REGULAR HAUNTS: qrotTO 


237 BL1GHTKNIGHT 



NORMAL OROP: skull helm (1/64) 

**★*★★★ 

ACTIONS, attack, critical hit. Counter Wait. & 

REGULAR HAUNTS: grotto 


965 24 696 596 298 

These demonic masters of battle 
fear, and calmly await attacks, 
ter them with catastrophic qi 

They burgle the bones from bn 
enemies they've beaten to bei 
bodies and get better at battle, 


RARE DROP: veteran s helm (i 128) 

*★*★*-*★ 


MATERIAL FAMILY W 238 FLAMIN’DRAYMAN ■"humanoid fa 



These fire-powered, four- 
ing machines will knock 
them with Kafrizz. 

The drivers are fond of thi 
dant unitards, and are fon 
the flab, as it spoils 


NORMAL DROP: rockbomb shard (1/32) 

★★★★★*★ 

REGULAR HAUNTS^ < ’ } ° Wri character hying (chance of knotJuhi 9 ^c|OWt^^ 6 il^[^ 



RARE DROP: Hephaestus’ frame (1/64) 

******* 


_ 



■M ■ 























2 40 ha RRI EARTHENWARRIOR MATERIAL FAMILY 



512 18 432 596 239 5120 


Hard horsemen who may not say much 
but whose actions speak louder than 
words. They soup up sub-par strength 
with Oomph. 

Built by ancient sages who sank their spell- 
craft into sculpting statues strong enough 
to smash the soldiers of the underworld. 

RARE DROP: warrior's sword 11/128) 

★★★★★★★ 




1124 30 707 604 


Worryingly weighty wyrms whose sheer 
size shocks anyone not sufficiently im¬ 
pressed by their spine-chilling strength. 

Should day suddenly turn to night, turn 
a wary eye to the skies — it could be a 
company of rampaging rashaveraks 


;5 


NORMAL DROP: -oval soil d/16) 

+++*+++ 

ACTIONS: attack, critical hit Oomph 

REGULAR HAUNTS: grotto 


241 BIRD OFTERRORDISE BIRD FAMILY 


mg 


648 40 514 528 285 5560 1856 

Brutish birds that bring things to a boil 
with their burning breath, and drive 
enemies dotty with Kafuddle. 

Supposedly named afterworld champion 
strongman Terry Terrordise, who is said 
to have discovered them on his travels. 


NORMAL DROP: dragon scale (1/8) 

★★★★★★★ 

ACTIONS: attack. Burning Breath, calls for backup (rashaverak) 

REGULAR HAUNTS: grotto 


RARE DROP: brighten rock (T/64) 


245 MASTER MOOSIFER 


DEMON FAMILY 






They can tense up in an instant, and 
have hellishly hot halitosis. Also able to 
impair attack with a filthy fog. 

When they know their time has come, 
they voyage to the valley at the end of 
the underworld, and calmly breathe 
their last. 


NORMAL DROP: fowl fan (1/64) 

******* 

ACTIONS: attack, blazing fire, Hellfire. Kafuddle 

REGULAR HAUNTS: grotto 


RARE DROP: flame shield (1/128) 

★★★★★★★ 


NORMAL DROP: magic beast hide (1/8) 

★★★★★★* 


RARE DROP: raging ruby (1/128) 

★★★★★★★ 

ACTIONS: attack, blazing fire, raises Tension to max, Air Pollution 

REGULAR HAUNTS: grotto 


242 SCARLET FEVER ELEMENTAL FAMILY W 246 VERMILLION 



normal DROP: lava lump (1/16) 
**★*★** 

attack, blazing fire. Burning Breath 
HAUNTS: Bngadoom. grotto 


743 28 429 478 319 5600 1156 

Rivers run dry, animals die, and the grass 
and trees are burnt to cinders when the 
scarlet fever walks the land. 

These hellfire-exhaling horrors are born 
when souls that cannot rest are engulfed 
in evil auras. None can rest while they 
live. 

RARE DROP: fire blade (1/128) 



□□o ^31 E2323 

1378 36 564 626 455 8120 2006 

They expunge spells with Disruptive 
Wave and burp forth black breath. Also 
able to mend themselves by meditating. 

Cobbled together from bits of various 
beasts by degenerate demons, they 
curse their unhappy existence. 


NORMAL DROP: beast claws (1/128) RARE DROP: divine dress (1/128) 

★★★★★★★ ★*★★+** 

ACTIONS: attack, Meditation. Disruptive Wave, fang bite. Feel the Bum, Dark Breath 

REGULAR HAUNTS: grotto 


£j3 H ELL’S GATEKEEPER 



"247 SLUG LY BETTY 


UQIE3 E3GS CEISSQ ES3I BUSES 

996 26 535 645 115 6200 95G 

These big-boned fellows are no fans of 
magic, and prefer to protect their pals 
while waiting for a critical to come good. 

Statues possessed by ruinous spirits, 
they blindly obey their masters orders, 
and stamp out all who stand against 
them. 

RARE DROP: Beta's hammer (1/128) 

***** *★ 



IBigBS2SI!!3EHE2^BB3 

1477 120 404 236 170 5500 I58G 

Warty, weighty witches who watch over 
their own with support spells Irksome if 
they cast Kazmg or Magic Barrier. 

They may look monstrous, but they love 
nothing more than looking after the little 
beasties of liver, sea, and shore. 


NORMAL DROP, wdterinaul wand 11/64J 

****** A 

ACTIONS: attack. Kazing. Magic Barrier, Kabutt. Oram M< 
REGULAR HAUNTS: trie Lonely Coast (high gw Dll''' 1 


HARE DROP: nomadic duel IV 

**+**** 

































518 


567 706 


5880 103G 


■faced Pierrots 

ttZSSZSim*** 1 - 

. _-; n «;<• nut on bv boa bishops, 

^;S^.T^ra.,.a CeS 

are rather handsome. 


RARE DROP: witch's hat (1/641 

NORMAL DROP: -v^prcrouS (1/32) ***★★★* 




20 402 478 393 5230 149G 


Dancing yellow devils who know every 
step there is - not just the support steps, 
but Tension-building tactical ones too. 

The young ones are nicknamed "yellow 
bellies," but they're not too pleased to 
have this pointed out by their beastly 
brethren. 


RARE DROP: lunaria (1/64) 

★★★★★★★ 


NORMAL DROP: wing of bat (1/8) 

★★★★★★★ 

ACTIONS: attack, rhumba (raises Tension). Hustle Dance. Kerplunk Dance, fang bite 

REGULAR HAUNTS: grotto _____ 


250 MANDRAKE MONARCH oragonf 



251 BUNG BADGER 


NORMAL DROP: Valkyrie sword (1/64) 

**★*★★★ 

ACTIONS: attack. Multislash. Oomph. Thunder Slash 

REGULAR HAUNTS: grottd 


'35 32 486 496 250 5000 167G 

Well-balanced, wickedly talented war¬ 
riors. When they meet with awkward op¬ 
position, they call on their companions. 

The rings around their wrists and ankles 
aren't armour—they’re weights to keep 
them working out even while warring. 


NORMAL OROP: dragon scale (1/16) RARE DROP: veterans helm (1/128) 

★★★★★★★ ★★★★★★★ 

ACTIONS: attack, ready to dodge any attack, call for backup (mandrake monarch! 

REGULAR HAUNTS: grotto 



NORMAL OROP: magic beast hide (1/8) 

★★★★★★* 

ACTIONS: attack. Bounce. Kaswoosh. Kasap 

REGULAR HAUNTS: g 


445 80 394 495 315 5800 196G 

Grandmasters of the Way of the Badja, 
these shining paragons bring both brains 
and brawn to bear in their supreme style. 

Legend tells that when the badjas bow 
down to their sacred solid-gold statue, 
the bling badgers come to save them. ’ 


RARE DROP: Yggdrasi! leaf (1/128) 

★★★★★★★ 


253 HAMMER HORROR 



874 54 586 588 375 MOO 

They whip up a storm with Thin Aii 
engulf all in evil with their dark 
Embrace the light to end their existei 

They loathe the light, and long 
over a world wrapped in the dai 
ness of the ocean depths. 


NORMAL DROP: heavy handwear (1/32) 

★★★★★★★ 

ACTIONS: attack, critical hit. Thin Air. Dark Breath 

REGULAR HAUNTS: grotto 


RARE DROP: cobra daws (1/128) 



254 DRAKULORD 





Their HP is so high they’re 
killable, they're hard to hurt 
and fire, and their skills hit e 1 
Watch out! 


They're named for the fact 
lords of the lizardly mar 
have the potential to grow even 

RARE DROP: dragon daws (1/64) 

★★★★★★★ 


NORMAL DROP: dragon scale (1/8) 

★★★★★★* 

ACTIONS: attack. Boulder Toss, slashes with claws. Psyche Up. pounds ground (attacks & 
REGULAR HAUNTS: grotto 
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260 RAGIN’CONTAGION elementalfamily 




259 MORAG 


DEMON FAMILY 


257 HEXAGOON 


BEAST FAMILY 


BOSSES 


1127 64 686 546 126 7000 87G 

True masters of the sea, these supreme 
seasaurs scare foes silly with a blood¬ 
curdling cry, then smash them with a 
tsunami. 

Dealers of watery death, they rise from 
the depths to bring terror and destruction 
to all the oceans of the world. 


RARE DROP: cobra fan (1/64) 

★★★★★★★ 


NORMAL DROP: saint's ashes (1/32) 

ACTIONS: attack, critical hit. great tidal wave (attacks entire patty). Raging Roar 

REGULAR HAUNTS: grotto 


Hrrrr 


* ** 9aunllel51100%! 

****»& r 

haunts ' Cutto ' Heal 


53 50 45 800 200G 


Black-clad knight errant who once 
terrorised the people of Stornway in 
mistaken search of his long-lost love. 

He was actually once a handsome young 
chevalier whose fair face set hearts 
aflutter in the castle. 


mm 


H 


W 


NORMAL DROP: high heels (100%) RARE DROP: 

★★★★★★★ 

ACTIONS: attack. Crack, eyes flash (attacks entve partyL HP Hoover. Victireiser. Puff Puff (target may become inactive) 

REGULAR HAUNTS: Bngadoom ___ 


NORMAL DROP: royal soil (100%) 

ACTIONS: attack, envenomaie attack, Sw» 
REGULAR HAUNTS: Ouaiantoinh 


NORMAL DROP: magic beast hide (100%) 

★★★★★★* 

ACTIONS: attack, ground attack (attacks entire party) 

REGULAR HAUNTS: Hexagon 


RARE DROP: 
if it it it ★ ★ 


E3EH EH EESEZIdZ]EZZZ] 

456 ® 56 58 54 1600 350G 


Came to bring destruction to Brigadoom, 
but was rather taken with the Wight 
Knight, so sealed herself away with him 
instead. 


She chose to bring gloom to Brigadoom 
for reasons related to the darkest parts 
of the heart 


The very essence of illness, it was 
sealed up in the Quarantomb for a cen¬ 
tury, but carne back to curse Coffinwell 
once more. 


This toxic pox was created to ensure that 
the nameless terror that slept in the Quar¬ 
antomb stayed sealed inside forever 


Hideous hulk that once prowled the 
passages of the Hexagon, preying on 
travellers. The earth shakes with its 
every step. 


Its diet consists mainly of rocks and 
boulders, and it loves dark places, so 
Hexagon made a marvellous home. 




























2304 

796 w 

lack of Alltrades ate a fY99 th3t had 

fallen from above in a bid to become 

god like, bottomed into this hideous 
beast instead. 

lack spent some time thinking up his god 
name toying with "High Jack" and Jackn- 
lege" before settling on "Master of Nu un. 


RARE DROP: 


NORMAL DROP: lava lump (100%) 
REGULAR HAUNTS: Tcwer of Trades 





1256 32 UO 90 36 4134 

The people of Porth Llaffan worshipped 
this watery deity, which was really Dylan 
Jones in fygg-changed form. 

He once swam with countless compan¬ 
ions in the seas around Newid Isle, but 
Lleviathan is now sadly the last of his 
kind. 

NORMAL DROP: emerald moss (100%) RARE DROP, celestial skein (100%) 

★★★★★★★ ★★★★★★★ 

ACTIONS: attack, critical hit, tidal wave (attacks entire party), great tidal wave (attacks entire party), Party Pooper 
REGULAR HAUNTS: Cuddiedig Cliff 



263 GARTH GOYLE 





This stone sentry was created to stand 
guard over Zere Rocks. It seemed to be 
looking for someone called Mason... 

Having lost its granite guardian, the 
statuesque town of Zere Rocks will 
surely now crumble into dust and blow 
away... 


NORMAL DROP: terrible tattoo (100%) 

★★★★★★★ 


RARE DROP: 

★★★★★★★ 

ACTIONS: attack, stamps with giant foot, pounds ground (attacks entire party). Psyche Up, Magic Barrier Kabuff 

REGULAR HAUNTS: Zere Rocks 


264 TYRANTULA 



NORMAL DROP; langleweb (100%) 

★★★★*** 

irr! nlo u tt3Ck ' Wind SlCk ‘ eS ' Venamiss '^. w 

REGULAR HAUNTS. Bad Cave 


H9 HUES E9 EED E2Z9 E23E3 

1098 36 100 154 96 5231 1500G 


An enormous arachnid that dwelt deep 
in the Bad Cave, soaking up poison and 
perniciousness until she morphed into a 
man-eater. 

It is said that she made meals of travel¬ 
lers lost in her cave to feed her clutch of 
countless eggs. 

RARE DROP: 

is web (target may become inactive). Eerie Light 




wmm 



MATERIAL FAMILY K 267 DREADMASTER 
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One-time hero of the skies who watches 
over the world from up over Upover. Not 
too fond of celestrians for some reason. 

This lizard lord of light chased the Empire 
out of Upover three hundred years ago, 
and they've never forgotten the slight. 


RARE DROP: 


NORMAL DROP: dragon scale 1100%) 

ACTIONS: attack, slashes with daws, fierce fire, terrible lightning (attacks entire party), blinding light (attacks entire party) 

REGULAR HAUNT?: Magmaroo 


GOREHAMHOGG 



2470 40 196 192 130 17500 3550G 

One of the Triumgorate. He sealed those 
who fell from the skies in cells and 
sucked out their power. 

Was burnt to a cinder by Greygnarl's 
blazing breath three centuries ago, and 
brought back as a horrific hog. 


RARE DROP: densinium (100%) 

★★★★★★★ 


NORMAL DROP: tough guy tattoo (100%) 

★★★★★★★ 

ACTIONS: attack, critical hit. ball and chain swing (attacks entire party). Psyche Up 
REGULAR HAUNTS: Gortress. Realm of the Mighty 


HOOTING HAM-GORE 



^^IES9EI3 dZu2 Elm EEHS 


One of the Triumgorate. Used stolen 
celestial power to bring back Barbarus 
and bend him to the will of the Empire. 

Threw his lot in with the ghastly Gittish 
Empire three hundred years ago, and 
was brought back as a beastly bird. 


normal OROP: sage s elixir (100%) RARE DROP: malicite (100%) 

★**★**★ **★★★★★ 

ACTIONS: Swoosh, Frizzle. Kafrizz, Spooky Aura, Bounce. Fuddle 
REGULAR HAUNTS: Grttingham Palace, Realm of the Mighty 



Cruel king of the Gittish Empire who 
tasked the Triumgorate with seeking out 
the fyggs so he could rule the world. 

His evil spread across the world three 
centuries ago, when he fought Greygnarl 
and his gang. His death is shrouded in 
mystery. 

RARE DROP: 

★★★★★★★ 

ACTIONS: attack, flings ball from staff (attacks entire party). Kafrizz. Thin Air (attacks entire party). Oisruotive Wave 
REGULAR HAUNTS: Gittingham Palace 


KING GODWYN 



NORMAL DROP: Sceptre of Gitt (100%) 

★★★★★★★ 


3250 » 220 266 155 26500 600QG 

King Godwyn of the House of Gitfs ultimate 
form. Far fiercer than any of the Triumgo¬ 
rate, he was a truly formidable foe. 

Consumed by his ambitions of three 
centuries ago, he tried to use the fyggs 
to take over the world. He also murdered 
Aquila. 

RARE DROP: 

★★★★★★* 


ACTIONS: attack, critical hit. Kafrizz, Inferno (attacks entire party). Kabuff, Disruptive Wave. Magic Barrier 
REGULAR HAUNTS: Gittingham Palace 


BARBARUS 


DRAGON FAMILY 


1^31 E3 BS53 EZZI EEEXS! 


Greygnarl's nefarious nemesis. He was 
defeated long ago, but the Empire brought 
him back to wreak havoc once more. 

He and Greygnarl once formed a duality 
of darkness and light, but his memory 
of this beneficial balance has been 
obliterated. 

NORMAL DROP: Yggdrasil leaf (100%) RAR£ 0R0P 

★★★★★★★ 

ACTIONS: attack, slashes with claws. Kazam. Dark 8reath, War Cry. Wave of Panic (deceases party's defence and agility) 
REGULAR HAUNTS: Realm of the Mighty __ 




GORESBY-PURRVIS 



^ALOROP.fizzI, 

******* 

ACTIONS dtwc mom 
K£tUu ‘»HAUNIS 


2306 25 220 256 162 20000 4550G 


One of the Triumgorate. A swordsman 
who swore allegiance to the Empire 
hoping to meet with some worthy 
adversaries. 


Died faithfully protecting his master 
some three hundred years ago, an 
brought back in a new feline form. 


and was 




m 


3000 255 2S2 272 180 28500 0 

One-time guardian of Wormwood Creek. 
His tragic fate drove him to renounce his 
faith in gods, mortals, and celestrians 
alike. 

Met Serena in Wormwood Creek three 
centuries ago. Tried to protect the mor¬ 
tals, but was entrapped by the Empire. 


NORMAL DROP: 

ACTIONS: attack, drop Iromsky. Kaswoosh. tW'W® 
entire party), Disruptive Wave. Psycho Up. lam.ii', 


RARE OROP: 


REGULAR HAUNTS. Realm ot 






































An ancient evil confined in a casket 
beneath Stornway castle three hundred 
years ago by the king of that bygone age. 


Had a contract with the evil Empire to 
wipe out not just the people of Stornway, 
but the entire population of the world. 


RARE DROP 


NORMAL DROP: aggressence (100%) 

★★★★★★★ 

ACTIONS: attack, critical hit. blinding iight (attacks entire patvl, flluit. Ownph. Katwff. Kasap. Psyche Up. Disnjptwe Waw 
REGULAR HAUNTS: Stornway Castle 


NORMAL DROP: dragon scale (100%) RARE DR0P; 

★★★★★★★ 

ACTIONS: attack. Chilly Breath, vigorous attack, fang bite, pounds ground (attacks entire party) 

REGULAR HAUNTS: Tower of Nod 


279 ROVER 


283 EQUINOX 



I KOI E3 E^9 ESEI 


321 298 164 42500 3750 


Vicious guard dog of the Inntouchables. 
Only heeds the instructions of the infa¬ 
mous Al Capinne. 


Was left as a pup on Al Capinne's 
doorstep. He raised the little rascal, and 
watched him grow into a deadly drastic 
drackal! 



BB d d E3 £S2 E2Z3 £3] 


Ceaseless steed of death that tireless 
travels the skies, taking the live 
his path. Also known as the Black Sta 


Gallops freely through the night ski 
and answers only to the stars. Once h 
an entirely different form... 


NORMAL DROP: magic beast hide (100%) 

★★★★★★★ 


RARE DROP: 

★★★★★★★ 


NORMAL DROP: dragontail whip (10%) 

★★★★★★★ 


RARE DROP: Vesta gauntlets (2%) 


ACTIONS: attack, fang bite. Chilly Breath, vigorous attack, pounds ground (attacks entire party) 
REGULAR HAUNTS: plumbed depths 


ACTIONS: attack. Dark Breath, Lightning Storm. Wave of Panic, Weakening Wave 
REGULAR HAUNTS: grotto 


280 KING GODFREY 


284 NEMEAN 



OO EZ1 ESS C3E3 E2HHHZ223 


400 220 42000 4750 


Spirit of Godfrey of the House of Gitt, 
who dozed in the depths of the Quaran- 
tomb, northwest of Coffinwell. 


Planned to hand over the castle and 
kingship of Coffinwell when his son 
Godwyn came of age, but was killed 
before he could. 


NORMAL DROP: ruby of protection (100%) 

★★★★★** 


RARE OROP 





NORMAL DROP-, lire claws (10%) 




REGULAR HAUNTS: gi 





This ultimate being coi 
nature's creations, and its 
has earned it the nickname (i 
loved." 


It was once able 
tongue, but has 
its true form in its 
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A slime so saturated with fighting spirit 
that its body has turned from blue to red 
Doesn’t know the meaning of defeat. 

Master of the slime armies, he searches 
ceaselessly for his nine long-lost 
companions. 


RARE DROP: apprentice's gloves (2%) 

★★★★★★★ 


NORMAL PROP: miracle sword (5%) 

** *★★*"*' 

ACTIONS: attack, critical hit killer combo. Kaboom. Disruptive Wave, calls for backup (king cureslime) 

REGULAR HAUNTS: grotto 


286 TRAUMINATOR 


MACHINE FAMILY 



■BB9IS3IIS1ESSESI3EEB 

4000 * 264 354 148 25500 1252G 

Senses the life force of flesh-and-blood 
beings, and can’t stop killing until every 
trace is erased from its environs. 

This mad mechanical murder machine 
is thought to have existed since the very 
dawn of time itself. 


RARE DROP: hero's boots (2%) 

★★★★★★★ 


NORMAL DROP: pro's axe (5%) 

**★★★★* 

ACTIONS: attack, violent slashing attack, volley of arrows (attacks entire party). Gigaslash. laser beam (attacks entire party) 

REGULAR HAUNTS: grotto 


287 ELUSID 



DRAGON FAMILY 


4300 * 264 338 160 25500 1395G 

Mere mention of this paragon of perni- 
ciousness is enough to send even prac¬ 
tised pugilists into paroxysms of panic. 

This myth-enshrouded monster is the 
main focus of many a mad theory, but 
only the Almighty knows the truth of its 
origins... 


normal DROP supernatural specs (5%) 

JCH0NS attack.. Kafnzz. Kacrack. Kaboom. Psyche Up 

REGULAR HAUNTS: grotto 


RARE DROP: sensible sandals (2%) 

★ #***»*r 


SIR SANGUINUS 


ZOMBIE FAMILY 



1^1(291 EH E23 EEO13211GZ3E3 

5200 <* 319 377 182 40000 1537G 

A crimson crusader who spurs his steed 
ever onward in search of victims in 
whose blood he can bathe. 

Not just his armour, but his body itself is 
built of blood, and he uses the claret oi 
those he kills to strengthen his sanguine 
self. 

RARE DROP: brain drainer (2%) 

**** *★* 

, Disruptive Wave, Magic Barrier 



NORMAL DROP: giant's hammer (5%) 

ACTIONS: attack, critical hit. Crackerwhack 

REGULAR HAUNTS: grotto 


50000 I680G 

A humongous hulk who’s as big as a 
house. Ponds appearing in towns and vil¬ 
lages are duly dubbed "Atlas’ footprints." 

A giant thought to be older than time 
itself. Some say that he lived in the 
palace of an almighty realm before beinq 
sealed away. 

RARE DROP: tropotoga (2%) 

★★★★★★* 




[ 290 HAMMLBAL 

BEAST FAMILY 



KB E3 E3 C3EES53 ESDI EI2223 

6000 100 372 442 188 60000 1822G 

An impeccably armoured and impres¬ 
sively massive monster who may look 
mean, but has a huge heart as well. 

Once lived in a lovely palace with his 
equally lovely daughter, but woke one 
day to find himself sealed away in a 
grotto. 


NORMAL DROP: warrior's armour (5%) 

★★★★★★★ 


RARE DROP: hallowed helm (2%) 

★★★★★★★ 

ACTIONS: attack, ball and chain huge swing (attacks entire party), Psyche Up, Raging Roar 

REGULAR HAUNTS: grotto 


291 FOWLEYE 



5200 * 382 418 216 65000 1965G 


His evil eyes bring calamity wherever 
their gaze falls. When not fighting, he 
keeps them closed and feigns friendli¬ 
ness. 

An unbelievable evil who feasts on the 
souls of the weak to feed the dour power 
that resides in his almighty eyes. 


RARE DROP spring breeze hat (2%) 

★ * * * * - * 


NORMAL OROP: Minerva's mitre (5%) 

★★ ***** 

ACTIONS: Kazam. Kaswoosh, Divine Intervention, Bounce. Disruptive Wave, Lulfab-Eye 

REGULAR HAUNTS: grotto 





6600 co 430 430 232 70000 2107G 


A spectacularly skilled lord of the sword, 
arid wielder of a bewitched blade that 
can only be used by those it chooses. 

Deems very few worthy of facing him, as 
his sword is said to sing with the power 
of the Almighty Himself. 


NORMAL DROP: radical vest (6%! 

** *** 

ACTIONS: attack, upward slice (chance oi knocking di 

REGULAR HAUNTS: grotto 


HARE DROP: victorious 

★ * * * «** 

i),Multtslash. Hatchet Man. Fee 



■■ 


BESTIARY 






































A supremely destructive demon that 

broke free from the book m which he 

was seaM by a supreme sage ages ago. 

The wickedest of the Hackson Five. He 

wanted to destroy the world, but was 
stopped by a saintly sage. 


RARE DROP: angels rote (2%) 

, , , ******* 

^ 4 . twhe Ud Disruptive Wave. Meditation, Drain Magic 

ACTIONS; attack, critic* hit Um ftM* W*«. Psyche Up. Disrupt 

REGULAR HAUNTS:' | 


NORMAL DROP: gold bar (10%) 

★ 



,770 0 198 198 132 80000 2392 

The hero of the skies, back from the dead 
after his supposed slaying, and more 
mindblowingly mighty than ever. 

It was Barbarus the dark who brought 
back Greygnarl the light, his second 
brother after Styrmling the sacred. 


NORMAL DROP: Yggdrasil leaf (100%) RAW DROP: orichalcum (5%) 

★★★★★★★ *★★★*★★ 

ACTIONS: attack, Raging Roar, apocalyptic lightning (attacks entire party), blinding light (attacks entire party). Disruptive 
Wave, exuberance (raises attack, defence, and agility). Magic Burst. Restores MP 

REGUWRjrtAUhTTSM)^Ui^^^^ s i 


295 DRAGONLORD 



(01(28^^8 ESI 

16000 255 900 500 400 63600 2490 

Lizard lord who ravages all with great 
gusts of flame, and whose fire-retardant 
scales stop any such scorching in return. 

This proud and mighty beast rules over 
all the dragon clans of the world with a 
high and haughty hand. 


NORMAL OROP: mini medal (100%) 

★★★★★★★ 


RARE DROP: red orb (5%-10%) 

★★★★★★★ 

ACTIONS: attack, critical hit. blazing fire, Hellfire, Dark Breath, Party Pooper. Disruptive Wave 

REGULAR HAUNTS, grotto 


296 MALROTH 



NORMAL OROP: mini medal () 


12500 255 700 650 420 64600 2490 

Brings about destruction by breathing 
both fire and ice, and disruption with 
Disruptive Wave. Hard to harm with 
darkness. 

This deity of the damned enjoys nothing 
more than the sacrificed souls of his 
most sincere followers. Mmmmmi 


RARE DROP: red orb () 

REGULAR HMNtSo ^ ^ ***** Up ' D,sruptwe Wave - ^*>1. Follheal. B 


Windproof king and wiz 
no time in whipping out Kaboon^ 
and all kinds of calamity-inducin',, m 

con jury. 

Takes great pleasure in obliterating 
people while they're busy poking fy n 
his bizarre appearance. 


RARE OROP: silver orbl5%-10%) 


NORMAL OROP: mini medal (100%) 

★★★★★★★ 

ACTIONS- altack. Kaboom, Kaboomle. blazing fire. Hellfire. Kafrizz. Kafrinle. critical hit. Disruptive Wave 
REGULAR HAUNTS: grotto 


298 ZOMA 



W 


?50 * 525 415 240 70000 

A truly intimidating opponent who can at 
tack twice and use seriously strong si 
Lay into him with the power of light 

His unparalleled evil made him very 
popular with monsters, but he left the 
lands above to escape his screaminq 
fans. 



RARE DROP: silver orb(TQ%-15%) 

**★★★★★ 


NORMAL DROP: mini medal (100%) 

★★★★★★★ 

ACTIONS: attack, critical hit. Kacrackle Slash, Kacrack. C-C-Cold Breath, Psyche Up. Air Pollution. Disruptive Wave, Source 
REGULAR HAUNTS: grotto 


299 PSARO 



14000 255 700 700 420 

Toughens up with Kabuff, then — S 
am! — hits hard with Kazam. Keep him 
under control with water-based warcrafl 

A tragic figure who forsook his normal 
form to wreak revenge on the mortals 
who murdered his beloved. 



NORMAL DROP: mini medal (100%) 

★★★★★★★ 


RARE DROP green ort>|5%-10%) 

*★•**-*★★ 

ACTIONS: attack, critical hit. Kacrackle Slash. Kacrack, Kazam. Kazammle. Hellfire. REGULAR HAUNTS: gte® 
C-C-Cold Breath. Sweet Breath, Kabuff. Meditation, Disruptive Wave. Whack, Thwack 


300 ESTARK 



l:i lB Bff?l r.Tdwfli 

9800 255 800 800 420 


Not only can he poui 
Kafrizzle and Kaboom, but 
powerful punch as welL 


NORMAL DROP: mini medal (100%) 

★★★★★★* 


This emperor of 
into his horrific f< 
many millennia. 



RARE OROP: g,**<*&{ 10KrTS%l 
****** * 

-tfcGUiAh HAUNTS 


I Btti 


























301 NlMZO 





15000 255 750 


Likes to kick in with Kaboom after taking 
the edge off his enemies by casting 
Bounce and Kasap. 

Some thought he could only command 
from afar, but he has more than enough 
mental and physical ability to rule the 
world. 


RARE DROP: blue orb (5%-10%) 

★★★★★★* 


NORMAL 0R0P. mini medal (100%) 

*★★★★★★ 

ACTIONS: attack, critical hit, Kaboom. Kafrizz. Kafrizzle, Hellfire. Kaboomle, REGULAR HAUNTS: grotto 
blazing fire. 8ounce. Kasap. Disruptive Wave. Air Pollution. Meditation 


302 MURDAW 



NORMAL DROP: mmi medal (100%) 

•kirk'kiHrk 


11000 255 700 700 420 60600 2490 

Casts Kasap to curb his enemies' 
enthusiasm, then curbs it further with 
Dazzleflash and Disruptive Wave. 

Gains a hold over people by plunging 
them into a world of nightmares from 
which they can't escape. Never sleeps 
himself. 

RARE DROP: yellow orb (5%-10%) 

★★★★★★★ 


ACTIONS: attack, critical hit. blazing fire, Hellfire. C-C-Cold Breath, apocalyptic REGULAR HAUNTS: grotto 
lightning (attacks entire party). Disruptive Wave, Dazzleflash. Kasap, Buff. Blinder 


303 MORTAMOR 





12500 255 650 700 420 67600 2490 


Stares enemies into a slumber, then clob¬ 
bers them with a Katrizz and Kafrizzle. 
Can be damaged with darkness. 

Assesses opponents' strength, then as¬ 
sumes a disguise to suit the situation. No 
one knows what he really looks like... 


NORMAL DROP: mini medal (100%) RARE DROP: yellow orb (10%-15%) 

^frizzle. Kaswoosh. Kaswooshle, ferocious roar (attacks entire party). Hellfire. blazing fire. 
D , " ' Lulteb-Eye. Magic Burst, Restores MP, Disruptive Wave 

REGULAR HAUNTS: grotto 



18000 255 900 


450 74600 2490 


Improves his already eye-watering at¬ 
tack with Oomph, then smacks foes silly 
with a stupidly speedy assault. 

Brutal bad-dream demon from another 
dimension. So strong that he makes Mor- 
tamor seem more like Snoretamore! 


NORMAL DROP: mini medal (100%) 

★★★★★★★ 


RARE DROP: (10%-15%) 

★★★★★★★ 

ACTIONS: attack. Hatchet Man, Falcon Slash, Kafrizzle. C-C-Cold Breath, blazing fire, REGULAR HAUNTS- orotto 
Thin Air, Oomph. Buff. lullab-Eye. Disruptive Wave. Magic Burst, Restores MP 



305 ORGODEMIR 



14000 255 700 700 450 68600 2490 

Screams enemies into submission with 
a blood-curdling cry, then hits hard with 
Hellfire. Always attacks twice. 

Doesn't like people to know he's really a 
dumpy dragon, so disguises himself as a 
dashing young dandy. 


RARE DROP: blue orb (10%-t5%) 

★★★★★★★ 


wBUmBm:: 

NORMAL DROP: mini medal (100%) 

★★★★★★★ 

ACTIONS: attack, confuse attack, swat attack. Hellfire, Burning Breath. Chilly Breath, REGULAR HAUNTS: grotto 

C-C-Cold Breath. Eerie Light, Venom Mist. Raging Roar. War Cry. Disruptive Wave 


306 DHOULMAGUS 


7000 * 545 430 300 61600 2490(5 


Superfast attacker who likes to rush his 
foes off their feet, and whose Kacrack 
packs a kick. Not a fan of earth attacks. 

Try not to be too annoyed by this self- 
satisfied clown laughing down his nose 
at you. Smack the smile off his smug 
old face! 

NORMAL DROP: mini medal (100%) RARE DROP: purple orb (5%-10%) 

★ ★★★★★★ ★★***•** 

ACTIONS: attack. Kacrackie Slash, combo attack (attacks entire party). Kazam, Kazammle. REGULAR HAUNTS: 
Kacrack. Hellfire. blazing fire. Break Down. War Cry, Raging Roar. Disruptive Wave grotto 




left claw 


650 450 N/A 

srs mittens (1/64) 


“ghtcuw 


ACTIONS: attack, slashes with claws, s 
attack. Kazing 

REGULAR HAUNTS: grotto 


ACTIONS: attack, slashes with claws, slap 
attack. Mulliheal. Disruptive Wave 

N/A REGULAR HAUNTS: grotto 


307 RHAPTHORNE 



m 


NORMAL DROP: mini medal (100%) 


j 255 750 700 400 69600 2490 


Evil incantations and Kafrizz form just 
part of this portly demon’s plan to exter¬ 
minate his enemies. Lick him with light. 

Some say his body is so big that it con¬ 
tains enough cursed power to contort 
the space-time continuum itself. 


RARE DROP: puiple orb (10% 

******* 


A*l*s^™^ REGULARHAUNT, 


ACTIONS: attack, slap attack rungs im •«« ~ -- ^ Gotlv Oisruptn 
Kaboom. Kaboomle. C-C Cold Breath. S arfall. Wath £ 

Magic Burst, Restores MR Meditation, laup^ confidently (misses ___ 


w 






BESTIARY 

























































































9j AURORA BLADE 




~**4700 j 


A wondrous weapon that flings Q&QOW 
flames if used as an item in ★ ★★★ ★ 
battle. 


|C!S1 3000 XEm 1500 1 

A sacred sword that flings BABOW 
flames if used as an item in ^ 
battle. 



A mighty masher that's 
merciless even against the 
scales of dragons. 


I 



Wm DRAGON SLAYER 


(CP 


12000 


An even deadlier descendant of QZ&BOW 
the dragonsbane. ^ ^ 





A sword so fast, it can slice an B£\BGW 
enemy twice in a single strike. * 


A fiercer form of the falcon 
blade. 


A wonderful weapon that heals 

the holder's HP with every blow. 


S* 1 FALCON BLADE 


ATTACK 


ATTACK 










































































A shabby and unsf 
whose origins are 


re mighty model of the 


Amort * . 
miracle sword. 


EIM3E22IE 


firm zisoolca 1Q750 > 

A hot blade that spits forth 
flames if used as an item in 
battle. 


A well-known weapon once 
wielded by a legendary 
lionheart. 


★ ★★ 


A legendary blade that dulls the 
defence of the foes it fights. 


A fiery blade that spits forth 
flames if used as an item in 
battle. 




A hard blade that carries 
incredible clout. 


An unbelievable blade that dulls 

the defence of the foes it fights. + + + 


An extremely hard blade that Q/AQOW 
carries incredible clout. + + ± 


An unbeatable blade that dulls 
the defence of the foes it fights. 


An incredibly hard blade that 
carries incredible clout. 


An almighty blade tl 
defence of the foes 


ATTACK 


stardust sword 


Fj| INFERNO BLADE 


ATTACK 


NEBULA SWORD 


ATTACK 


ILLIQUID METAL SWORD 


SUPERNOVA SWORD 


I247 

ATTACK 





























































































A simple spear fashioned from 
fresh bamboo. 


A super-sized spear suffused 
with a sacred light that zaps 
zombies. 


A spear made of iron for 
everyday action. 


A holy lance blessed by the 
Almighty that zealously zaps 
zombies. 


A fair-sized fork that makes EZ* 
short work of aquatic enemies. + 


A basic spear with a steel 
spike. 




A three-pronged fork that 
facilitates the filleting of ★ 

fishy ones. 


A souped-up steel lance with 
superior penetrative potential. ^ 


A spear said to once have I 
Used by an emperor of the 
ocean. 


A long and leaden javelin 


LANCE 


ATTACK 


IRON LANCE 


HOLY LANCE 


ATTACK 


BATTLE FORK 


ATTACK 


TRIDENT 


ATTACK 


ATTACK 


SPEAR 


ATTACK 


APPENDICES 

WEAPONS 
















































































SPEARS (coni 


A spear that sends sand to U 

blind baddies if used as an rtem * 
in battle. 




A supreme spear packed v 
the power of metal slimes. 


A sizeable spear with blades (M20W 
stemming from the sides of the * 
spike. 




A supreme spear packed 
with the power of liquid metal 
slimes. 


A whopper of a weapon with iMQOW 
elements of both a spear and a ^ 
battle-axe. 




A supreme spear packed with 
the power of metal king slimes. 


A magical spear within which ft&ftOW 
lingers the power of lightning. + 


mi arc mmM 


A spear said to have served a (MEOW 
god of thunder in bygone days. ^ ^ 


A lavish lancet 
through any shi 




A spear that can floor a foe with fiAmnw 
a single well-sighted strike. + + 


IQherospear 


ATTACK 


fa HALBERD 


ATTACK 


LIGHTNING LANCE 


ATTACK 


POKER 
















































































Weapons 




A gnat of a knife that might be QAQOW 
used for chopping up veggies. ^ 


640 - — 

320 ) 

A bitsy blade bathed in holy 0£\0OW 
light that zealously zaps ★ 

zombies. 




A knife that's known to paralyse 
its prey part of the time. ★ 




fj PARING KNIFE 

E 


111 




too 


200 


A nifty knife made of a softish SM10W 

alloy ★ 




WZ DREAD DAGGER 


) 


3250 


An unnerving knife that 
paralyses its prey part of 


POISON NEEDLE 


1 

ATTACK 


A prickly pin that can fell a foe U3&M30 
with a single stab if correctly * 
aimed. 


















































































" ' " " 10600 ) 


A snowy stabber that emits 0&BOW 
icicles if used as an item in ^ 
battle. 


?A SWORD BREAKER 




A stout, serrated blade that E£\G0W 

weakens enemies' weapons. ^ 





Ifl 



A fiery dagger for a triumphal 
trouper. 


A magical blade that can cause 

critical damage if it hits the ★ ★ ★ 

spot. 


A mysterious knife that imparts 
unbeatable briskness. 


★ ★★★ 


A legendary knife that impai 
unbeatable briskness. 


A mighty knife th« 
unbeatable briskr 


E5 PRUNING KNIFE 


DEFT DAGGER 


15 darting pager 
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B Wands B&EiraESEaE 








fca>i2o )(ep^ *) 


Imp ABSORPTION RATE | 1 QABOW 

- — ^ 

A staff whittled from the wood 
of an old oak tree. 



C WIZARD’S STAFF 



HtfflTlMO )(CTl420 J 
| MP ABSORPTION RATE | 

★ 

A staff that throws fire at foes if 
used as an item in battle. 


















































































































WANDS, 


MP absorption rate 


i^MPJBSOOT^NRAIL 

A staff that throws thund 
if used as an item m batti 


—— 


| MP ABSORPTION RATE j^XSl ^ 

A miraculous staff that sucks 
masses of MP from the enemy. 


[ MP ABSORPTION RATE JEja 

A staff that lobs lava if used as 
an item in battle. 


***** 




ATTACK 



I tm 85 00 j 

Imp ABSORPTION RATE i J 

A weird wand with a somewhat 
flute-like form. 



IS RUNE STAFF 


j BUY SELL 



MP ABSORPTION RATE 

6.5% f 

MAGICAL MIGHT 

ns 


A stick that steps up Magical 
Might. 


wmssmm 



MP ABSORPTION RATE 

7.5% | 

MAGICAL MIGHT 

tm 


rsE " L ’E 


A stick that seriously steps up 
Magical Might. 















































































































An unsurpassed staff that 
stamps out magic effects when 

j<#_b« 




Whips 


KilSiilSSnBSDIBmBBHIliil 





""•I SNAKESKIN WHIP 



[f?Tl95 j 


A whip made of hide that can BABDW 
hit a whole heap of enemies + 
at once. 




A scaly whip that can hit a 
whole heap of enemies at once. if 



•1 SERPENTINE WHIP 



A thorny thong that can hit a 
whole heap of enemies at once. -Ar 



A sturdy whip made from the 
skin of a large snake. 


★ 


E WHIP 


17 


1 

/ 

ATTACK 


&0BSXBSSBL 



A combat whip that can hit a 
whole heap of enemies at once. 






A stronger and more seven 
version of the serpentine whip * * 











































































































<1 


*] DRAGONTAILWHIP 





A terribly tough whip designed MQDW 
to duplicate a dragon's tail. ^ 




r jl DEMON WHIP 



★ ★★ ★★ 




A ferocious whip that lashes Hi&KOW S 
foes like a menacing monsoon. * ★ 


A ladylike lash fondly flaunted 
by a famous queen. 


A ladylike lash fondly flaunted 
by an empress of antiquity. 


A ladylike lash fondly 
by a heavenly hand. 


W ; |.HaW!H 


rr»] EMPRESS’S WHIP 


GODDESS WHIP 












































































i —m 


—f»PF r WWW 




: '■ -- 2400 o] 

An even more vicious version of QAQflW 
the Gringham whip. ^ ^ it it 



-_H 36000 

A greatly improved Gringham 
whip that packs a serious 
punch. 


★ ★★ ★ ★ 





















































































STAVES 


A stupendous staff that twirls 
like a tornado and hits like a 
hurricane. 


A well-balanced weapon that 

packs one heck of a whack! 




A beastly bludgeon with a spiky S&&0W 
end. ★ ★ 


A cudgel commonly employed 
by competent combatants. 




A scary stick said to harbour 
the might of dragons. 


A curious cudgel that sometimes Q&BOW 
sends the enemy to sleep. 


★ ★ 




A supernatural stick that 
sometimes sends the enemy 
to sleep. 


A spine-chilling stick said to 
harbour the might of a dragon 
deity. 


A strong staff that rains down 
blows like a sudden storm. 




ATTACK 


ATTACK 


DRAGON ROD 


ATTACK 


SLUMBER STICK 


ATTACK 


MISTICK 


ORICHALCUnr.Fl 


















































































Weapons 




2W00l 

A celebrated stick that solidifies IMBOW 
itself to smack foes silly. ^ + 


TO- 1 


^==^^1701 

i iiii im 


A supreme stick that solidifies B&Q0W 
itself to smack foes silly. ★ ★ ★ ★ ★ 


I 


A? 


H Claws 


i tswfMirni BiWB 





















































































CLAWS1? 


Talons that tear tnrougii 
target swift as a swooping 


Terrifying toughened talons 
made from fire claws. 


Talons that tear through their 
target like a hungry hawk. 


[COTI290CW t TffiT! 14500 ' 

Large toxic talons, hooked like [ 
those of a hellish demon. ^ 


Talons that tear through their 
target like a crazed kite. 




Enormous toxic talons, hooked 
like those of a hellish demon 
lord. 


Drill-like devices that can sink Q/^EOW 
holes into steel. 


Heavy-duty drill-like devices 
that can cut holes through 
steel. 


Razor-sharp rippers resen 
those of a mythical magici 
beast. 




Rock-hard, razor-sharp rippers E&EQW 
like the talons of a dragon. + 


Sharp shredders s. 
resemblethoseofi 
beasts. 


r HOW'S CL AWS 


ATTACK 


ATTACK 


ATTACK 


ATTACK 


HAMMER HANDRILLS 


ATTACK 































































































Godly talons crafted from IMfiJOW 
orichalcum. 




Claws that cut dragon scales as 
quickly as waving goodbye. ★ ★ ★ ★ 


HJ 




Claws that can carve up dragon QZiQOW 
scales as easily as cutting + + + + 
cake. 




The claws to end all claws. 


['sell 


Destroy dragons with the flick 4 4 4.4.4. 
of a wrist! ’ 


I 


f A DRAGOVIAN CLAWS 



ffiflll- J(g5T% 24000 j| 

Claws that whip through dragon QZ&GOW 
scales as if they were water. ★ ★ ★ ★ 
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A magnificent fan made mori 
so by a mystical moonscape. 


A fabled fan that ups the 
occurrence c' 


of coups de grace. 


tljlilp-- XjESI 240 00) 

A mighty fan that ups the m 
occurrence of coups de grace, ^jl 


A sainted, painted fan inscribed 

with a sumptuous sunny scene. + ° 


The beautiful bunch of flowers W 
borne proudly by every bride, it it it 


An unbeatable battle fan that Q&QOW 
ups the occurrence of coups + + + ^ 
de grace. 


jOVERCRlTICA L FA N 


j HYPERCRITICAL FAN 


3l 


* FRIENDLY FAN 



Softool 

A fan that can fix a friends 
wounds if used as an item in 
battle. 



112 ’ 

ATTACK 


0 /^ 0017 ^ 

★ ★★ 





A fabled fan with tons of untold G 
powers. ★ ★★★ 




















































































































































t&MAW.KirnumS 




An impressive ice-based axe Q&QOW 
with an interesting shape. ★ ★ ★ 


pnwimwiH 

S 




A heinous hatchet that can hew 
through any material monster. ★ ★ ★ ★ 



C3S 




_ 


(in 


An almighty cosmic cleaver that B&BO 
takes tension from its target. ★ ★ ★ ★ ★ 


16$ 

ATTACK 


BMW 

★ ★★★ 
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Hammers 


A sizeable spanner that can 
sock it to monsters of the 
machine family. 


A brutally basic bludgeon built 
of sturdy oak. 


A powerful pounder that Q&BGW 

harbours the essence of the ^ 

earth's energy. 


A colossal cudgel, reportedly 
once wielded by giants. 


An even more ruinous revisii 
of the terra tamper. 


A heavyweight hammer with a (H£\0OW 
head of iron. + 


A steel-headed hammer 
manufactured for melee! 


QA0OW 

★ 


An awesome overhaul of the 
terra firmer. 




An even more formidable form 
of the war hammer. 


OAKEN CLUB 


H TERRA TAMPER 


ATTACK 


m TERRA FIRMER 


O SLEDGEHAMMER 


ATTACK 


ATTACK 


C TERRA HAMMER 


,100 

ATTACK i 


WAR HAMMER 


ATTACK 











































































fT TITAN’S HAMMER 


Rai- ) 


( sell 


A huge hammer that easily 
erases monsters of material 
make-up. 


★ ★★ 



[Zi earthsplitter 


A pounder of prodigious power Q&BOW 
that could crack continents ★ ★ ★ ★ 
in two. 


G HELA’S HAMMER 





4 


[ ~ MOONMASHER 


12 700! 

A tricky tool to tame, but one BSQflW 

that can finish foes in one fell * * 
swoop. 



-ffittl-- 30000J 


A pounder of stupendous power &&0OW 
that could crush the moon. ★ ★★★ 


G MEGATON HAMMER 


\ SELL 





HD( 

A huge hammer that weighs BABDW 
heavy on the heads of those ★★★ 

it hits. 




Kir t|C3|36 000) 

A pounder of peerless power, 
whose cosmic clout could 
crack a star. 


★★★★★ 




mi 

a 





m 


{ SELL fT jSj 


A mammoth mallet that weighs 
heavy on the heads of those 
it hits. 






l * «* 
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A steel-bladed boomerang 
an acute edge. 


A thrown weapon that can 
strike all enemies with a sir 
sling. 




A razor-sharp 'rang renowned 

for razing the rabble to the + 

ground. 


A slightly superior version of 
the basic boomerang. 




An uncommonly keen kylie tl 
carves the way to conquest. 


A metal boomerang with a 


A metal boomerang of shocking .Q&jBDW 
sharpness. + 


A boomerang based on a 
picture of a pair of soaring 
swallows. 


A dream 'rang that's a doddle B&QQW 
to dispatch and deals decent * 


A kylie whose constr 
modeled on the king i 


n razor-wing boomerang 


CT roomerang 


gl pfinfORGED BOOMERANG 


ATTACK 


3 EDGED BOOMERANG 


ATTACK 


3 CUTTING-EDGE BOOMERANG 


SWALLOWTAIL 


ATTACK 


P^CRUCERANG 












































































Weapo 


ns 



A throwing stick suffused with 
the strength of the wind. 


5^. A curious kyle that's a pinch 
m °re powerful than the 
Xr pentarang. 


mm 

★ ★★★ 


A throwing stick so staggeringly (MfiOW 
strong, it can whip up a whirlwind. ^ ^ ^ 


A rip-roaring 'rang that flattens Q&BOW 
foes like a meteorite. + + 


A boomerang bearing a fiery B&BDW 

force. + + 


A rip-roaring 'rang that flattens 
foes like an avalanche of 
asteroids. 


HTujsterang 


EffgHEXARANr. 


FLAMETANG BOOMERANG 




** STELLARANG 





A rip-roaring 'rang that 
ploughs through its prey like a 
supernova. 


★ ★★★ 




GALAXARANG 


A rip-roaring 'rang glorified for 
its galaxy-gashing get-up- 
and-go. 


★ ★★★★ 








A bizarre star-shaped boomerang ffijSDW 
brimming with magic. ★ ★ ★ 

















































































iMISHflBSfl 


A hunter's handbow that f 
even faraway flying prey. 


A bow imbued with the power 
of the wind. 


A big bow that's a bit more of a 
chore to draw. 


A bow imbued with the pow< 
of a whirlwind. 


A strong bow that deals a (MEOW 
strong blow and is well-loved + 
by warriors. 




A discombobulating bow that 
befuddles the foes its arrows + 
find. 


A bow imbued with the power 
of a tempest. 




A hunter's handbow used for 
downing downy prey. 


A blessed bow t 
lies if used as ai 


ATTACK 


ATTACK 


Wa billowing bow 


Wl HUNTER’S BOW 


Wa blustery bow 




































































(e! 9 fsku. Bayi 


A big bow built to fire brawny B&QOW 
bolts. * u 


★ ★ 



US- i 


t ShLL 


A bow brimming with the holy 
power of heavenly messengers. + + + +. 


2EP3SSE3S 




fipj 3600 0) [(EUl SOOP; 

A bewitched bow of brutal Q£10OW 

power. ★★ 



W- ) 




A breathtaking bow made by 0£\SOW 
bolstering the angel's bow. + + + + 


BUNDING BOW 


&HX 



I 


Wa aeon s bow 


An enhanced edition of the QZ*\BBW 

purblind bow. icicic 




mri i 

A blistering bow made by 0/M1W 

bolstering the archangel's bow. ^ ★ ★ ★ 


OH-NO BOW 


j [i?n - 33 30 1 

A baleful bow that, though QZ&BOW 
pretty powerful, is cripplingly ★ ★ ★ 
cursed. 


SERAPH 




An unbeatable bow at the very {3^Q0W 
peak of perfection. ★ ★ ★ ★ ★ 


W 


A bow among bows that boasts Q/^Q&W 
fantastic firepower. ★ ★ ★ ★ 
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Armour 



SHIELDS 


ini 


| BLOCK CHANCE fij 


A super-simple shield shaped 
by sticking a strap on a sauce¬ 
pan lid. 


A gorgeous gold dish th< 
makes a good stopgap s 




3IE3DE1 


An unsophisticated shield of 
leather over lumber. 


BLOCK CHANCE 


223 BBC® 


A prize platinum plate that 
makes a perfect stopgap 
shield. 


y A r.om PLATTER 


DEFENCE 


LEATHER SHIELD 




SCALE SHIELD 


BRONZE SHIELD 


OEFENCE 




eheei 

m&m 


i rmrn ) ( CT1 75 

A shield made by sticking 
sturdy scales together. 


EdEiffl 


flMn 


"■if-* 


* \ *r- 


EZE3E1ES 

. , ,J —IS ' 03 

A salver made ot silver that ITTIfTm 

makes a stopgap shield. fTTHHTTn 




(m 


MW 


[BLOCK CHANCE 

A shield made fro 
a tortoise. 


iulrl370 y j??Tll85 
BLOCK CHANCE MEM 


2d 121 


A sizeable shield bashed out 
of bronze. 

































































up- 

EZHE1CEB 

A pretty but practical piece of E3EE1 

protection with a purrculiar PTafTfffl 

des,9n ' BaBC-ET 

★ ★ 




[23 El ns 

^£55 

: ES5ESEEI 

(S/^jEOITV 


BLOCK CHANCE 


A strengthened steel shield 
that can dampen fire and ice 
damage. 


IBM 

2221 . 

G3E3 

fllTOrTuD 


BLOCK C HANCE 


A lightweight shield, easily 
used and ideal for learners. 


lBLOCKCHANCE 


SLIME SHIELD 























































SHIELDS 


SS33E3ICIS 
. 03 
f^ESEn 


block chance 

MAGICAL MIGHT I 
MAnir.ALMENDlN^ 


BLOCK CHANCE 


■ [ RLOCK CHANCE 
A shield that builds a fireproof 

barrier if used as an item in 
battle. 


BLOCK CHANCE 


j BLOCK CHANCE 


A shield that bolsters its S T m. WiW 
bearer's HP if used as an item ESOD 

in battle. 


A shield that builds an iceproof 
barrier if used as an item in 


f 03 

•; V' EiUliliJil 


i BLOCK CHANCE WEM 

A big shield that bolsters its 
bearer's HP if used in battle 


BLOCK CHANCE 


A sacred shield that shines 
with a white light. 


:S23t 03 
1 1221 

tmrm 

mmw 

★ ★ 


BLOCK CHANCE 


BLOCK CHANCE 


A shield for soldiers offering 
some immunity to magic 
attacks. 


A jet-black shield that guards 
against fire-and ice-based 
attacks. 


0BEBEIE 

abcsE 


[block chancl KIM 

A shield of dragon's scales 
that stifles fire- and ice-based 
strikes. 


BLOCK CHANCE 




DEFENCE 


POWER SHIELD 


EM POWERED SHIELD 


DEFENCE 


A. WHITE SHIELD 


DEFENCE 


t i DARK SHIELD 


DRAGON SHIELD 




























































™ - m 

ell jBDEaEB 

E23BEI 

wmm 

★ ★ 


[BLOCK CHANCE 


_ra 

E3JEE) 

IQ3BBZ3ISQ 


BLOCK CHANCE 


A shield made with metal 
slimes that guards against 
magical attacks. 


8 15WJ ki: n»si i n 


MBIIM 

|BE2E3D 

fCTmrn 

zmm 

★★★ 


CEQEIIffl 

|BBC: oa 

:EHEJE1 

i MEBBrom 


BLOCK CHANCE 


BLOCK CHANCE 


A shield that casts a Sap spell 
if used as an item in battle. 


A shield made with liquid mete 
slimes that guards against 
magical attacks. 


j'jM ETAL SLIM F S HI FI n 


BIG BOSS SHIELD 





(H 30500 j 15250| : 

—l • d OSE1CES 

e l BLOCK CHANCE iMl (HEROD 

A shiny shield that shuns MP ESSES 

absorption, fire and thunder. [j l^ffTTI 

wt .. msstn 

★ ★ 


r i RUINOUS SHIELD 


SAIN 11 SS SHIELD 




_ 2580 , 

. • . -• 

[BLOCK CHANCE HtW RTffl 

A sinister shield that emanates LUJUiiAl 

an eerie aura. *" ] EmillUJ 

m mam 

★★ 


%2ZB ) €21 

BLOCK CHANCE 
A sanctified shield that's stout 


EOElES 
i CD 

in the face of magical attacks. 1 Q2 EDGED 


★ ★ 








EES El ED 

1 ^[blockchance mr'M 1 ffME iTi CD 

1 k£E3SS 



■m MEtAL KING SHIELD 


, RUSTY SHIELD 


DEFENCE 

> C . 



fkm 

--- ■ v ’ 0231211133 

BLOCK CHANCE V$M 

A corroded and conked-out EE1ED] 

shield of obscure origins. CD GO 





jgiERDRICK’S SHIELD 


[BLOCK CHANCE 


2231231 CHS 
m 




A shield purportedly sported GBSj 

by the original legendary hero 

himself. 


} BRAIN DRAINER 


i 


20000 


bbheiBD 

rrw jJH 
beed 


appendices 

AHMOUR 








































































SHIELDS 


;jaci 

mm 


i block chance 


JmOCKCHyiCE -** 
A spfpndidshreldthat brim 
magical barrier into being. 


yiJ 

E0E3 


.[blockchance 
A supreme shield that brings a 
magical barrier into being. 


DEiaa 

mam 


A crown worn by a king slime. 


A humble hat made of iron. 


; £2LMI 


BBi 
mam 
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A hardy hat made of steel. 


A complete metal covering for 
the cranium. 


EZ53I?!T| 

B!3 CTf7| 

Encacn 

®e BS3 
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A handsome hat made of hard 
gigasteel. 


DEVILRVDRINKEH 


SLIME CROWN 


IRON MASK 


C1GASTEF.I HFI MU 
















































A hardy hood made from 
interlace loops of the mighty 
metal mythril. 
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MAGICAL MENDING 


EBBE 0 
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Priceless prote 
with the powei 
slirpes. 


magical might MLM 
magical mending — 
once wom by a 


A headpiece 
whilom sage. 


High-class headgear in which 
sits the soul of a metal king 
slime. 


A headband for martial artists 
strengthened with strands of 
steel. 


EBBBHi 

■mMw 

★★ 


EH 

UWl B!B ITTtl 
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A poorly preserved headpiece 
that precious little is known 
about. 


A blood-curdling cap for 
the cranium that curses the 
curious. 


EB 

iBElIZSIEE] 


A classy coronet that beats 
bouts of sleep and confusion. 


A historic helm that harbours 
the might of a legendary hero. 


d 

Earn; 
EL E3ES3 
E23E3Bn 


Acosmic coronet that ban¬ 
ishes sleep and confusion. 


MF.TAL KING HELM 


ctff.IlY sweatband 


RUSTY HELMET 


$ SKULL HELM 


SUN CROWN 


ERDRICK’S HELMET 


Hallowed hh m 














































A holy helm hardy against con¬ 
fusion, illusion, and poison. ,, _,, 

EOC3C3 

ED 

■ Mmw 

★ ★ ★★ 


An appealing accessory worn BWI^ITOI 

onthehead - EDE3QD 


WONDER HELM 



xeT_m 


fusion, illusion, and poison. 


> 26000J 

A holy helm that holds off con- , 

. ;' : i" ESEEI ™ 

E0E3CD 




HEAVENLY HELM 
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A godly guard against confu- ^^p— 

sion, illusion, poison, and ^ 

death. EDESGE3 
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A highly ordinary headpiece of EDElEEl 
hardened hide. rmrmfTTTI 
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MAGICAL MIGHT 
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A humdrum headpiece made 
from a hollowed out stump. 
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ED DUES 

MAGICAL MENDING CT miWJIM 

A bog-standard band to wrap SS3E3S5! 
around the bonce. ESZlISSdS 

Brm/ pH 
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SILVERTIARA 



CXTk 670 (Q!| 335 

____—__ cznocs 

: MAGIC AL MIGHT MM ffmmilTffl 

‘ A lavishly crafted adornment LUJI t . ^E l 

for ladies'locks. 

-my 
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TRAILBLAZING bandana 


fTTTfSB 
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MAGICAL MENDING! 


|?223 CZS3 GOD 

An understated skull wrap that fciOi^ GZS 
subtly shines. EDESaESSl 

1aastrn 
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Q23BSI03 

U33E23EE1 


GOLDENTIARA 


fTTTmnrMif n 


670 



E23E31E!!0 

EDEam 


Gorgeous golden headgear GDEjJGgJ 

worn by women. GHE3EJ 
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MAGICAL MENDIN^P^P. 

GDE3E3 
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MAGICAL MENDING 


Holy headwear that hinders 
the effects of death magic. 
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MAGICAL MIGHT 


MAGICAL MENDING 


A flamboyant facemask that 
protects against paralysis 
attacks. 
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A remarkable wrap that's made 
for mages. 
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■■■ 

.aaaow 

★ 




MEGA-MAGICAL HAT 


A mysterious hat that mee 
the requirements of magic 


users 
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[magT cAL MI GHT 
MAGICAL MENDING 


A holy hat tl 
head of a pi 


A certain symbol of the su¬ 
preme savvy of a sage. 


MAGICAL MIGHT 


MAGICAL MIGHT 


MAGICAL MENDING 


MAGICAL MENDING 


A perplexingly pitiful piece of 
headgear. 


A nice piece of nogginwear LLlil 

that shows how savvy a sage pgjsg ft 
is. 


[MAGICAL MENDING 


A curious cap that accu¬ 
mulates MPas its wearer 
wanders about. 


The telltale trappings of a 
luminary. 


(paw 




1 MAGICAL MENDING! 


Pretty paraphernalia that's 
party of every luminary's allure. 


mmv 


A holy headpiece 
the effects of hair 


| MAGICAL MIGHT 


A hat once worn by a whilom 
wizard. 


magical mending 


r ^ MINFKVAS MITRE 


DEFENCE 


SPELLWARD CIRCLET 


Hi pi 

3223 
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^PHANTOM M 
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i TOP HAT \ 


|d 



€S» - • £23 

114500' 

| AGILITY " 


Imagical MIGHT 
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MAGICAL MIGHT Kfl LiUJI lijjlM 

magical r /n iinirmaijp idLlLjJGSIul 

Geeky glasses that give off an E 3 DESEE 1 

air of intelligent appeal. 
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MAGICAL MIGH T 7 mM millU lM 

* Radical wrap-arounds worn by gJJJjjjJj® 

self-proclaimed kings of cool. LUJlLl^CauJ 

mms 

★ ★★ 





Stick this on and you'll seem 
like some kind of revered 
royal...probably. 


EH3E2KIH3 

rrocrniTTTTi 

Q£\QQW 

★ ★★ 


ft, SKULLCAP 
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MAGICAL MIGHT 
MAGICAL MENDINGj 

A super-realistic skull mask 
that will scare everyone silly! 


EE3E1EE0 

GOESffil 

EnaEaisn 
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SW ASHBUCKLER S BONNET 0EfENCE 


1'jOOOi 

EE 3 C 3 E 320 
CE3E3C3I3 
EHEBEn 

The piratical hat worn by rTOPTr^ ltlffl 

well-known seafarers the n 

world over. H®? 

★ ★ ★ 



ali ahan headpiece 
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MAGICAL MENDING 
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MAGICAL MIGHT 

« 

MAGICAL MENDING 

15 1 


A no-frills fabric headpiece 
loved by the long-lost king of 
Gotha. 


d 3 E^ 3 D^n 
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SOMNIA HAIR 



MAGICAL MIGHT 

12 

MAGICAL MENDING 



A handsome hairdo that harks 
back to that of the Prince of 
Somnia. 


nUEHEEI 

edeibu 

rm rmrm 
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jj ESTAR D HOO D 
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I sell eet 

MAGICAL MIGHT 

H 

! MAGICAL MENDING 


A favourite of fishermen that's 
particularly popular in Estard. 


fTfT1R!T3fTm 
E23EI3EE] 
★ ★★ 




_ fTSTl ?son^ 

Plucky poll protection made 53E3SS 

use of by McRyan. EE 3 E 3 C 3 Z 1 

EDEBCffl 

morn 

★ ★★ 
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KIRYL’S KAMILAVKA 
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HEICEB 

Mflnir.Ai MFNDiNGy fTTTIBTnim 

A tall bonce embellishment ESES3CI3 

that belonged to Bishop Kiryl. QQSSOE] 
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CUC33ffl 

GOESES 

C33E3ISEI 


MAGICAL MENDING 


[magTcALWGHT 


nuEnco 

mmgZ! 
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[MAGICAL MENDINGj 


Ashlynn's tufts tied up at the 
top. 

i&J* . 


Long, lavish hairdo modelled 
on thatofMeenatbe mystic. 


^^H23!223 

EHESaBEl 


Prince Kiefer's raucous, rogu¬ 
ish hairdo. 


(23123133 

EDE3SEE1 

EU1E3IE3 


MAGICAL M IGHT _ 

magicalmending 


An unpretentious plait like — 

that of the boyish yet beautiful 

Bianca. ★ ★★ 


J22E3CE3 

J23E303 

GOESES 

E23ESB 


EQEIEIE 

222EE^JC3I3 

GOESES! 

★ ★★ 


A cute cowl carrying Maribel's 
bona fide signature. 


i MAGICAL MENDING 


Beautiful, long blue hair like 
that of Nera Briscoletti. 


fJJJJ Sj^3 Cld 


A fancy-dress facemask 
featuring King Trode's famous 
Phiz. 


Debora Briscoletti's beloved 
hair embellishment. 


EHEllOa 

mmm 

E3E3E3 


A manly Mohican mop in 
Carver's style. 


m-FFNA’S mane 


DEFENCE 


KIEFERS HAIR 


RIANCA’S BRAID 


DEFENCE 


DEFENCE 


MARIBEL’S HOOP 


NERA’S HAIR 


YANOUS’S IH EER 
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Armour 


ij MAGICAL MIGHT ■■ ^EHEffl 

;- ™" Eb3EBC11!I 

A tvwn ponytail that Jes- BniJf iml 

ageing,erri|for Gngfg 


nnons 

A black bloom to embellish the ^Hi rm 
hair in Flflurfene's fancy style. jjggfg 

I : QX-ttii? 

*** 



Mm calmending— gjgg 

Angelos painstakingly preened tHIMBl 
handsome haircut. E3E23E 


mmvu 

★ ★★ 


ISHHi 

C3 /CEE® 2500 

MAGICAL MIGHT 

MAGICAL MENDING | 

A barber-baffling head of hair 
modelled in a Morrie-esque 
style. 



BnEfiErrn 

rm mum 

: &mmi 

★ ★ ★ 



The basic bandana Erinn 
wears to keep her hair under 
control. 


Mnra 
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tanned leather. 



R ARMOUR 


180 i* ESDI 90 V 

cut 'it i v r QUO 

Lully frill-free armour of firm, 


prnfTnrm 



ARMOUR 



ezdo 

p?rimn 
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A precious piece of protection IMJlffl 

for the chest. QQQSES 

rmpnnfni 
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f FULL PLATE ARMOUR 



. s .Mfcifci « 

CEB CEB 1450 \ 

_ , WJJJ3 

^sr° versthe ™ 

ED C 3 E 3 

«4 f •if-C^^igfrTyggnR? 

A verv hard version of full plate .: 

armour. 033 

BSSESCffil 
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A flexible defensive garment 
for female fighters. 


Combat clobber for high-grade 
male gladiators. 


Combat clobber for high-grade 
female gladiators. 


MAGICAL MIGHT 


IBC303 

E23DE3 

M510W 


A strange suit of armour that 
staves off spells. 


a&aow 
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DEFENCE 


BRAWLING BYRNIE 


(I 

M AGIC ARMOUR 


DEFE 

NCE 

A 
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A saintly suit of armour that 
staves off spells. 


EESE21 

lilIJIM 

2E3 
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f .1 ETHEREAL ARMOUR 





MAGICAL MIGHT 

10 

MAGICAL MENDING 

10 


A stupendous suit of armour 
that staves off spells. 





i SPIKED ARMOUR 



111 - I ffill 9500 ) ; 

Artful armour that reflects 
damage right back at its 
source. 
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ISBIT EZ3 


Armour 
slime en 
spells 


suit that helps he< 
s wounds in battle 


A splendic 
its wearer 


MHMy 

• '"-0 

3” 'in 

mm ■ 


Armour with a metal king stimt 
emblem that staves off spells. 


Ancient armour said to harbour 

the soul of a bygone battler. ^ ^ i 


i Cffil 22500 ) ( 11250 

Enchanged armour that 
sometimes sends spells back 
to their source. 


PTO RASES 

E30D 

EJJEJIED 

nn 

mm 
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A spoilt, sorrowful suit of 

armour of obscure origin. ■— 




BE 

mam 

BQE3CEI 

DE3 


A resplendent suit that some¬ 
times sends spells back to 
their source. 
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ERDRICKS ARMOUR 










































Armour 


Acclaimed armour that mends 
HP and MP merely by moving 
about. 


03 

mmm 

EEJ 


EninsEZ] 

EDE33BE3 


A nice little number that brings 
to mind the green of young 
grass. 


B233 EES SEE 

CD 

EDE3IB2JI 

ED 
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Impermeable armour that 
mends HP and MP merely by 
moving about 


DEUCE 

EHHEDDEl 


A fancy frock that's white, light 
and quite cool. 




2HDEE1ED3 

C^2E3d3 

rMFTTSffnn 
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{TOUimiTTO 

muzim 

teTnr^irnn 
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Unparalleled protection that 
mends HP and MP merely by 
moving about. 


A jazzy dress made from a 
jaguar's hide. 


q [QKIOUS ARMOUR 


defence 


N DRESS 


DEFENCE 


DEFENCE 


JAG LA RM ENT 
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Hardy hempen togs treasured MKilllM 

by travellers. QQCSSCZS 
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: an acclaimed HTTH|jl3CSEI 

pfl EflSSSl 

En ebbed 


academy. 


523 EDE!I 
WUBSM BSSl 
rmtm m 
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,|eVASI0~N CHANCE 


Attractive attire donned by 
dancers. 


Uncommon clothin 
makes evading em 
easier. 




HHElffl 

CZHS3EQ3ldd 

5BJJ23EE2 

rmnn(Ti7i 

MSOW 


EVASION CHANCE 


HSEana 

rmtmrm 

rnriPrnfnffi 

mm 

★★ 


Ta-daa! Glitzy, some might say 
gaudy, garb for stars of the 
stage. 


Enchanted attire that makes 
evading enemy attacks easier. 


222312111221 

CTEJ3EEI 


jnSSESHC^S 

EESEacua 

nqRum 

iMTOtiffnn 
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Wobbly wear oozing with 
fancy-dress flair for an amaz¬ 
ing translimation. 


A sturdy skin that staves off 
fire and ice attacks. 


CTau —riBil 


EEEBcna 
EH EH 023 

wmm 


The sort of glamorous get-up 
bunny girls gad-about in. 




CEB CGI 13^3 

EHEJEn 
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A scary top sporting a skull- 
and-crossbones design. 


DEFENCE 


DEFENCE 


GOOEY GEAR 


EURPONCHO 


f 1 BUNNY SUIT 


SM ART SUIT 
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A classy cloak that improves | ^wESSESl 
one's appearance. EHjCIIZ] 

Esa 

PT^ftn 

m%m 
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irmmrrn 

BSD 

E200EEI 

MSOW 


A regal wrap that enhances 
the elegance of any outfit 
eightfold. 






Apparel apparently worn by 
principled female pilferers. 


An outfit for male martial art¬ 
ists to wear in real-life combat. 


MEUffl 

[23312303 

FfniaiEU) 

euesds 


Body-hugging boyswearthat 
fends off fire-and ice-based 
attacks. 


An unresrictive outfit that's 
much-loved by female martial 
artists. 


A kilt revered by rangers for 
possessing the power of the 
earth. r 
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TUSSLE R’S TOP 
























































































































EZBElEffl 
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A supernatural suit that spo¬ 
radically reflects spells. 


y MiiiM - • 15000 

A reassuring wrap that repels 

Tire, ice, poison, sleep, and 
paralysis. 


tuiuEri Plffi 

!!» ■ 

BJj Ktiiiiri 

★ ★★★ 


iBBB 


EZSE3ES 

CZHEBED 

E0EIE3 

HLknjf^^yTTTTl 

mzm 

★ ★★ 


A nebulous number that's not 
unlcnown to reflect spells. 


ITTi 

EMEura 

8DC32I 

★ ★★★ 


A resistant wrap that repels 
fire, ice, poison, sleep, and 
paralysis. 


[j DANGEROUS BUSTIER 


(CP- j /ja|5900 ) 

A barely believable bodice that 
you'd be brave to look at. 
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MAGICAL MENDING! 


MAGICAL MIGHT I 
jmagicalmendin^ 
A gown that guards ag 


ESE3E3 


MAGICAL MENDING 18 

A virtuous vestment for female 
priests that stops MP being : • 

stolen. nmmv 


MAGICAL MIGHT 
MAGICAL MENDING] 


A fetching and fashionable 
vest. 


[MAGICAL MIGHT 


ESEE1 


MAGICAL MIGHT 


A gob-smacking garment for 
male mages that fends off 
Fizzle. 


MAGICAL MENDING 


isapi 
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A magical vestment that spoils 
the effects of spells. 


EfllfTTO 

|BK EXI 
rmm 

EH S3 DEI 


MAGICAL MIGHT 


MAGICAL MENDING! 


An enchanted ensemble fc 
male mages that fends off 
Fizzle. 


A sound vestment that 
staunchly stands up to spells. 


T? BEST VEST 


'ENCHANTED ROBES 

[ 

IEFENCE 
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■■pH I 
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ETHEREAL ROBES 




A protected vestment that's 
particularly powerful against ^ 

★ ★ 


magic. 
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[MAGICAL MIGHT 


Male armamentafisfs attire 
that impedes the impact of 
magic attacks. 


A Fizzle-fizzling frock that 
harbours the soul of an ancient 
sorceress. 






| MAGICAL MENDING 


Female armamentalists attire 
that impedes the impact of 
magic attacks. 


A past priest's vital vestment 
used to evade magic draining. 


IBS9BS91 


BflGMW 


MAGICAL MENDING 


A gorgeous gown that guards 
against magic damage. 


A male sage's surplice that 
fights Fizzle and MP draining. 
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defence 


SURPL1CF 


MAGICAL MIGHT 

23 

MAGICAL MENDING 

23 


H MAIDEN'S MANTLE 




A mighty magical cloak fa¬ 
voured by erudite females. 
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^lAGICAL MENDING I 
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MAGICALMIGHT 


bbejesb 
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Imagical migh t m 

A garment possessed by a '-jG 

powerful dragon that muffles UJJJ 

magical attacks. 
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A 

& 22E3 


I sell 


MAGICAL MENDING 


Magic-resistant regalia 

that would be perfect for 
princess. 


CE» G9- Baja 

MAGICALMIGHT E9 1303 

map.ip ai MFNniNG 

Magic-resistant regalia that 

would complement a queen. 2^.377 
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j MAGICAL MIGHT 

A garment possessed by a 

dragon deity that muffles magi- GaSESO 


cal attacks. 






„ . S3 fM 

03 

Magic-resistant regalia that EEEHEQ 

exudes an empress s elegance. 
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t > NIGHTMARE GOWN 


w' 

A deadly dressing-gown that 

dulls defence against many GO 

disorders. 

I223E23EE3 
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l MAGICAL MENDING| 

A radiant robe that wards off 
sleep and death and heals 
wounds. 


guces 

filETilRTTfl 

BBDHEB 

EDEU0E3 
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MAGICALMIGHT 


MAGICAL MENDING 


E3BS3 


Curious clothing that fends 
fatal spells. 
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MAGICAL MIGHT 


MAGICAL MENDING 


An unreal robe that fends off 
fatal spells. 


MAGICAL MIGHT 


MAGICAL MENDING 
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Armour 
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MAGICAL MIGHT 


MAGICAL MENDING 


Encans 


unrivalled robe that fe 
fatal spells. 


inimnaoie outfit Ho ho ho! CE3C3[3[| 

goesed 

E23E3E3 


E3DE3 
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EZZ2E2IC23 

E23E3QEI 

BEiimrr^ 

★ ★★ 


^op this on and just try not to 

feel the spirit of the season of Hiulii.' f fTTTTI 

goodwill! GDE3E] 

E3EHE3 

Qaaow 

★ ★★ 
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Aproned attire made for maids. tEEIlSB 

EE3E3EE1 
ED El ED 
EE1ESBEI 

&>ri "O'■■■: mmv 
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a bone-themed ensemble. dHG33Q3 

mmm 

CEDES BE! 




A coat cut for a cutlass-wield¬ 
ing captain of considerable 
renown. 
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DDG23CE1 
nnrflirr? 
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What the groom wears at a 
"hite wedding. 


IE3EIIZE1 

222JZ22IEI3 

EDE1ED 


Mail made to mimic that worn 


by a hero ofAlefgard. 
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M11) R N HALL GARB 


an 

“ssfifs; sas 

E3E3QE3 
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ensibly worn by 
Prince of Midenhall. 
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A body-hugging one-piece 
worn by a heroine of Zenithia. 
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223E3CZS 
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iHMiiliEECl 

UUE3BEI 
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MAGICAL MIGHT 

12 

MAGICAL MENDING 
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A frugal gown that once 
graced the shoulders of the 
King of Gotha. 
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EJ3E3ES3 

[23ESBE1 
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A simple suit sported by the 
Prince of Somnia. 
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ESTARD CLOTHES 



Commonplace clothing that 
can be purchased in Estard. 
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• IjjSB*' "<ES®3000 
A vest of Carver's that could EZ3EBEZ5 

easily be mistaken for a ratty BEHIM 

raa - E!3E!!E23 

ES3E3EE1 


cpF- 

Ribbon-ridden raiment made SE2SS 

famous by the mighty Milly, uUJkliUOj 

BEIEJIEn 


UUAlhJl u l 
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,—-_ _ 

rmmm 

An uncomplicated cloak worn RHiiMIEEI] 

by Meena the mystic. EflflF^TtlfTTTin 

W i , 1 .- E&SBW 
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(E2®3000 

Get-up-and-go garb worn by fim pm m 

rmrmtm 
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Dinara 
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Elementary metal mitts. 
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Wholesome handwear made of 
hardy hide. 




EEEIZEt 

EgrEgEJn 

BBEEn 

■ MSOW 

★ 


Magical mitts that diminish 
damage from magic attacks. 


DC3 / 

rYTIIM 

ED El Ed 

•flE'ESED 


ENCHANTED G LOVES 


D 

BTmfTTTTI 

rmfmrm 

Gloves whose saintly guard- ? ES1P.' Ed 
ianship gives relief against RARfl'iH 
magic attacks. ^ ’ 


■pa 


■ fflUK 

HMir 





Hefty handwear made of hard 
steel. 

wri\ , V'^o. v 
jKjSL lyh I 



DC1E22 

mruiiMia 

^ 2^10^3 

i—BGl 
















































































(fiSL- J dfflEBffl 

Greyfliwrt as a ly.LullilljCiljl 

hip EnE3GZ3 

US3E3EI3I 


Uqhtweight wonders worn by 
world-class wanderers. 


Cloth wrist coverings once 
worn by a sage of a by§om 


i SmT- j C3I 2 ™ 

Handwear sported by some 
celebrated chevaliers. 


Handwear that harbours the 

mystical sheen of a metal 
slime. 


... DO 

EZ3ESS 

Ed 

eatsow 

★ ★ 


tiMBa 

2SE3EE1 

ESSIES 

EH 


Heavenly handwear that 
harbours the lustre of a liquid 
metal slime. 


Handwear once worn habitu¬ 
ally by honest-to-goodness 
heroes. 


High-class handwear harbour¬ 
ing the brilliance of a metal 
king slime. 


Good, strong, reinforced 
gloves worn by gladiators. 


BBSS 

ES3EH303 

EQE3CE] 


On-trend armwear for ad¬ 
vanced adventurers. 


handwear i 


fL:-L MFTA1 SLIME G AjJNiTLE IS 


DEFENCE 


BATTLER S BRACERS 


r> J3H* 

^dS> 1190 , 

[magical MIGHT 1 
uMAniCAL MENDING 

10 i 
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ES313 SI 

Moonlight-m used mittens m 

with unparalleled defensive _jiffi 

potential. E3C3g 

|Hi T | 

•Meow 

★★★★ 



Flexible fmgerwear that i i Mii.vir Tri 

confounds incoming flashes of 

lightning. 15!£S 

~rTTiiw!l 








Stormy gauntlets with unparal- itjjjj 

leled defensive potential. QQQIQJT] 

Ed 

B&EOW 

★ ★★★ 





®® )®^) ns 

Solar smashers with unparal- PTTT1 

leled defensive potential 

^.eo 
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<; MITTENS 




Handwear whose lack of 

digital coverage allows for den 

movement 


RT13 



[nFFTNESS m?sm. ’ jpCJJJ 

Graceful gloves that guard 

against Dazzle magic and E 33 E 3 l!!!!l 
confusion. i ft&CitW 


- EH S3 

C33CIS3 

raw ft a m 







ARCH’S MITXENS 







GORGEOUS GLOVES 



■ 1 DEFTNESS 

* Modish mittens mainly adored 
by armamentalists. 



Ji DEFTNESS 


' 


EINHANDER 



[deftness film "EJ303 

A posh pair that protects 
against Dazzle magic and 
confusion. 




HEAVY HANDWEAR 



O" BO 

| deftness EESE3L 

Thick, weighty gloves that give EDE3E 
a good defensive boost. l 23 Li 







I DEFTNESS KB 

A well-worn handwear of a 
whilom warrior. 

' ' \.* ? \ 

V ; , ri Urn 


'Z m ENCHANTRESS’S GLOVES 


Ipeftness__ ex cEscacn 

A one-handed glove that 17^1^1 

makes the wearer look well- 
hard. - 




uv 


U I 






















































































Mystical mitts made use of by 
a sage of distant memory. it 'ic 




J CRIMSON GAUNTLETS 

DEFENCE 



tk? * r ** 








































































































[deftness cuasnacna 

Wondrous handwear worn by 

the hero of Zenithia. QIlIOZjIEEJ 

BMW 

★ ★★ 



®Dp|y BS 3 

Memorabilia from Maya s f.V.VUi'flflffl 

magical performing moments. 


G) 


GOTHAN WRISTBANDS 



ffTTTl - YfE®5000 1 

*** ' J CE3E3IEB 

Guards for the wrists that are 




relics of Gothan royalty. 




pmnnm 

mn^im 

aaaow 

★ ★ ★ 



M l 'M™ Encana 


Alluring armlets that once 
rendered Meena's wrists 
resplendent 




Hsomnia gloves 




Ccp 

!6«m S “ es nnsara 

Gloves that were the preferred 

pair of the Prince of Somnia. rm|!Tr) [TrrT ) 


w 



BIANCA’S BRACELETS 







































































? 

9 



Jggflisnn 

Rip-roaring wristwear worn by ESE3S3 
the hard-working Carver. WMIIiliPj 

E^3E3E3 

CS3ESISE] 


CM 


BLINDIN’ BRACERS 



★ ★★ 


* 


(TjEOBSSSS 


Brawny bracelets brimmm'wiv S3E3E3 
Yangus's bottle. EE3E3E1 

mmrm 

Up 

★ ★ ★ 




ANGELO S GLOVES 


g» o ,M _____ 

Small, simple braceletsthat 
suitMilly to a tee. 

m n^rrm 

' QABOW 

★ ★★ 




m 


GRANDISSIMO GLOVES 


Magical mitts adored by 
Ashlynn. 


EHJElEB!] 
123 CE3 

EEffift 

★ ★★ 



- )j1500 f 

■.— - 1 —- ^ [J2JE1CES 

[deftness WfiM : MUITi nri 

Massively masculine mittens {ISEmSSi 

styled by the inimitable Morrie EJEEjEEj 

himself. | $$gOW 



































































[J LEGS 



mesheo 

prg iggM 

ITTinTi pn 


MAGICAL MIGHT 


EQE3CZ2 

C23E33E3 


,1 MFNDINGpi IIMill.lilCT 
if slightly cutesy pink E3C3C3 


[23 [El 03 
j 23 IZ 3 G!n 


A loincloth made from bits of 
bashed-together beast hide. 


A classy, 
skirt 


(^g^iWftTSE 


^22E3G3 
1^33 CS E3 
223E3BE1 


EOEicns 

rronmoi 


[MAGICAL MENDING 


Simple slacks made of stan¬ 
dard stuff. 


A super-trendy skirt with an air 
of upper-crustness to it 


pna 

EOdCO 

[231003 

EQESCSa 

E3ESEE1 


: MAGICAL MIGHT lil 

A fierce, fiery, flashy and fun 
bright red skirt. 


3E3P 

pnHS 

ehesie] 




— —dSEZlCS 
,1GHT mM C3C3C2a 

comfortable, and 

n blue skin. Efn^irnrH 


roxfrshqris 


H 1 1 father kilt 


KIRT 


OUSERS 


’ 1 MAGICAL SKIRT 


RED SKIRT 


BLUE SKIRT 


[MAGICAL MIGHT 

9 

! MAGICAL MENDING" 

* . 11 *—-i. 

1 9 j 














































































LLuLlumyi 

EDEBCE3 

EL!u ^1RT!T] 



Pants that put the T in 'testos¬ 
terone'. 


MEHM 

GESE3EE1 

EDEJJEED 

CS3E3UE] 




[jfnn nop 550 j p 

The uniform of an acclaimed inSmrm 

academy. EE3E3M 

EH EH ESS 



tia-'n 


MAGICAL MIGHT 


MAGICAL MENDING 


Pants that put the't' in 'testos¬ 
terone'. 


ES El EE 
EES Bam 
EDESE] 
EHaEana 


TRAINING TROUSERS 


BLUE KNICKERS 



lea i 7 o }(Wjf* } , 

a r- [YfcTll 1 ?itB iT^ln 

SSSti,. g 

friniTTimTi 

l;r:Ulkf:tnfTTTT1 

WQm l wf 1 


*r; 




, uHI E3 

A loose garment made for rmm 

more advanced martial arts 
training. Wp 




[S23E2II22 

Foot coverings for females that roiillil 1 ^ 

fit the leg up to the knee. QQQ3E3SI 

E3E3E3 




(ITW1260 )(CTil30 

These provide perfect protec- 5 93 
tion when worn under a dress. “SSttSHS 

yHnmrrm 


BLACK KNICKERS 



fim im \fgjgii44o 

- E33E1CE0 

These provide protection when |;y j i' H 7 Tam 
worn under a dress. EDdE] 

rmimira 
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RARITY K. ' 

□*.* fe 














































































138o J) ^C7Sl690 


A daringly cut denim miniskirt 

^A r A rtlATA Artftirftn^ 


for the more adventurous USDEEUCIQI 

maiden. EEIEJEQ 

E33E!3En 



Leaf-green legwear that EfflEm 

deflects death magic, poison, d33Kliu[uQ3 

and paralysis. EOfT^fm 

G33E30E3 



TOKTsj 

|rni3i2o ) 



Trousers tailored for tussling 
that gladiators go mad for. 



E3Q9B1 

mmmm 


now 

★ 



( CP2450^ }j (Pm 1225 ) 


M nm 


Silvery stockings that slightly rrrri™™ 
stave off ice and wind attacks. LfflE jEj 

EnizaEn 

CH3E23EE] 


Mchai nmail SOCKS 







{(EP 2 900 ~) (EP 


Chunky chainmail legwear. 

■wAMiTBi 



TRANSPARENTTIGHTS 

DEFENCE 





13900 


Strange see-through stock- 


EEHHM 


ings. 


■r Enacnacna 


EDESE] 


★ ★ 



•|feni270o) 


Armamentalist's attire that 
wears well against Fizzle 
magic. 



^2 DANGEROUS MIDRIFF WRAP 


GEEGEE 

, B&BOOT 

★ 



BUY ilFul I SELL EHI'l 


Swimwear that's somewhat m3EH3CII3 

unsafe to set eyes on. ggjggET] 

E33E3BE1 






HOT BIKINI BOTTOMS 


SD *" 1 MMM 

Waterwear that works well PTPUJIfJITm 

against fire and lightning RnrgES 

at,3cl<s ’ EEIE31EE] 


SlZZl mg riwimi BOTTOMS 




2223 EIICZS 
EEJEgGEI 

rmEass 
rmizBEn 


- • 
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EE) ora 
.1 pm m 
BUEJinn 
CSDE33EEI 


SS!lL;IlT^ 

nninacEi 

GQG3033 

Steady slacks that staunchly EUDEHEEJ 


MAGICAL MIGHT 


Martial artist's attire that im¬ 
pedes attacks of fire and ice. 


withstand death spells. 


HIZQ C21 
fmrcnm 


MAGICAL MIGHT 

MAGICAL MENDING 


| MAGICAL MENDING 


A pair of priest's tights from 
past times that improve magi¬ 
cal mending. 


Steady slacks that stand up to 
sleep magic and death spells. 




222 CHESS 
C22E3EE1 
OTlCTESl 

plEia iM 


Super-steady slacks that 
up to all sorts ofstrangen 


HO USERS 


ON WARRIORI- 


QelTJ23 




•RijMAOM 
MIN* 

^GLA _PAL_ARM|4j 
ran sao 


MAGICAL MIGHT 


MAGICAL MENDING 


MAGICAL MIGHT 




























































































The bottom half of a beautifully 

tailored tuxedo. BjEam 

EQE2SE23 

mmm 

lisBow 

★ ★★ 


* 




(gnu - j f j^Ti BOQol 
Santa's trademark crimson Ll/JJIjlJEH 


trousers. 


SB M 


SKELETAL SLACKS 



ircirm 
Ffyni^nrT!m 

rmrmnm 





X jBagsooo I 

Spartan slacks sported by the GH3E3ICE0 
Prince of Midenhall. EHEUOJ] 

EQE2SCE1 

EDES3E3 


i dkf- j (^3>5000j 

Bog-standard slacks suppos- SE2S1 

edly sported by a legendary UlLUElU CIIZl 

hero. EHI2SD 

__ 1 *** 

• ' C3 -- 12# 5000 

A pair of unpretentious E^E^JEm] 

trousers worn by a hero of S3S3303 

Zenithia. EQH3C3 

CHEESE] 




or - Yea sooo i 

D ?r Jf - ; annizicis 

Bloodcurdling bottoms deco- i m.n. i iJU 'i ni 
rated with beautifully drawn SEIEH 
bones. E3EBEm 







ZENITHIAN LEGGINGS 


ST Vfci4lf5000 ■ 

i E33E1CE0 

Warming legwear once worn rrmrjgigj] 

by a heroine of Zenithia. jgggjj m 

.. ,"i £ .42*jaCaaMI&_ _ 


Seafaring slacks sported by a itrr H.!lil!Hl 

celebrated swashbuckler. ggg 


(TJPpSEffi 




^tEEGARD TROUSERS 




























































































C3J 




5000 


[Xu C3 cm 
E3E3E3 
CU3C33EII1 


C3JJ- i(d!l 


2000 


- ESEIGEB 

Ashen attire that the Prince of (ffllniUiAlia 

Cannock put over his pins pniJW .13 

fflflRWHITn 


23E3i 

EDE31 


[jjjESEE! 

★★ ★ 


KIEFER’S TROUSERS 


DEFENCE 


f 'CSB -' 05 2000 ) 

' ***” — /•.—^ 22023 

Prince Kiefer's close-fitting £300 
pitch-black pants. 


— A QUEUES 

Heavy black hosiery once JI-HTTl 

worn by Tsarevna Alena. BWHUrm 


m 


KIRYL’S TROUSERS 



ffTTTl- )(Ca>200o) 


W 

White legwear once worn by 

B**"* mmm 




★ ★★ 


H TORNEKQS TROUSERS 



ca 

Loose-fitting legwear once 
worn by the wilyTorneko 
Taloon. 



MRip 

ES3EBCIEI 

G&QOW 

★ ★★ 


OSiHI 


□ 




(m> Yea 2000 ) 

Lascivious legwear donned by ELSjj iilEE 
the dancer Maya. LuLliilill;i [Q3 

mmm 

G21E3DEI 

Bf 


. 
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62J 2500 


Stripv. knee-high socks that fflEllIES! 

raEann 


are a favourite of Reurette's. ______ 

Encana 

rr-ay 


LiLjE ^ fTTT ^ 
★★★ 


Knee-mgn legweartorthe 
faerlie fashion-conscious 


E33E3EE] 



& 


□ feet 




Q) 




UE0E1 

E3CE1 

[2Q CJ3 !E23 
tm 


:: - X®? .. Ezgca • 

Brawny boots made of a IflTIflTfl 

mighty metal. 

B 


62J1300 


[TOEiM 


m3 no 
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Lightweight boots that allow 
lady warriors ease of move¬ 
ment. 


Shoes that show off armami 
talists' shapely shanks. 


0 MAGICAL MENDING 


Resolutely unshowy shoes 
popular with priests. 


‘[220123023 


Godly greaves that give 
protection to paladins'legs 
andfeet. 


■■BIBK 


Bewitching pointed boots that 
are much-loved by mages. 




Fine footwear for sages that's 
tailor-made for travelling. 


Fast, flexible footwear fa¬ 
voured by those of the filching 
fraternity. 


I. FRUGAL FOOTWEAR 


SAINTLY SOLLERETS 


ACROBOOTS 


HIP BOOTS 


OEFEI 

1 






































































JmAGICAL MENDING 


Lightning-fast footwear that's 
loved by lots of rangers. 


Sacred soles that protected 
the pins of past priests. 


Footwear favoured by lone 
forgotten martial artists. 


Rugged boots beloved by rang¬ 
ers for their fleet, firm stride. 


Ena 


ffEHKTTirHTfl 

iaaaow 


Boots beloved by bygone 
sages. 


Given by Greygnarl as a token 
of friendship. 


DEFENCE 


DRAGON WARRIOR BOOTS 


QE ESI 


1 u; III BOOTS 


defence 

a 



on 

Iwll?] 

■BID 


j EVASION CHANCE 


Oozy shoes imbued with the 
Agility of a metal slime. 


Fine footwear that allows 
thieves to move quickly and 
quietly. 


ES&J2E 

E3E3GiE] 

IjSgiBfflBEJ 


[evasion chance 


A pair of pumps perhaps pulled -j £?j 

on by a bygone battier. 


Oozy shoes 
Agility of a I 


03 


^eiEES 

ImbB 1 


[EVASION CH AN C E 


/1 j 


EV !9 


DEFENCE 


DEFENCE 


METAL SLIME SOLLERETS 


SNEAKERS 


DEFENCE 


LSLIME BOOTS 


DEFENCE 


VETERAN’S BOOTS 


defence 


SiiE-MAGE SHOES 




d 

ji 





























































































... ■ **"•.- m 

Fabled footwear that heals K 

ul ifcumoror - uju, 

EDE3EE1 


health points as its wearer 
wanders. 


r ★★★ 




ISTlpI 


21000 ] 


Formidable footwear that heals - jrw p pjji 
health points as its wearer 

U0 


wanders. 


★ ★★★ 


BOOTS OF BEAUTITUDE 



Trim -- ) j jg?ni25ooo) 



Fantastic footwear that heals 
health points as its wearer 
wanders. 


IQIQIQ 

m 

HU fTTTTl 

mmw 

★ ★★★★ 




GDI is jr CTi~ 9 y 

EVASION CHANCE ~ BiUffl 

Simple slip-ons that slip on 
simply. 


MUM 

nniCTFM 

roi^nTnn 


Z? STILE TTO HEELS 



f—-——-—-■ E*u3GZ3CZ3 

[EVASION CHANCE [fflEaH 

Even higher heels that length- EQEfl P!^ ] 

en the lines of ladies' legs. CffiJEZSlSEl 


* 


ISGEBBiSSSM 





m 


C> €59>« i 

• ..~~~ mm-*'' H3EjE3 

1 EVASION CHANCE fEa jBQ|Q!| 

Sky-high heels fit for the feet QQQ3JQ1 
of queens. HEARTH fTTfl 

m’sm I 

★ ★ 


GSlieo )(ca>80 } 

Mill um 

[evasio n chance IBM EZ3EE3CI3 

A chunky pair of pumps chis- LULuJE3 

eled from a tree. J233EI3ISE3 






MUilM 


| EVA SION CHANCE IT,!! WHIWJ IM 

A slightly slicker style of clogs USSSSS 
that are good for going out in. KETflfftigLHM 




EVASIO N CHANCE ILa gjgg 

folksy, yet in a fashion fashion- H^rTflfTTH 

able, animal-skin shoes. 


i £HT1 _ 

,[EVASION CHANCE 



























































































EVASION CHANCE 


EVASION CHANCE "BflSW 


CS3 ED 

Shoes equally suited for deal- HDE313! 
ing damage and dancing the 7T| m fir* 
night away. 


White winter warmers popi 
with priests. 


EVASION CHANCE 


j EVASION CHANCE 


MAGICAL MENDING 


Firm footwear that's fitted with 
metal reinforcements. 


Footwear that's just made for 

ma9eS - : M0OW 


IB HISS 
| |B 


EVASION CHANCE 


A significantly stouter sort of 
safety shoe. 


Fabulous flip-flops that foster 
Magical Might. 


SAFER SHOES 




1 SORCERESS SANDALS 

DEFENCE j 

mmrnmmmmk -J 



| EVASION CHANCE 


j EVASION CHANCE 


A supremely stout set of safety 
shoes that define defensive¬ 
ness. 


Mules fashionable among 
female minstrels. 




EVASION CHANCE 


EVASION CHANCE 


MAGICAL MENDING 


: ootwear made for martial art- 
sts to master their moves in. 


First-class footwear that $ag< 

find fantastic. 


Jevasionchance 

fine footwear that m 
luminaries look love! 


EE 


EVASION CHANCE 


fit for only 


SAFEST SHOES 


DEFENCE 


STARLET SANDALS 


^ SHAMAN SHOES 


HI BARDIC BOOTS 


defence 


Wu SHOES 
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Comfortable footwear favoured 
by the Prince of Somnia CH3EE3QIZI 

mmm 


CS9_ I tnTlsnnn } 



ESTARD SHOES 


The first choice of footwear for 

the folks of Alefgard. LljJliLj LILj 

EDESCffl 
HH3EZ3EI3 

\QQW 

★ ★★ 





MOM 

A pair of pumps popular with PmiZTIM 
the people of Estard. fflESGE] 


II 




Sturdy shoes that once 
protected the Prince of Miden- 

fchlffc 


hall's pins. 


0^^213 Ed 
■Eaizam 



MQOW 

★ ★★ 



icp-- )m™% 

A cut-price pair of pumps that 


are popular in Trodain. 


MOM 


EHE8E1 

E23E3BE1 

I BBS 

★★★ 




H CANNOCK BOOTS 


jM 5000 j 


Fondly worn footwear of a 
fabled hero. 


meam 

mm 

★★★ 





. ~~ 7 7: ' • • . MB1M 

Heel-huggers for hikers that Hm|j i T j nr w 

are commonplace in Cannock. BSiSS! 

fcrnmyr-tn 

roin^irniTi 




ffj®- YG2|500 o1 

_ E33E1CES 

Boots once worn by the brave [ ryniffTimi 
hero of Zenithia jgggjEE 

E23JE3EE3 





raE3ES 

[fwarIOM CHANCE WfM E3B33Q3 

A pretty pair of pumps particu^ E3E3S 
larly loved by the princess of QdOidCILj 

• Moonbrooke. 


■hhmm 


^UTHAN 

defence 

GUM BOOTS - 





rrri iLJ LalS 

J EVASION CHANCE flfflBBECl 

EQE3EE3 
[tjjeSIED 
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r ami - ) C 2 J 1500 / - 

- J -—MlifSl M 

[EVASION CHANCE USB Mlffl lffl 

Sharp leather shoes with 00123 023 

tapered toe-tips that belong BEffl MMiiaa 





TORNEKO’S SANDALS 



I EVASION CHANCE WTVl 1 CEDSnaCEI 

Torneko Taloon’s treasured OOISSOZl 

treaders. rTflHSflflfTTTTl 

smm 

★ ★★ 


H SAT TR1YA SANDALS 




— .. . 

(CO- )®9l500) 

f — = — 7 ~„~, CE3 O M 

[^nchanI^EI ESCaCEI 

Maya’s charming chappals PfrUT^irTTfl 

with attached anklets. ITTltTnrTTm 


samhitasandals 


i?n _ 

ggg 

Choice chappals befitting 00123033 

Meena’s demeanour. f!TTin^ ffTTy ] 














































































A pretty pretty pair of Maribels BDEJEJH 

p um p s - immm 



i cm - 1/ jBnjT imn } 

mm 

ES3li;iai:,iTl 

Shoes supposedly sported by CffilEEflEffl 

King Trode on a clandestine 

qUeSt ' BflBOW 

★ ★★ 






i rni isooj 


'Ard-wearin' ones an' twos 
that Yangus 'as 'ad fer donkey's 
years. 


| E03EHES3 
ranram 

a&sow 

★ ★★ 


PUMPS 


IfH- IGSDisoo 1_ 

fa —m m .be • tvmiTiiMn 

jfcVAsioN chance KfSM EEHEJUEnZI 

Shoes belonging to Jessica 1^1^13 m3 

that young ladies yearn for. [JJJJESEEl 

.. V BiYiiCW 

★ ★★ 




the church like the"amorous 


Boots worn by knights of 


Angelo. 


leTFiEjnnzi 

U23E3DD3I 


★ ★ 


(Ytei 


toMMOVA CLOGS 



(hehzes 

^E VASIO N CHANCE BJS CE3C3C0 


EDE3E9 

UJ3E33DEIul I 


Armour 






j.( (EU l500 j - 

Feisty footwear of Fleurette's BI BB CEB 

that feels delightfully devilish. CB3B!3m 

BO Earn 

cedes ed 



BLAHNOLO MANIKS 



(tllili " 1 }(E3|l500 j. 

[evasio nThance "KTSjf 

Stellar shoes that Stella 
swears are the way to almost 
anyone's heart 


Egraro 
ED EE ED 




J[B3JJ300 ■ 

-—□—t - - • s eseiee 

EVASION CHANCE JCT EUEaiffl 

Boots beloved by Erinn for 

their flexibility and comfort. rTTIHafTTH 


aHuiwummim 




[EVASION CHANCE 

Boots well-suited to Patty the 
pub landlady. 

f S MM 


2E3EJICJE 

rrooirm 

lEncanu 


V API JILA’S BOOTS 




jjjhdehices 

irmna M 
j^3CZ3Q23 
































































































































































rxttHOl 




3 DEFTNESS 


1500 ) 

n ESIilBilBffl 

GiLidETralTnT) 

A craftsman's companion that A WTH Uil fl 
BjUb^fiTTPi) 


does wonders for its wearer's 
deftness. 


^psssps 



( CP- X CfflH 

ESCDUnE 

MAGICAL MENDING 

A jewel that jacks up its mpffa rm 

wearers Magical Might a little. UuJ 




A magical accoutrement that 
accentuates agility. 


ra Eaim 

| BbaB!am i 

■owl 

★ 


M BRAINY BRACFR 






“ SwB* SSS 

An^unusua! accessory that rTfflPETaffTff] 



















































































































fmntinued) 


EZDEHEffl 
[ t y j T j 1 1 m3 CM! 
rm csiniiui 
rnima iffl 


EsminE 

tS3E23C3I3 

EDESSU 

EHEnUEE] 


mtsam 

EnEnEn 

I2J3ESBE1 


^MAGICALMENDUMG^Hi 

Symbol of the sacred bond 
between two beings. 


A ring that resists Dazzle-like 
magic when donned. 


MEIIM 

^2*3d3d3 

EQE 3 EI 1 

rmnT!i?TT?i 


EEBEUCH 

rEiR!fti rnTn 


A talisman that turns aside 
tons of undesirable effects. 


A ring that raises resilience to 
poison attacks when worn. 


E23EJ3EE1 


crmimiTTfs 

iTE-inmfM 

rmiaim 


A rejuvenating ring that heals 
health points with every step. 


A ring that provides protection 
against paralysis when worn. 


EE 3 EHCH 3 

CU3E3EE3 

PTHf^iroi 

CQ’iPnnTrn 


A ring that resists sleep at¬ 
tacks when worn. 


A blessed band that brings 
back MP with every step. 


CH UTES 

(CTG3EEI 

E3303E3 

E33E3GE] 


A ring that confounds confu¬ 
sion attacks when worn. 


1 agility 


CATHOLICQNJjtNC 


HMIV talisman 


^CONTRABAND 


LIFE RING 


DEFENCE 


GODDESS RING 


frai RING OF CLARITY 



















































































Armour 


EDElffin 


An unpleasant piece of jewelry 
with an ominous odour about it. 


dutiijrTn 

EncacEi 

CLLj ^nnm 


JaTTACiT 


A warrior's award that 
wearer's attack power. 




E33123^33 
CIQ 3 G& 3 KSQ 
nEiranm 

★ ★ 


Unnatural neckwear with an 
ominous odour about it. 


esebcei 

EDE3E2I 

LUiUcf^nfnm 


MAGICAL MENDING 


A priest's prize that pumps up 
magical mending. 


♦, LUCKY PENDANT 



DEFENCE 




A necklace that negates ail 
sorts of spells that lower 
abilities. 


2223 EJGE 3 

Ejnrm pjffl 

223 E 23 IEn 

MEOW 

★ ★★ 




2^2 2^33 

EH ESI® 

s meaai tnat maximises 
magical might rflIETaWIII 

’ | ; .MW 

★ ★★★ 





mrram 


AGILITY 


A martial artist s medal that 
improves its wearer's agility. 


★ ★ ★ 




APPENDICES 

ARMOUR 




























































































G5J- jt <29 5000 


sacaca 

EE3EEHEJ] 


f CTTTl - ^dTisooo 

A paladin’s decoration that 1 S99 
drums up defence. ||j|||Jffl 


DQD 


•. ,- 




COMBAT ACTION MEDAL 


CflTl sooo 


miWk 


An armamentalist's medal that ^93 

mnvnc Phonronta rmin llllH>11 ll 1 


maxes the chance of a coup SSSSSss 
de grace. 


★ ★ ★ ★ 


mimw Miitt! 


mm 


f jprffi ~ V enn 5000 

- BOB 

Iderness UVM rrmiiium 

A reward for rangers that up- liLHSlSH 


grades Deftness when donned. 


★ ★★★ 


W* LEGION OF MERIT 


fttti - 5ooo^BBBHH 

___EBElIffl, 

max, mp ip ; E3C3CEI 


A sage's medal that magnifies E3jZ3^ 
Max. MP. EE1SSBEJ 


luffl 


£3215000 




030 




* , S 4 

4 * 

. 
















































LUM 


EMPOWERED shield 


erdricks shield 


flame shield 


i GODDESS SHIELD 

1 


i MAGIC SHIELD 


POT UD 


^cheswiper 


", - 


£ Equipment Reference Tables 

SHIELD ,, - — 


Ibrain drainer 


I metal sume shield 


8,6 BOSS SHIELD 


SHlfcU) 


s ^ALE SHIELD 
S^ER PUTTER 



















































































































































































































































































































































































































































































































































































































































































































































































































felSROBE 


Iapchangels robe 


I ASHIYNN‘S clothes 


[cape OF GOOD KARMA □ 


CARVER'S VEST 


PJVWE BUSTIER 


| BI ANCA'S CLOTHES [ 

i borvas robe 

Jbrawungbvrnie E3 


BUNNY SUIT 


CELESTR1AS RAIMENT 

~ • • s 


CLOAK OF CONCEALMENT 


COMBAT COSTUME 


S COSTUME 


DANGEROUS bikini top [ • 

ANgO US BUS TIER }| • 

barkrobe ~ i 




SPSS'S ROB 


^chanie 


uhobts 


SOUTH! 


torso 


LSa-s dress 


gCON DRESS 
or agonrobe 



1. 


• J 


• 















































































































































































































































RZZLE-RETAROANTI 


IRON CUIRASS 


LEATHER ARMOUR 


TORSO (CONTINUED) 


estaro clothes 


- 


fthereal armour 


! ETHEREAL ROSES 


EXOTOGA 


FEMISCYRAN MAIL 

FENCING FROCK 




FENCING JACKET 


£1 MM 


FIZZLE-PROOF SUIT 


% 


FIZZLE RETAROANT SUIT 


1 - 




FLAMENCO SHIRT 


n 


FLEURETTES FROCK 


ROWING DRESS 


FULL PLATE ARMOUR 


. 


FUR PONCHO 


FUR VEST 


GARISH GARB 


GIGANT ARMOUR 


GIGASTEEL ARMOUR 


GLOMBOLERO 


GLORIOUS ARMOUR 


GOLD MAIL 


GOOEY GEAR 


GOTHAN ROBE 


GUSTO GARB 


LEATHER CAPE 


LEGENDARY ARMOUR 

LIQUID METAL ARMOUR 

MACABRE MANTLE 

MAGIC ARMOUR 

MAGICAL ROBES 

MAID OUTFIT 


KING'S COAT 


KIRYLS CLOTHES 

LARGE-SCALE ARMOUR 


HEAVY ARMOUR 

HOLY FEMAIL 
HOLY MAIL 
HOT BIKINI TOP 


JESSICA'S FROCK Q* 


JOLLY ROGER JUMPER 


KIEFER'S CLOTHES 


IRON ARMOUR 


JAGUARMENT 












































































































































































































APPENDICES 

REFERENCE TABLES 







































































































































































































































































































































































































































arms 






























































































































































































































AlEFGARD TROUSERS 


ALENA'S TIGHTS 


AUAHAN TROUSERS 


AQUILAS TROUSERS 


BATTLE BRITCHES 


BLACK KNICKERS 


BLESSED BOTTOMS 


BLUE JEANS 


BLUE KNICKERS 

BLUE SKIRT 

BOOMER BRIEFS 


LEGS 


































































































































































































LEGS (CONTINUED) 








































































































































































































































































































































































































































Armour 


FFET (CONTINUED) 











































































































































































































































-: *zzr: 
















































































































































































































ACCESSORIES (CONTINUED) 



V tattoo 

ffllTY BEU 


APPENDICES 

REFERENCE TABLES 



















































































































































































































































Everyday Items 



H Me dicinal Items 

These medicinal items are vital for any adventurer heading into battle 


M 


'"’These medicinal items are vital for any adventurer heading into battle. Never leave town without some in your pockets—just in case your healer 

of MP Use these between fights to conserve your MP. 

n _ im _ rm _ 


■ — -. BJf.-. TIT-,-..-, JiUB 

amaw il * * * to a single ally. BflBOW ★ * ~k * * to a single ally. QflGfflTO ★ ★ ★ * used in battle 


ULTB S flEiJ.Ws I 








fiMat VlStTn "i a helpful herb that fgBB>-gn 25 A helpful herb that 

v_ . _ j restores around 40 HP y . v—' restores around 60 

Q&0OW ‘ * ^ to a single ally. Q&GOW ^ * + * " to a single ally. 


Af, 


H Antidotes 


Antidotes become more and more important as you progress through the story. Losing your healer to paralysis can be a game ender without the 

appropriate antidotes in your possession. Later antidotes cure multiple ailments while simultaneously restoring some HP. 


mm * * * * * of poison from a single 



A herb that heals 
poison and restores 
Q&ftQW ★ ★ ★ ★ ★ around 90 HP to a 
s,n 9 le a,| Y- 


(C3M ) 

mm* * *V* 



An antidote to paralysis 
that unfreezes an ally. 



t ea* , Xgpi 3 f 0 n r fflSEI 

WBm ***■> *■ also adds around 60 HP. 0aaow * . 



forl^gleaW 5 (CP- Ar = 

>r A- ★ also adds around 90 HP. {MQOtftZ ★ restore 





(CSOoo H rf^ViW fiR A cure for confusion 

; ARn ^ tha 5 con centrates on 

Q£\B0W a single ally. 

















































































































H Resurrection and F„u p. 



"“V 


■ftm 1 M fem 500 1 Rare foliage that can 
flair —) resurrect a single 

aMBpr** * written-off ally. 



H Restore MP 

Some trips through the field can be taxing on your casters, making their MP start to 
needed boost 


run low. These three items 


restore their MP and give them a much 



( 


MAGIC WATER 


2&QDW ★ ★ ★ ★ 30 MP to a single ally. 


¥ jEEIT> 750 ) An enchanted elixir ff3ffl>- 'll 

. ) _ ; that restores around ' - ~ -- — 

BZ&BOW ★ 90 MP to a single ally. BflBOW ★ 


An enchanted elixir 

^ - f that totally tops up a 

★ ★ V A single ally's MP. 


j SELL 


&r 


H Easier Travel 


Holy water allows your party to wander around without being bothered by monsters. Chimaera 
rouch like the Zoom spell. 


wing teleports the party to places you have been before, 



STERLING’S WHISTLE 


1 that keeps weaker 
1 * * ic 4 monsters away. 


gHiMAERAWING 


^ Tirrrr -\ fcmmTni PT A puff on this brings 

fin - Kit aj 750 ) the Starlight Express 

~ "l steaming to your aid. 

mpi si ★ _ 



people to places 
' * * * ★ ir they've been before. 





































































Rattle Items 


Ste^ake an out of the fight-similar to 


|Q ..I III I I II 



55S ~nf\ A potion that sends 
t^Ly Z8U 1 a Single enemy into a 
state of confusion. 




H Other Items 


Hjjii 1 im ' ii 

iiiaTl 

QAQOW ★ ★ ★ ★ ★ 


D An assortment of 
appetising eats full of 
(HfliiiOTO ★ » * ■ festive feeling. 





A succulent and sweet 

- J^^SSr .— • show of affection from 

m^QOW ★ * * •' •• a sweetheart. 

I^EUgMtfeliMeMI.ST 

f gflTl — Y fTTTi iyn 1 An especially sugary 

— - — > show of affection from 

SflBOffl ★ ★ ★ ★ ★ a sweetheart. 



f ffUTl —V i^Tl iRnn i A gateau that anyone 
" " would be glad to get on 

0£\0OW if ■ ' ★ ★ ★ his or her birthday. 












































































































































H Seeds 

f fbpse seeds carefully to inc 

@ % j hese seeds increase maximum 

characters skill points. 





20 "1 A seed that slightly 
- J supplements a single 

j. mavrmnm 


1 j " aupuieiuems a single _ U r — / 

***** a '^ ma ^ mh ^ *" 9 «S 


*%i 


115 j A seed that ste| 


SELDQFSQR( fpv 


>s up a 




_ 15 j A seed that steps up 

mam ★ ★ 



~ 2 q ) A seed that slightly 
-- J supplements a single 


■-t*'- j supplements a singl 

* ★ + ★ ally's maximum MR 



SEEP OF STRENGTH 


HCili 15 j a seed that slightly rSSwT“—\/r==r , 

gp^S^a 



SEEDOFDEFENCE 


. gj tetL ) a singfaNy's'strength | A seed that steps up a Am( ~ 

rsnm,rK 7 fY 7 ^ dinhtlv _ „ _ '_T - - single allys defensivf? (liiltP 50 . A seed that slightly 

aaaCT * v skiiisst fe «★ jsesss^* 


□Alchemy Items 


seewhatyounee^ 1 ^ as drops * rom various monsters - Use them in the Krak Potto create better equipment for your party. Refer to this guide's recipes to^(j) 


IRON NAILS 


kSLlA GOLD BAR 


CT ' . ' .WJ.llilH 


ir * 1 ? * * Alchemise it! 


(§§- m£i m^) 

mWW + + * heavy. Alchemise it! §|gjfr** * * •' 


Abrasive ash that 
cleans off curses. 
Alchemise it! 


m 


IRON ORE 


12 Q~1 enormous amount of 




Rock containing an 
enormous amount o' 
iron. Alchemise it! 


ilMB-- —.. 

®PT®5T) 5SXSST 1 S^lfeS” 

%£s**V HP* 


- . . . ness. Alchemise m 

B/&BGW ★ ★ ★ __ 


j PLATINUM ORF 


HFPHAESTUS’FLAME 




fjgTffl— fjSIl 265 j 


Afire so fantastically 
fierce it can melt metal. 
Alchemise it! 


-\ A protective pebble 

If5®— MIEJ 600 J possessed by a 
■ . . phantom spirit 

Q&QOW** Alchemise it!_ 





































































































































LAMBS WOOf 


[ - ^* 11 >- - i Heavy hide taken from 

fS* Je- — 

A 


) a brutal beast. 
* ir Alchemise it! 


m- Km* . ; * 

ft Q 0W * ★ * ★ * Alchem 


Jl%E 


Malf 


*<& 


—— • A hard horn taken 

3' 1 62 j from a brutal beast. 

,. y. Alchemfse it! 


^ .—,, ^ A pluiTm plucked from 


*★ 


. great bird. 
Alchemise it! 


(EH 49 



BMW i 


^ j I u i it ii 

(cza>- KoT^l 


B/JEBW *★★*+• » 


ifrfesmsi 





f^TTPiZ ¥<!TSi 10 I The charming wing 
lljlif _ J 0 f a fluttering thing. 

amm * * * * + A!chTOisci ' 


j A captivating crystal 


with cryogenic powers. 
★ ★★★★ Alchemise it! 


y 


&>4 KITTY LITTER 


(ifln— YEP 19 ) 

HMfe***** 


A peculiar powder that 
purring pets apparently 
prefer. Alchemise it! 



-- —• A chunk of rock 

— ){^3 43 J charged with electrical 

: i a. energy. Alchemise it! 

(BMW- • yY 


(co- iVv 

BaBOW ★ * ★ * * tote. Ale 

m 

5 ®S»x 

BflBOTO** Alchenhseit! 


Cna- tl ffiST as i G #ff ,th fs. 

_ _ perfect for polishing. 

BaBDTO * 1 At * * Alchemise it! 


d#te5saBgg 


^ Coal-black cloth 

ItilLMP ~ )1E9 47 j cloaked in impen- 

.r etrable darkness. 

BZiBOW ' " • Alchemise it! 


rrm- j A mysteriously marvel- 

-/ ; - J lous-lookmg mushroom. 

BMW ★ ★ * ★ ★ Alchemise it! 



fg7f|iij|_ Vfllilafi.'■ A sacred stone alive 

v...:;-:..J with the might of light. 

Q&BOW ★ * * ■ Alchemise it! 


InWttWFaskisiani 


StS 

B£\B0 W ★ ★ ★ ★ ★ flows. Alcher 

SEDS^r '"" 1 

MW ★ ★ ★ ★ ★ essence - 1 



[EH- 

t(fS5l44 i A tunny fungus m 
.• w the form of a fist. 

m- )m™ ;froX a sr d 

(CO- j(GOj somS.enTy'Sl 

BMW ★★★★★ Alchemise it! 

BMW ★ ★ * * ★ tortoise. Alchemise it! 

BaBOW ★ ★ • ' at Alchemise it! 

.A. 



_ 

i!PO 



K f J-1 AGATE OF EVOLUTION 


f ilffl — a? ) a pyroclastic rock pos 

— sessing the power of 
BaBOTO****^ fire. Alchemise it! 


f i:1IV^ — 7n ^ The greasy excretion of 

“ - - ; an enormous amphib- 

B£\B0W ★ ★ ★ ★ ★ ian. Alchemise it! 


































































































































































































x 0 i^~ - r+mm V c A resplendent rock 

f jjfflf — 56 j that reflects light like 

i x a, a mirror. Alchemise it 
O03OW * * * * * 


36 } A stunning souvenir 

BM- • • : Ss, 


(CEia WW ifjjjll 25000 a crystal formed over 

BaBDw ★ ★ ★ ssss&r*- 


SUNSTONE 


~^1 A radiant rock that 
\ W§- Jilaal 353 J sizzles with solar heat. 
^ ^ <.. ^ Alchemise it! 




M»_- )(i!a>48 ) Aroc A? at ’ s J us,ri .9 ht 


for setting off sparks. 
★ ★ ★★★ Alchemise it! 



jCUP — I fiiflts am An extract composed 

E/&Q0W ★ T* 




Alchemise it! 


(MQQW ★ ★ ★ ★ 


Alchemise it! 


jUL 


[mi- V ggTt fififi I A jinxed gem that calls 

—- J - ■’ cured curses back on 

ijjiW ★ ★ • its bearer. Alchemise it! 


- ^ »wJ1ioj;<h 

f flflTO —TffiSn An extract composed of _ ViSliawr; A ridiculously rare orb 

V552^_ .—. J the vigorous verve for AtTT? w of buttercup yellow. 

1MQ0W ★ ' victory. Alchemise it! smm ★★★★ Alchemise lt! 


MM 


n \'i ni^—i i in ... . — 

@EDfcD SSaS.n ( @3 -JS*!”) «£ 

[T^QOW bloom. Alchemise it! B£\0OW ★ ★ ★ ★ A!cl ' 


lEH — ?? N i A plant that’s so slip- 

temr-'ASs?.-' pery it's problematic to 

1 ir it ir if ir pick up. Alchemise it! 


A ridiculously rare 

j y ■ ■■■m ■ j or b 0 f verdant green 
BAEOW ★ ★ ★ ★ Alchemise it! 


n 

i__ i 

£ 

£fcv. 

ki 

thinkincense 



«M»- V enn ?? 1 A peculiar plant with a 
' soothing scent when 
burned. Alchemise it! 


BABOW ★ ★ voice. Alchem.se ,t! 


Queer concoction that 
confers a sweet singing 


{^D@^“ ivrae 


' orb of deep purple. 

amm**** Alcbemise " ! _ 


.ik 


^ i NAHSPICIQUS 





") A peculiar plant with 
an untrustworthy air. 
ilutn? ir it ir ^ ^ Alchemise it! 


-, .' SmL.Z . A soiled dressing much 

IfUl— rBUS 35 i loved by mummies. 

^_.. y ‘ , •*- . , > _ _ 'til 


babow 


★ Alchemise it! 





























































































































































a special ability or 


another battle boost. These manuals are skill s 


FI Manuals 

"sscktMsiii» someone's podTetto give him/her 
somebody with that skill. 

__ _ lr ~~~ Pop this in your pocket 

)f£RS? 

K/iSOW ★ ^ ^ Skill: Sword 

I J jftill/l :fj u M |j BtoiW JMI. w it litjBSl M 


HARDCORE HAMMERING 


^ Pop thre in your pocket 

iCEED "" J to gain use of the B' _ 


--— — Pop this in your pocket 

(ffiTk — ¥G21— j tog^inu$eoftheUgh^ 
v -^--- } - - ning Storm ability. 


Skill: Spear 


\ p°p tn,s in y° ur P 0CKeT 

— I— ! to gain use of the Shin- 

-—r 'r'-r—ino Shot ability. 


iPlb'’<?lia KVei. l <^»U > lit*n!^^P ; 

>1^ . . ^ . ■■■■— — h Pop this in your pocket 
i’ fnri — — j to gain use of the 

—--~r , . -. Persecutter ability. 

**+ Skill: Knife 


s - — —v Pop this in your pocket 

HG3J— ) to gain use of the Zing 
■ ^Lni AXrT J stick ability. 

Q/&30W ★ ★ ★ skill: Wand 





( czr-^ / - - “n. Pop this in your pocket 

[G51~ Kd9 — ) to gain use of the 

BflBOW*i* Co “ nter « aMi *v- 


(n^- . Po?! ' :s in vour pocket 
































































































































































































H Important Item. 


Items 


[ewjSB 


StSiiiif 


SfisTl -1 "1 £ golden fruit of the 
j Great World Tree 
★ ★ ★ * Yggdrasil. 


<v 


THIEF'S KEY 


X ^2S5 ^ A key capable of open 

J mg ordinary treasure 

r * + chests ‘ 



■Bte s ® aar 


A key capable of open- _- _____ 

JSEr —' in 9 locks protected by 1125#— ifEB— I A magical plant from rZZZ? > _ 

r * ma9icseals - mm* ls^ drives SISlSEji 

----—._ Q&0OW ★ n 


*&z 


A meticulous treatise 

eafiw* T " imp t Jr e e !ernbleG ' toSh 


hODURA grass; 



& 


-r - ■' only a monarch mav 

0£\QOW ★ ir ★ if + make use of. 


ULTIMATE KEY 


SERENE NECK! Art; 


iiiaatflk 1 


SID@D inpanWockvou'dcare (fS®- 1 J^e necklace Serena (jjjjg* y—- 

mm*** to mention. Sn^ 




\ A magical herb said 
V • help those who are 

B&0OW ★ unhappy. 


@D®ZDiS'*K 

!!«?★★ crack any rock. 



@ED(IED tlrataUegedly opens ^ 


toSJW ★ 


Wyrmward. 


'★★★★★' of t * 1e ^ ortress ' 


■Vj 


little key 


[Ckf ~~ K Ell —An old key found at the 
a • • - ; bottom of a grotto. 

o 

sfea 




@ED@Z^lGr b aSf reWthat 


. _ Greygnarl likes to 

B/aaow ★ * ★ ★ * s uzzle 


, —:- \r~ -\ A certificate to show 

fdl— IE® — j competence in 

- - handlingthe Starlight 


'- t nanoiing me iwriigm 

002OW ★ Express. 


ANGEL’S TEARS 


) Wondrous water from ftWIk — ‘*\f V^Tfc — t 
fer^?s >7 X Angel Falls. jy ‘" 

★ .. mmw ★ v * * * 



YGGDRASIL BUD 


\n emblem once -\ 

proudly possessed — ' i . 

by a lieutenant of the Q£\0OW ★ 

Empire. 
































































































































































aaaairo ★ * ★ * ★ ^eniy l)e,enile ' s ' 

Sizeable stash stolen 

[CS>- I6Si- J by a monster. 

|»0W ★ 


tiwh— ~ YinS— _ ' A p° lar p,ume that 

_chucks out one heck 


MU- Igp- ii 




A3ooey9u " ktf,afs . 


BaBOW ★ ★ ★ ★ * 


I tricky to take hold of. 


(m- j^nTT* »«( 

BABOW ★ ★ ★ ★ ★ 


TEE 3 UESSa 


aB BBtistfja ' Wiiro n 


TEENY SANGUINI SCARF 


friTl — li.till-1 A strange stone that 
•• "....—-'vStES-- stores the light of the 

aaaow ★ ★ moon. 


jcr CBSHM i 1 It W ^ :l.l i i i ^ 

( fTfTl — ¥i??ni_ ^ Decorative down of the 

'<==.-_ J hocus chimaera that's 

SaEOW^ loved by the ladies. 


f OIl — Y fHTl A mark o'Marco 

>— - ; having travelled to 

[MEOW ★ - i? it Bloomingdale. 


3taa;fci:fciiTS3 


BABOW ★ * *' * * teeny 


I PINK SANGUINI SCARF 


dwbiiJMiiiiuy 


idU— Y fHTi — ^ A desert delicacy that 

V- J works wonders with 

BaBOW ★ . the skin. 


( CP- X j^P" sa? 

MEOW ★ ★ ★ ★ ★ 


@ED@ZTil k d n et 

BABOW P'" ksi 



GENIE SANGUINI SCARF 


f COTl — V f3-?T1 __ ^ A mark o' Marco 

——.- . j having travelled to 

MEOW* ± *it it Angel Falls, 



(C231- i A compact cutter used 

—*-—A^aJ J by Madame Couteau 

MEOW ★ for creating fine 

cuisine. 


{C5H —- Y akiji■ ") A mark o' Marco having 

~ T - ~ — > travelled to Coffinwell. 


Easow ★ *★* 


Idii —R gnil -1 ^ A stick with a bit of a 
RAfinww * bend lhat,s excel| ent for 

w/AUOW^ * + easing itchy backs. 




SNOWBERIAN BADr.F 


I fCHS-- 1 a mark o' Marco having 
BABOW* travelled to Snowberia. 



WED tmET ' 

BABOW* : * * 9 enie sr 


PACKEDLUNCH 


icsa- )(ca - A,^ai 

BABOW ★ • mushn 


CRUMPLED note 






BABOW* 


grubby 


tea- 



* 


from a power hammer. 


— j A simmering lump of 
BaBOW ★ freshly foraged lava, 


£QQDodendron 


Biibbum 


V f 


■; 9 m 


srtdmhBk' 









































































































































































































X jCTl — 1 A large lizard with a 
?T**r -—— } beard more than a 
fSBEs** * metre long. 


BBk ***T* 5»" 


TORN EXAM PAPER i 


JIE 3 M -3 ttS 5 * 3 E? 


7 ★ v- ★ ★★ 




An examination paper 
vSSS-- J that reads, "...Lion...'' 


★ ?: ★ ★ ★ 


i an 


telBl— fl fEHl — 1 An examination paper 
CTt ...—J ——J that reads, "...el 10 " 


& 


DEAD MAN’S DAGGER 


~ ) to a battler who was 
3£&)077 ★ • beaten by a beast. 




PACKAGE FROM MA 


[ftp— ^ A care package from 

—— - -> i Walter's dear old Ma. 

■ ?★+★** 


OS 


I fiii — ^ A little girl's doll 

1 ' loved bvBatkha 


?★★★★* 


be¬ 
loved by Batkhaan. 


« c 


MAGMAt.lCE handprint 


A piece of paper with 
__ J a print of a magmalice's 
★ Paw. 





[3 ^ A piece of paper with 
* a print of a mega moai's 
w it it massive frame. 


-- SLD 55?* ! *** of pants 

B&BOW ★ . Xr * 3 POWer,ul 



v=== -~'VS4W— ; «iener ten behind /==___ 

Q^iQOin? ★ by a pirate captain. t §ilM> ~ fl fgll — ~1 A bijou box hnm. k„ 

- GiaaDw^^-:::-' bl,dso,ter,ordi “' 



[ClkP— VST^ A mysterious mass 
ra miKwTIil ' that P° ss esses the 

SZ&BOW ★ power of magic. 




mm* -/rs *"»*•*** 


DRAKU LORD’S TOOTH 



r . .. - rannnav , * v riooen ring. 


Ssbow ★ 


BflGOW*- 




WED(MDtz\t:t o,a 

Mdw ★ 


WISDO M OF TH E ANCI ENTS 


A nugget of know- 

v^ Sr S f-- —_/ __ ledge from Barney s 

(MEOW^ ancestors. 






PLUM STONE 


frirri VisS —~ 1 A stran 9 e tone that fiWk— iftrai- A bag from Jared lor 

ltill# Jytjffiy J makes miracles happen 1^^ i putting top-quality 

mmrs ★ ★★** withheartfelttl,anks ' basow***** eaflh ' n - 

r—?. --% A bone that makes a 

(t lffil — ) hEIH — / melodic yet maudlin 

aaaiiw ★ i0 "" J 

--—, r- -= r -\ Fluffy stuff left behind fgWk ^- B(EB>— ) left bfidty expired 

(§ED®~ JbvaCoufvfoe. ^ ^ 

BflSOW ★ * * * *---- 


~ \ ^ The pit of a plum 

(liiliJP ~~ ~ J swallowed by a big 
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^ r 


Here ere the possible recipes to be used once you get access 


to the Krak Pot along with where to find the recipe book that contains that recipe. 


NAME 

INGREDIENT 1 

INGREDIENT 2 

INGREDIENT 3 

WHERE FOUND 

WARRIOR'S SWORD 

Soldier s sword x 1 

Raging Ruby x 1 

Warrior's helm x 1 

Mirage Mahal - LI 

STEEL BR0A0SW0RD 

Iron broadsword x 1 

Iron ore x 1 

Lava lump x 1 

Inn of Alltrades Abbey - 81 

GIGASTEEL BROADSWORD 

Steel broadsword x 1 

Iron ore x 2 

Hephaestus' flame X1 

The Plumbed Depths - B1 

FIZZLE FOIL 

Rapier xl 

Narspicious x 3 

Mythril ore x 1 

Mirage Mahal - LI 

aurora blaoe 

Cautery sword x 1 

Brighten rock x 3 

Holy water x 1 

Swinedimples Academy -LI classroom 

PLATINUM SWORD 

Iron broadsword x 1 

Platinum ore x 1 

Hephaestus' flame X1 

Armour shop in Bloomingdale 

DRAGON SLAYER 

Dragonsbane x 1 

Mighty armlet x 1 

- 

Mayor's house in Upover 

UBER FALCON BLADE 

Falcon blade x 1 

Meteorite bracer x 1 

- 

Northwest house in Upover 

U8ER MIRACLE SWORD 

Miricle sword x 1 

Life bracer x 2 

- 

Northwest house in Upover 

FIRE BLADE 

Valkyrie sword x 1 

Lava lump x 3 

Rockbomb shard x 1 

Inn roof under Mayor's House, access with magic key 

INFERNO BLADE 

Fire blade x 1 

Sunstone x 1 

Rockbomb shard x 3 

Inn roof under Mayor's House, access with magic key 

UQUID METAL SWORD 

Metal slime sword x 1 

Orichalcum x 1 

Slimedrop x 6 

Complete challenge quest 144 

METAL KING SWORD 

Liquid metal sword x 1 

Orichalcum x 1 

Slime crown x 1 


ERORICKS SWORD 

Rusty sword x 1 

Glass frit x 9 

Orichalcum x 1 

Accept Challenge Quest 178 

STARDUST SWORD 

Supernova sword x 1 

Reset stone x t 

— 

- ■ """""’isB 

NEBULA SWORD 

Stardust sword x 1 

Agate of evolution x 1 

Silver orb x 1 

Complete Challenge Quest 178 

SUPERNOVA SWORD 

Nebula sword x t 

Agate of evolution x 3 

Silver orb x 3 

- 



STEEL LANCE 

INGREDIENT 1 

INGREDIENT 2 

INGREDIENT 3 WHERE FOUND 





























































































INGREDIEI 























































































































INGREDIENT 1 


INGREDIENT 2 


INGREDIENT 3 


WHERE FOUND 


STEEL BAR 

Iron bar x 1 

iron ore x 1 

Lava lump x 1 

Inn of Alltrades Abbey - B1 

GIGASTEELBAR 

Steel bar x 1 

Iron ore x 2 

Hephaestus' flame x 1 

The Plumbed Depths - B1 

PILLAR OF STRENGTH 

Oaken pole x 3 

Utility belt x 1 

- 

Mason's cabin in Lonely Plains 

SLUMBER STICK 

Sleepy stick x 1 

Sleeping hibiscus x 3 

Narspicious x 1 

Mirage Mahal - LI 

KILLER PILLAR 

Driller pillar x 1 

Mighty armlet x 1 

- 

3rd floor library in Quester's Rest inn 

MISTICK 

Driller pillar x 1 

Fresh water x 3 

Flurry feather x 3 

Swinedimples Academy - LI classroom 

OPTIMISTICK 

Mistick x 1 

Celestial skein x 2 

Agility ring x 1 

Swinedimples Academy - LI classroom 

BALLISTICK 

Optimistick x 1 

Technicolour dreamcloth x 1 

Mercury's bandana x 1 

Swinedimples Academy - LI classroom 

XENLON ROD 

Dragon rod x 1 

Dragon scale x 3 

Sainted soma x 3 

Mayor s house in Upover 

ORICHALCUOGEL 

Orichalcum x 3 

Hephaestus' flame x 3 

- 

In well in western Ondor Cliffs 

KNOCKOUT ROD 

Catatonic cosh x 1 

Reset stone x 1 

— 

. . 

SENSELESS STICK 

CATATONIC COSH 

Knockout rod x 1 

Senseless stick x 1 

Agate of evolution x 1 

Agate of evolution x 3 

Blue orb x 1 

Blue orbx3 

Complete Challenge Quest 178 





















































































































INGREDIENT 1 


INGREDIENT 2 


INGREDIENT 3 


WHERE FOUND 


GIGASTEELAXE 

GOLDEN AXE 

MOON AXE 

fULL MOON AXE 

Steel axe x 1 

Iron axe x 1 

Battle-axe x 1 

Moon axe x 1 

iron ore x 1 

Iron ore x 2 

Gold bar x 1 

Full moon ring x 1 

Lava lump x 1 

Hephaestus' flame x 1 

Mystifying mixture x 1 

Mystifying mixture x 3 

The Plumbed Depths - B1 

Petra's House in Zere Rocks 

Item shop in Wormwood Creek 

WNGAXE 

Golden axe x 1 

Slime crown x 1 


Church in Wormwood Creek 

kaiser axe 

King axe x 1 

Slime crown x 1 

Monarchic mark x 1 

Oubliette - B3 

^EXECUTIONER’S AXF 

Headsmans axe x 1 

Ethereal stone x 2 

Raging ruby x 1 

Gittingham Palace - L2 

ICE AXE 

Kaiser axe x 1 

Ice crystal x 3 

Icicle dirk x 3 

Swinedimples Academy - LI classroom 

BLANCHE AXE 

Ice axe x 1 

Ice crystal x 6 

Agate of evolution xl 

Swinedimples Academy - LI classroom 

BAD AXE ~~ 

Ciimaxe x 1 

Reset stone x 1 

_ 

' i 

maxi axe 

Bad axe x 1 

Agate of evolution xl 

Purple orb x 1 

Complete Challenge Quest 178 

CUMAXE ' 

Maxi axe x 1 

Agate of evolution x 3 

Purple orb x 3 

1 


















































































































WHERE FOUND 



CRUCERANG 


RAZER WfNG BOOWERANG^ 


[RAZOR WING 
BOOMERANG 


EAGLEWING 


gusterang 


BLUSTERANG 


FLAMETANG boomerang 
banefire boomerang 

PENTARANG 


hexarang 


METEORANG 


ASTERANG 


STELLARANG 


Edged boomerang x I 

Reinforced boomerang »I 


g boomerang x I 


flazer-wing boomerang x 1 


Swallowtail x 1 


Swallow tail x I 


Gusterang x 1 


Gusterang x 1 


Flametang boomerang x 1 


Hexarang x 1 


Pentarang x 1 


Stellarang x 1 


Meteorang x 1 


Asterang x 1 


INGREDIENT 2 


Iron nails x 3 


INGREDIENT 3 


Magic beast bom x 3 


Hunter's bow x 1 


Lunaria x 3 


Aggressence x 


Kestrel claws x 1 


Flurry feather x 3 


Staff of divine wrath x 1 


Lava lump x 3 


Sunstone x t 


Reset stone x 1 


Lucida shard x 3 


Reset stone x 1 


Agate of evolution x 1 


Agate of evolution x 3 


Iron nails x 3 


Gold rosary x 1 


Mythril ore x 1 


Flurry feather x 3 


Agility ring x 1 


Agility ring x 2 


Rockbomb shard x 3 


Rockbomb shard x3 


Mythril ore x 3 


Silver orb x 1 


Mirage Mahal LI 


Mirage Mahal-LI 


Mirage Mahal Lt 

Swinedimples Academy-LI cfat 


_ i 


Church in Wormwood Creek 


Building west of weapon sho 


Swinedimples - The Old School, B2 


Swinedimples - The Old School, B2 


Inn roof under Mayor's House, access with magic key 


Inn roof under Mayor's House, access with magic key 


Cabin in center of Hermany 


Complete Challenge Quest 178 



NAME 

INGREDIENT 1 

INGREDIENT 2 

INGREDIENT 3 

WHERE FOUND 

LONGBOW 

Short bow x 1 

Laundry pole x 1 

- 

Mirage Mahal - LI 

HUNTER'S BOW 

Longbow x 1 

Chain whip x 1 

- 

Mirage Mahal - LI 

HOTSHOT BOW 

Potshot bow x 1 

Hunter's hat x 1 

Archer’s armguard x 1 

Mirage Mahal - LI 

BLOWY BOW 

Potshot bow x 1 

Flurry feather x 3 

Agility ring x t 

Swinedimples - The Old School, B2 

BILLOWING BOW 

Blowy bow x 1 

Staff of divine wrath x 1 

Celestial skein x 2 

Swinedimples - The Old School, B2 

BLUSTERY BOW 

Billowing bow x 1 

Gusterang x 1 

Celestial skein x 3 

Swinedimples - The Old School, B2 

PURBLIND BOW 

Great bow x 1 

Mystifying mixture x 1 

Enchanted stone x 3 

Wallace's house Wormwood Creek 

BUNDING BOW 

Purblind bow x 1 

Mystifying mixture x 2 

Ethereal stone x 3 

Wallace's house Wormwood Creek 

OH-NO BOW 

Odin's bow x 1 

Malicite x 1 

— 


ODIN S BOW 

Oh-no bow x 1 

Saint's ashes x 3 

— 

- - - ~im 

ANGEL'S BOW 

Aeon s bow x 1 

Reset stone x 1 

— 

—----— 

ARCHANGEL’S BOW 

AEON'S BOW 

Angel's bow x 1 

Archangel's bow x 1 

Agate of evolution x 1 

Agate of evolution x 3 

Yellow orb x 1 

Yellow orb x 3 

Complete Challenge Quest 178 

?rm 


Armour - Shields 


INGREDIENT 1 


INGREDIENT 2 


INGREDIENT 3 


WHERE FOUND 









































































































































Magic Shield x 1 


Resurrock 


Ice Crystal x 1 


Resurrock 


light shield x 1 


Platinum ore > 
Dragon Scale 


JJfPhaestus'Fia, 
Raging ruby x 1 
Ruby of protects 

Panacea x1 


pragon shield 


Magic Shield x 1 


SHIELD 


Flurry Feath< 


Warrior's Shield x 1 


POWER SHIELD 


Raging Ruby x 1 
life Bracer x 2 


empowered SHIELD 


Power shield x 1 


WHITE KNIGHTS SHIELD 


White shield x 1 


Holy talisman x 1 


Northwest house 


Mythril ore x 1 
Magic beast horn 
Mythril ore x 2 
Mighty armlet x 1 


Dark shield x 1 


jwincdimples Academy -11 Hac r .„— 


Densinium x 2 


White knight's shield x 1 


SILVER SHIELD 


Gortress -LI 


Mirrorstone x 3 


Boss shield x 1 


Oubliette - B3 


Agate of evolution 


SAINTESS SHIELD 


Ruinous shield x 1 


Gortress -LI solitary 


Saint's ashes x 3 


GODDESS SHIELD 


Saintess shield x 1 


Orichalcum x 1 


UQUID METAL SHIELD 


Metal slime shield x T 


western Ondor Cliffs 


Orichalcum x 1 


Complete challenge quest 144 


METAL KING SHIELD 


Liquid metal shield x 1 


Orichalcum x 1 


Slime crown x 1 


ERDRICK’S SHIELD 


Rusty shield x 1 


Glass frit x 9 


Orichalcum x 1 


Accept Challenge Quest 178 


Devilry drinker x 1 


Reset stone x 1 


PSYCHE SWIPER 


Agate of evolution xl 


Green orb x 1 


Complete challenge quest 145 


j Psyche swiper x 1 


Agate of evolution x 3 


Green orb x 3 


INGREDIENT 1 


ingredient 


ingredient 


INGREDIENT 1 


INGREDIENT2 


INGREDIENT 3 


WHERE FOUND 
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INGREDIENT 1 


ingredient 
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INGREDIENT 1 


INGREDIENT 2 


INGREDIENT 3 


WHERE FOUND 
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.imps a recipe can result in an alchemiracle—giving you a better it*™ .u 
S°^ * »bove. have a small chance of doing this. Item than " 


precipes above 


This 


table lists the recipe, the percentage chance of an alchemiracle, and what is 


mtended. The following recipes, which share the same ingredient, a 


SU RATE SS INGREDIENT 1 INGREDIENT 2 


created if there is no alchemiracle. 


INGREDIENT 3 


WHA 7, IS CREATED ,F NO 
ALCHEMIRACLE 











































































Cremates a single eni 
an enormous fireball. 


Incinerates a single enemy with 
an enormous fireball. 


Burns a single enemy with a 
large fireball. 


Singes a single enemy 
small fireball. 


LEARNED BY: 
Mage 40 


LEARNED BY: 
Mage 16 
Minstrel 16 


Pierces a single enemy with 
razor-sharp icicles. 


Rips into a group of enemies 


Lacerates all enemies with a 
raw volley of rasping ice. 


Tears into ail enemies with 
shards of ice. 


with sharp icicles 


LEARNED BY: 
Minstrel 12 
Luminary 11 


LEARNED BY: 
Minstrel 16 
Luminary 36 


LEARNED BY: 
Minstrel 36 
Luminary 45 


LEARNED 
Luminary 58 


group of enemies with a 


Slices a group of enemies with 


small whirlwind 


Slices a group of enemies with 
ferocious whirlwind 


powerful whirlwind. 


Flays a group of enemies 
ferocious whirlwind. 


learned by 

Mage n 
Luminary 8 


LEARNED BY: 
Mage 28 


LEARNED BY: 
Mage 47 


Damages all 


e«plo M „ W * mi95wll 'as.mall 


Engulfs all enemies 


Blasts all 
gxplos |Q n. 


explosion. 


enemies with a violent 


KAFRIZ7.LF. 


KAFRIZZ 


Dom 13? point s of dimage to the bed 


Melanie cists Frizzle 


r**» *1 points of damage to the bed 


karmoui 


keimooi 


KACRACKLE 


KACRACK 


Does 99 points of damage to the ilood 


MiliftU «4*t* Crack 


Does Around 3? points of d*m4ge to each 


enemy. 


SWOOSH 


KASWOOSH 


KASWOOSHLE 


MP COST: 


2? points of dime** to the bubble slime. 


;*sts Kasvoosh. 


‘1 Forms or 4 , 


‘MeUnie cuts K*bx>s 




















































tCEHl 31 LEARNED BY 

— Sa9C s jCUgSi aa ~] 



LEARNED BY: 
Sage 43 




Smites a single enemy with the 
power of da rkness. 


Kibiiii casts Kazan*. 


Smashes a single enemy with the 
power of darkness. 



THWACK 


P^s, NEDB 3 V 4 


KATHWACK 


| LEARNED BY: 
Priest 55 


A curse 
enemies to the hereafter. 


BLUNT 


team s ) 




Reduces the defence Of a single 
enemy- .—-— 



learned by 

Sa ge 61 




Sacrifices the caster's life to 
destroy all ene mies. __ 




CM 






































Sends all enemies 
confusion 


Sends a group of enemies into 
confusion. 



OOMPH 


f rTTOna Q 1 LEARNED BY: 

Mage 33 
Armamentafist 39 



Envelops a group of enemies in 
illusions. 


pan g" 


Prevents a group of enemies 
from using magic. 


ACCELERATE 


MP COST: 


Increases the attack of a single 
party member. 




ACCELERATLE 


MP COST: 


q j ^ARNEDBY: 


Mage 4 

Armamentalist 12 


BOUNCE 




Raises the defence of all party 
members. 


Raises the agility of a single 
party member. 


w- 

4 m 



* 

sJ 

ii 

n -M 

i\ 

Melanie's 

agility increases a httk. 



members. 



Forms a protective barriert 
jeflects all enemy spells. 

































































I 




LEARNED BY 
Minstrel If ft 16 

^ 30 fe y g 


[■Earned by 

Priest 31 

S 8 ge 33 

nanger 34 


/ X 

H*ro'5 wound? ai* h«aled. 


Restores at least 30 HP to a 
single gljjA — 



Restores at least 75 HP to a 
single ally. 



I . 

Restores at least 165 HP to a 

single ally. 


' I 

M«Uni« cajt9 Fu nj* 4 , 


Restores all HP to a 


single ally. 





1 

e 


/ 

V 

Fabian casts Squelch. 




Protects the whole party from 
breath-based attacks. 


Restores all HP to all party 
members. 


Restores at least 75 HP to a 
single ally. 


Cures all party members 
effects of paralysis. 



fWf i m 



•DICES 
















































CH3E1MMDE ESI 


MMMMEigraaBgEMBiiBBWiBi 


WiWMMBI 


I An attack 
that deals 
heavy 
damage to 
dragons. 


| Strikes 
an enemy 
before any¬ 
one else 
can act. 


I An attack 
that can 
damage 
enemies 
with metal 
bodies. 




[Heals the 
user's own 
wounds 
when it hits. 


|A double 
slicing 
attack, 
faster than 
a falcon on 
jthe wing. 




• iwentory. 


A technique 
[for cutting 
down a 
group of 
enemies. 


[Supreme 
technique 
that destroys 
a 9roup of 
enemies. 


[A flurry of 
thrusts that 
‘can pierce 
multiple 
enemies. 


MERCURIAL THRUST X CATTLE PROD 


METAL SLASH 


SKILL POINTS 
. NEEDED: , 


SKILL POINTS 
, NEEDED: . 


[SKILL points 
. NEEDED: . 


THUNDER THRUST 


SKILL POINTS 
^ NEEDED: 


multithrust 


LIGHTNING ST ORM 


[ PRESSURE POINTER " 

wf^lSMi 22 j 
((ZQEQB 3 ^ • 


* 

f*-' 

Targets a 
vital spot to 
take down 


an enemy 
instantly. 

































































wm i 



Knife Sldll 



Staff Skill 


*S«- 


nSE"EScSE3 





EJEJSEE] 


TOXIC DAGGER 


FLY SWAT 



TRIP OF A DEATHTIME 


o"j 



——= 

'» | 

((^ 1325 ? *• ) 


Sends a 
group of 
enemies 
crashing to 
the ground. 





PERSECUTTER 


.... Put “Knifing Know-How" in 
N/A character's inventory. 



Deals heavy 
damage to 
confused 
or sleeping 
monsters. 






























































































































































I Wand Skill 

fl> MEHSflimw —ESfliBI—E MBI 

)»>-«' -=:s *sshssks==-=—= sss«sssaa^= 








































































































































































— 


POWER THROW 



on 

all enemies. 






. STARBURST THROW 


SKILL POINTS 
L NEEDED: 


42 



MP COST: 


tfMW-iaiiaaSgTim iSEBIBHIItltldii 



- N 

[SKILL POINTS 
L NEEDED: 

s . « 

3 



A defensive 
stance that 
greatly 
boosts 
shield effec¬ 
tiveness. 





FIREBIRD THROW 


METALICKER 




a boo¬ 
merang into 
a firebird 
that burns 
all enemies. 


| through 
metal-bodied 
foes like 
butter. 


SKILL POINTS 
NEEDED: 






Stops an 
attack and 
strikes 
straight 
back at 


A holy aura 
that stops 
negative 
status 
effects. 






































































































































































rotstopper 


4 j 


Protects the 


enemies 


ALMA MATER 


up a 

to prevent 
instant 
death 
attacks. 


FOCUSPOCUS 


46 

■ A medita¬ 
tive method 
for making 
more MP. 



iszmmm 











WEAKENING WAVE 


WAVE OF RELIEF 


M/A Put "Mage's Manual" in 
•’/M character's inventory. 

Makes 
all enemies 
much weaker 
than they 



















































































































































































ess Skill 



PRATFALL 




|Take a 
comedic 
dive to get 
a group of 
enemies 
laughing. 


L TAP DANCE 

■'IJVvlSItMi 

3 



Do some 
nifty tappy- 
toeing 
to evade 
attack. 



ED SLASH 


Deals heavy 
damage to 
an enemy, 
but also 
hurts the 




Throws 


unfocused 


haymaker 


at a Sinqi« 




A rousing 
refrain that 
increases 
all allies' 
attack. 














































































£ 



i i^ihu^L’ik* „ | 
j . 

fmiiflkdi ° ) 


& 

t\ 




[Donates 
some MP 
to a fellow 
party 
member. 


rewaftMiM 



SKILL POINTS 
NEEDED: . 



Stand 
steadfast 
in order 
to protect 
allies from 
attack. 


*#- 


,w 







! SKILL POINTS 
i NEEDED: , 


FUNEREAL FOURCE 


GALE FOURCE 


r SKILL POINTS 
NEEDED: . 


MP COST: 


MP COST: 


MP COST: 


LIFE FOURCE 


Channel 
darknes 
and eart 
to boost 
attack a 
defence 


. 


[Channels 
wind and 
lightning to 
increase 
attack and 
defence. 


I Channels 
Slight to 
[increase 
[attack and 
[defence. 


Step in to 
take a blow 
for a party 
member in 
peril. 


mmm 


SKILL POINTS 
NEEDED: 


Put "Paladin's Primer” in 


characters inventory. 




Sends a 


searing 


nebula to 


engulf 


group of 


enemies 


^SKILL POINTS 
1 NEEDED: 


\ . . ,. 

■ii ■ 



























































































WOLF WHISTLE 



Calls on 
wild wolves 
to wallop 
the enemy 
I twice. 



DISRUPTIVE WAVE 




Removes 
all magical 
effects from 
all enemies. 



TWOCUS POCUS 


M/A Put‘Sage's Scripture" in 
character's inventory. 



Makes it 
possible to 
cast two 
spells a turn 
for awhile. 
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All four 

friends 
join forces 
to inflict 
formidable 
damage! 



Metamor¬ 
phoses all 
enemies 
into metal 
monsters! 


OMNIPOTENSE 


haulellujah 



During a fight, after 
Performing an action or 

being attacked, the Coup do 

avaM»M°T’? nd ma V become 
available. Select this action 

to perform a special ability 
This ability is unique for each 

vocation. The Coup de Grace 

command becomes available- 

to each party member once they reach level 10. 

rassssaxi ■■■ 

you have to use the command depending on I 
the character's level. M 

If all four members of your party select 
the Coup de Grace command, you get the 
opportunity to execute an even stronger 
ability called Co-Op de Grace. This brings up 
all of the possible Co-Op de Grace commands 
that can be performed, depending on the 
vocations of your party members. See the list I 
in this section for the possible combinations. Omii 


SOULASYLUM 


CASTAWAY 




Summons a 
sainted soul 
that makes 
everyone 
invincible! 










































































































alchenomicon I I 

Find all ofthe recipes throughout the world and use the Krak Pot to create various items— 2000 items to earn all of these accolades. 


COMMISCHEF 

CHEF OE PARTIE 


SOUS CHEF 


CHEF D'ALCHIMIE 


CREME DE LA CREME 


AMATEUR ALCHEMIST 


ENTHUSIASTIC ALCHEMIST 


AVID ALCHEMIST 


ALCHEMANIAC 


ALCHEHOUC 


KRAK POT CRACKPOT 


description 


^war jed to Ihe hero lor the su ccessful completion o, ,0% 0 , the rennet ncoiiei i . 

— t0 the hef0 t0f the successlul «% 


Awarded to the hero lor the successful completion ot 50% .1 the recipes recorded in .h, iwZZ 


recordedthe a Alchenondcon e,n ' C81 ar *' S * r ^'*^™**”**^*^*****'*™^”^**'®*''^®®**^“*®®'"P*®*^®"^*^%7TTi 


The Foundation for Alchemical Excellence hereby commends the hero for c 
of all recipes in the Alchenomicon. 


Presented to the hero in recognition of his/her completion of 50 alchemical experiiner 


Presented to the hero to commemorate his/her completion of 100 alchemical experiments. 


Presented to the hero on the occasion of his/her 250th alchemical experiment. 


Awarded to the hero for the completion of his/her 500th alchemical experiment. 


Awarded to the hero for the continued commitment to alchemy demonstrated by his/her 1000 alchemical ex;K n 


The hero is hereby commended for outstanding devotion to the practice of alchemy with the completion of his/her /(M)tn 
alchemical experiment. 


HOURS OF GAMEPLAY 

^ou need to put in plenty of hours to earn the following accolades—both by yourself and with friends. 


REASONED TRA VELLER 

SIGHTSEER^ 

WAYFARER 

j^BETROTTER 



This award is pres ented to the hero for 100 hours of rambling, roving, toing , and froing.-— —^ 

This aw ard is presented t o the hero for 250 hours spent trav elling uphill, down dal^acrosscormnents, an " 

*Thi s award is presented to the hero for being dedicate d'enough^ devot^ 

fulfilling them. ---- 

" .>-»cn hnnlV 


winning inem. -- - --- 

Awarded to the hero for a distinguished career in adventuri ng spanning moie___— . ~7~ an( j wandering. Long may his/h* r “ 

The Federation of Associated Rambles congratulates the hero on a lifetime of r0dmi " 9 
continue! ----- 


0 THE END 














































































accolades earned 

Earn accolades to get even more accolades—300 of the 442 to get all 5 of these. 


DESCRIPTION 


NAME DROPPER 


GLORY HUNTER 


MAN OF MANY NAMES/WOMAN OF 
MANY NAMES 


TITLED PEER 


TITAN OF TITLES 


Presented to the hero for earning 10 incredible accolades. 


Presented to the hero to commemorate the conferral upon his/her of 50 fine accolades. 


Presented to the hero in recognition of a list of 100 incomparable accolades. 


Presented to the hero for amassing a monstrous morass of 200 monikers. 


This honorific accolade is awarded to the hero for the accrual of an incredible 300 outstanding accolades. 



HOLIDAY PACKAGES 

Set up auctions with Sellma in the Stornway Inn and sell 1000 items total to get the following. 


NAME 

DESCRIPTION 

COLD CALLER 

Awarded to the hero for the successful sale of 50 holiday packages. 

DEAL CLOSER 

Awarded to the hero for closing 100 holiday package deals. Keep on selling, winners! 

SALESPERSON OF THE WEEK 

Awarded to the hero on the completion of his/her 300th holiday package sale and admission to the Winner's Club. 

TOP SELLER 

Awarded to the hero for the total commitment to the tourist industry demonstrated by his/her 500 holiday package sales.| 

CELESTIAL SALESPERSON 

Awarded to the hero for topping the Closer's League Table with a whopping 1000 holiday package sales 


BESTIARY COMPLETION 

Defeat all of the monsters in the game to complete your bestiary. 


HUNTSMAN/HUNTSWOMAN 


HUNTER GATHERER 

TOP TRACKER 
HEAD HUNTER 

BIG GAME HUNTER 


Presented to the hero lo, triumphing oyer 10% ot the creatures on the defeated 


monster list 


-__- - s on the d efeated monster list 

Presented to the hero lor finishing off 50% of the foul fiends on the defeated n 


J monster list 


pre sented to the hero for slaughtering a stunnin g 75% of the fearsome foes on tire defeated monster list 

- at least one of every single species of monster. 


item COLLECTION 

” 1ll ” 1 “"P" «“»'« » » *«... 




























































I WARDROBE 

Purchase or find all of the weapons, armour, and accessories to get five 



mor e accolades. 


cn imWER OF FASHION 
CtOTHES HORSE 


trendspotter 


trendsetter 


t 


fashionista 


description 


Presented to the hero tor a wardr,b^~^ ~~~--- 

Presented to the hero for a well-stocked uTTTl-S!! !? ble fom s. 

-----^wararobe containing — 


P^s^rt^dl^th7h^fo7r^i(^i^^^Zr~^^^^^i^Lf!L e q ui PPable items 

-—- uture c °mprisinn 500 / nf T;--- 

Presented to the hero (or finding a feast -Z^^'PPahle items. 



Presented to the hero tor demonstrate wardrob e. 


RESURRECTION 

You must Resurrect any dead party members at a church to get these accolades 



DAUNTIESS DEADBEAT 


garnered from his/her Lum^deteate ^attl^ Sollc,tln 9 Hel »>- ,n gratitude for the unprecedented contributions 


BANK DEPOSIT 

Deposit 10,000,000 gold coins at the bank to earn five more accolades. 


DESCRIPTION 


WHITE STICKER SAVER 
BLUE STICKER SAVER 


BED STICKER SAVER 


»ER STICKER SAVER 

bold sticker saver 


The Rainbow's End Group congratulates the hero for becoming a white sticker saver by depositing NKXKiO gold ... !< 

the bank! 


Well done to the hero for putting 500000 gold coins into his/her bank account and becoming a blue sticl < 

up the good work! 


A million coins saved! That's just great! The hero is now a red sticker saver and a millionaire! Don t spend it aH m . l 


Silver sticker savers are those boys and girls who are 
coins in a very safe place. Congratulations, the hero! 


The hero has been born such a good guy/gal that he/she has managed to save ten million gold C0ll!> ' 
Rainbow's End gold sticker saver! Hooray!____ 


TITLES 


Do the follow] 


HE RBAt!ST 
^PY-GO-LUCKY 


to earn titles and accolades. 

Presented tudte hero by the Ha, halls,sins,-.u.e ^ ^ ^ 



IR,H0Ay bov/birthday GIRL 


rresemea to me nero uy uie ne.uo..^ -- .. 

herbal medicine. Purchase 100 medicinal herbs to ear-_ 


Happy birthday to you, 

Happy birthday to you. 

Happy birthday dear the hero. 
Happy birthday tooo yooooou 


Shnnlw unur birthday to get this achievement--^ 






























































V. »li 


level up 





NAME 

Utdunir 1 iuh 

field marshal 

Presented to the hero to commemorate his/her attainment of the maximum level 
possible for a warrior. __ 

archdeacon 

Presented to the hero to commemorate his/her attainmen e maximum level 

possible for a priest. _*.. 

GRAND WIZARD 

Presented to the hero to commemorate his/her attainment of the maximum level | 
possible for a maqe. 

GRANDMASTER 

Presented to the hero to commemorate his/her attainment of the maximum level 
possible for a martial artist. 

BANDIT KING/BANDIT QUEEN 

Presented to the hero to commemorate his/her "attainment" of the maximum 
level possible for a thief. 

BARD OF HIGH REGARD 

Presented to the hero to commemorate his/her attainment of the maximum level | 
possible for a minstrel. 

GLADIUS MAXIMUS 

Presented to the hero to commemorate his/her attainment of the maximum level 
possible for a gladiator. 

CASTER BLASTER 

Presented to the hero to commemorate his/her attainment of the maximum level 
possible for an armamentalist 

KNIGHT BANNERET 

Presented to the hero to commemorate his/her attainment of the maximum level 
possible for a paladin. 

ECO WARRIOR 

Presented to the hero to commemorate his/her attainment of the maximum level 
possible for a ranger. 

MAHATMA 

Presented to the hero to commemorate his/her attainment of the maximum level 
possible for a sage. 

SUPERSTAR 

Presented to the hero to commemorate his/her attainment of the maximum level 
possible for a luminary. 


REVOCATION 

Change your vocation to each vocation so many times to get these accolades. Your vocation can 
be changed as many times as you want, but these accolades require getting to level 99, then 
starting the vocation level over with stats intact. This can be done 10 times. 


DESCRIPTION 


CEASELESS SWORDSMAN/ 
CEASELESS SWORDSWOMAN 

Awarded to the hero for becoming the ultimate fighter by undergoing revocation 
as a soldier the maximum number of times. 

PERPETUAL PRIEST 

Awarded to the hero for becoming a master among ministers by undergoing 
revocation as a priest the maximum number of times 

STEADFAST CASTER 

Awarded to the hero for working as hard as a wizard by undergoing revocation 
as a mage the maximum number of times. 

BORN-AGAIN BRAWLER 

number o/times* 16 ^ ^ under9 ° in9 revocat »on as a martial artist the maximum 

CAREER CRIMINAL 


BOUNDLESS BARD 

bv underso,n9 

UNDEFEATED CHAMPION 

asTgt1,l\ h 'heril b u !r„rZrolt 0 l 0 ' <he a,ena bV unde ' a °'" 9 re,oca,ion 

ENDLESS ARMAMENTALIST 

revocation as'Ll’am.^ and the sword b V undergoing j| 

---mqmtriudiisi tile maximum number r»f time? 

A KNIGHT TO REMEMBER 


CONSTANT GAROENER 

K ARR/IA 1/ ADlJin . 


■VMniVlA KARMELEON 

as a sage the maximum nnmhT!'^ with the wor( d by undergoing revocation 

LIMITLESS LUMINARY 

;“" on9 *• s,are 11 iiiiiiwiiiS 






































































fashion 



Weapon: falcon k nife 
Shield: 


earrings/friendlv fan 


kitty shield/slime shiplri 


Head: eat ears/magical hat 


—— rn M^iw merinq d f ess 


Accessory; bunm 


Shield: ice shield/dark shield 


musketeer hal/steely sweatfaand 


Torso: mirror armour/sacred 


Arms: heavy handwear/gloomy gloves 


Shield: dragon shield/boss shield 


Legs: blue jeans/steppe steppers 


Feet classy clogs/agiliboots 


Accessory: utility belt/elfin charm 


vestments. 


COOl CUSTOMER/HAUGHTY BEAUTY 


The following accolades require you to equip your hero with 


NAME 


LAID-BACK lad/laid-back lady 


PRINCE OF POSERS/PRINCESS OF 
POSERS 


LADYKILLER/MAN MAGNET 


SIMPLE SIMON/SIMPLE SIMONE 


distinguished gentleman/society 

LADY 


Weapons and 


ar rnour. 


Presented n,«,e hero forfol|owing 


jhteld: flame shi eld/bossZZT 1 


ifi) for notbeing afraid to 


Weapon: halberd/cobra claws 
-Sjtield: dragon shield/oo^ZZT 
.Head: drag on warrior's 
Toreo: dragon warrior amto,.r/ri,» 10n „~P 


hero f„ r taking every opportunity to d 


-^Isiiean^^;;- 


n °nchalance. 


sporting only the 


Legs: 

r Q . . - - irOUSl 

— sory: 


Ifl^ljhittens 

lH^gorurousers 


Presented to the hero for keeptng a calm head and 


Weapon, blowy bow/icicle dirk 


^J^sssntinens/no, f „..„ 
jggs: sorcerer’s slacks/n.^:,,. 


by wearing only the most alluring 


a sa a n O g°ftoid PreSSi0 ' ,Wi ’ enalla,,0WW ^ e r 


Arms: Einhander/battlers b 


Legs: swordsmans slacks/frattle britches 


Accessory: monarchic mark/brainv bracer 


Weapon: sadistick/giants hammer 


[ Head: hermetic hat/minotaur helm 


1 Torso: dark robe/jaguarment 


Presented to the hero for dressing so uniquely chicly that others can only kneel down before his/her in awe 


| Weapon: rapier/Sceptre of Gitt 


Arms: gorgeous gloves/mayoress's mittens 


Shield: platinum shield/white knight's shield 

1 Head: musketeer hat/spellward circlet 


Legs: swordsman's slacks/snazzy skirt 

Feet: hip boots/saintly sollerets 


Torso: twinkling tuxedo/shimmering dress 


Accessory: bow tie/monarchic mark 



THE SKILLS 

earned for putting skill points into the specified skills. Each time you gain a benefit, >ou get the nc 


^—-— 
“rmi n QSMaN/skii i rn SWORD^wrnui/vw 

Awarded to the hero for earning'his/her grade 1 swordpr—- - 

a ■ 1 < <1 1 . In. nnrninn hi^/her firadf* 7 sw/or, l P r ®k l ® . --- -- 

Lasssjir-——-- 

Awarded to the hero for earning nis/ner graiie - r -- 

Awarded to the hero for earning his/her grade 3 swonyjrorHW. 

risPiisiL-■— - 

^DFENcer - 

Awarded to the hero for earning his/her grauej*-—-- ___ 

Awarded to the hero for earning his/her grade 5 sword _ 1 

—-, ... ^ u„.,i^ Qa ,«mnhi^erarari«6sw® f <lproficiencycert-- 

--- 

■gSlajhtPLADi--- 

Aw,, ? wt ... We too to. earning ^7^. . . ■»<"'--- - j 

——.—_ 

worderf iTa —--“ 

Awarded to the hero for earning his^iyrgd^lJ^ _J 

Awarded .0 d-e to. to. -"I 

- 

Awarded to the hero for earning his/her tun-_ 

----- 



mmm 
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LORO Of THE LANCE/LAOY OF THE LANCE 


KNIFER 


DAGGER WAGGLER 


SHIV SHOVER 


SWANKY SHANKER 


STRUTTIN CUTTER 


ESTABLISHED STABBER 


SWAGGERING DAGGERER 


KNIFE KNIGHT 


DOYEN OF OAGGERS/OOVENNE OF OAGGERS 


KNOW-IT-ALL KNIFER 


SHIELD WIELDER 


BEATER BLOCKER 


BODY GUARD 


PUBLIC DEFENDER 


HARDY GUARDIAN 


MANAGING PROTECTOR 


EXECUTIVE PROTECTOR 


Awa rded to the hero for earning his/her grade 7 spear profi ciency certificate 
Awarded t o tfie hero tor earning his/her grade 8 spear proficiency cert ' “ 
Awarded to the hero for earning his/her grade 9 spear proficiency certificate. 


Awarded to the hero lor earning his/her full spear proficiency certificate. 

Awarded to the hero for earning his/her grade 1 knife proficiency certificate. 



Awarded to the hero for earning his/her grade 2 knife proficiency certificate. 


Awarded to the hero for earning his/her grade 3 knife proficiency certificate. 


Aw arded to the hero for earning his/her grade 4 knife proficiency certificate^ 
Awarded to the hero for earning his/her grade 5 knife proficiency certificate. 


Award ed to the hero for earning his/her grade 6 knife proficiency certificate. 
Awarded to the hero for earning his/her grade 7 knife proficiency certificate. 


Awarded to the hero for earning his/her grade 8 knife proficiency certificate. 


Awarded to the hero for earning his/her grade 9 knife proficiency certificate. 


Awarded to the hero for earning his/her full knife proficiency certificate. 


Awarded to the hero for earning his/her grade 1 shield proficiency certificate. 


Awarded to the hero for earning his/her grade 2 shield proficiency certificate. 


Awarded to the hero for earning his/her grade 3 shield proficiency certificate. 


Awarded to the hero for earning his/her grade 4 shield proficiency certificate. 


Awarded to the hero for earning his/her grade 5 shield proficiency Certificate- 


Awarded to the hero for earning his/her grade 6 shield proficiency certificate. 


Awarded to the hero for earning his/her grade 7 shield proficiency certificate. 


L 


. 

..jV. 


non 


j_» 

:2. 


! 


MAGNETIC SHIELD 


Awarded to the hero for earning his/her grade 8 shield proficiency certificate. 


Awarded to the hero for earning his/her grade 9 shield proficiency certificate. 


GUARDIAN FORCE 


Awarded to the hero for earning his/her full shield proficiency certificate. 


COURAGEOUS KID 


Presented to the hero for grade 1 achievements in Courage. 


Presented to the hero for grade 2 achievements in Courage. 


Presented to the hero for grade 3 achievements in Courage. 


INTREPID ADVENTURER 
STOUT-HEARTEO SORT 


Presented to the hero for grade 4 achievements in Courage- 


Presented to the hero for grade 5 achievements in Courage. 


GALLANT GUY/GALLANT GIRL 


Presented to the hero for grade 6 achievements in Courage. 


VALIANT COMBATANT 
VALOROUS VANQUISHER 


Presented to the hero for grade 7 achievements in Courage. 


Presented to the hero for grade 8 achievements in Courage. 


PEERLESSLY FEARLESS 

BOY WANDER/GIRL WANDER 


Presented to the hero for grade 9 achievements in Courage. 


Presented to the hero for accomplishing all possible feats of Courage. 


— 


Awarded to the hero for earning his/her grade 1 wand proficiency certificate. 





































































































































































MASTER CASTER 


SURFACE SCRATCHER 


NAIL ARTIST 


SOARING CLAWS 


ROARING CLAWS 


CLAWS OF GORE 


COFFIN NAILER 


DEVILS CLAW 


SCRATCHMASTER 


FAIR FANNER 


FAN FANCIER 

"fancy FAN 


FANTASIST 


_FAN BELTER 

JUMPER OF THE RFAtM 


jANOAMENTAUST 


JHe^ardfan 


Janatic 

^AFAfT 


WHITE BELT 


Presented to the hero for grade 7 achievements in SpelleraT- 


Presented to the hero for grade 8 achievements in Spelk^fT 


Presented to the hero for grade 9 achievements in Spellcraft. 


Presented to the hero for attaining full command of all aspects of Spellcraft. 


Awarded to the hero for earning his/her grade 1 claw proficiency certified 


Awarded to the hero for earning his/her grade 2 claw proficiency certificate. 


Awarded to the hero for earning his/her grade 3 claw proficiency certificate." 


Awarded to the hero for earning his/her grade 4 claw proficiency certificate. 


Awarded to the hero for earning his/her grade 5 claw proficiency certificate 


Awarded to the hero for earning his/her grade 6 claw proficiency certificate. 


68 

88 

3 

13 

35 


Awarded to the hero for earning his/her grade 7 claw proficiency certificate. 


Awarded to the hero for earning his/her grade 8 claw proficiency certificate. 


Awarded to the hero for earning his/her grade 9 claw proficiency certificate. 


Awarded to the hero for earning his/her full claw proficiency certificate. 


Awarded to the hero for earning his/her grade 1 fan proficiency certificate. 


Awarded to the hero for earning his/her grade 2 fan proficiency certificate. 


Awarded to the hero for earning his/her grade 3 fan proficiency certificate. 


Awarded to the hero for earning his/her grade 4 fan proficiency certificate 


Awarded to the hero for earning his/her grade 5 fan proficiency certificate 


Awarded to the hero for earning his/her grade 6 fan proficiency certificate 


Awarded to the hero for earning his/her grade 7 fan proficiency certificate. 


13 

35 

58 


Awarded to the hero for earning his/her grade 8 fan proficiency certih 


Awarded to the hero for earning his/her grade 9 fan pr oficiency certificate.- 

Awarded to the hero for earning his/her full fan proficienc y certificate—-- 

Awarded lo the hero lor earning his/her grade 1 hstic ults proficiency certificate. 
Awarded to the hero tor eaminn his/her grade 2 fisticuffs proficiency i [Hill:— 
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Legs: Alefgard trousers 


Torso: Alefgard armour | Arms: Alefgard gloves 


Head: Alefgard helm 


DRESS UP 


which resemble familiar characters, to get these accolades. 


Throw on the following outfits 


Legs: Midenhall p e et MtdenNall boots 

trousers 


Head Midenhall he lm Torso: MtdwtoM garb | Arms: 9'™* 

Head Cannock helm '[ Torn, Cannock cloak | Arms: Cannock 9^7“ 

Hoad Moonbrooke Torso: Moonbrooke p eet; Moonbrooke shoes 


Legs. Cannock trousers | Feet Cannock boots 


Head: Moonbrooke Torso: Moonbrooke 

hood dress _ 


. a D nna r chPlm Torso: Ragnars Arms: McRyans Mittens Feet highland 

Head: Ragnars helm | 3rmour | I 


boots 


— 


Torso: Alena s dress Arms: Alena's gloves Legs: Alena s tights | Feet valenki 


Head: Alena's hat 




Head: Borya's 
bouffant 


Torso: Borya's robe j Feet Borya's boots _ 


Head: Kiryl s 
kamiiavka 


Feet Kiryl's boots 


Torso: Kiryl's clothes Legs: Kiryl s trousers 


Head: Tomeko's cap ctothes 0 ™^ 08 Legs: Tomeko's trousers Feet Tomeko's sandals 


Head. Maya's mane Torso: Maya's outfit Arms: Maya's bracelets Legs: Maya's bottoms : Feet Sattrrya sandals 


Torso: Biancas 


Head: Bianca's braid 


Arms: Bianca s bracelets 


Feet Bianca s boots 


clothes 


Head: Nera s hair | Torso: Nera's dress | Arms: Nera's bracelets Feet Nera's boots 


Head: Deboras 


Torso: Debora s dress Feet highness heels 


damasks 


Arms: Carver's 
bracers 


Torso: Carver's vest 

mmmm — 


Legs; Carver's shorts Feet Carver's shoes 

—MiiWPlP 


Head: Millys ha„ | Torso Milly s domes | Anns: Milhrs bracers[ugeMiltys 


pants 









































Torso: Jessica s frock 


Feet: posh pumps 


Head: Monies mullet | Torso: GUSTO garb 


Arms: grandissimo gloves 


legs: PASSION tights | Feet: Casanova clogs 


Torso: Aliahan 


clothes 


Feet: Zenithian boots 


Feet: Gothan gumboots 


Arms: Gothan wristbands 


Head: Gothan turban Torso: Gothan robe 


I f-ppt Somnia boots 


Feet: Estard shoes 


Feet: Trodainers 


Legs: Trodain trousers 


Torso: Trodain togs 


Awarded to the hero for 
of a cursed kingdom. 


composing a costume bearing 


realm of* f ° r com P°sing a costume bearinq an _ 

-' _ 9 “ nCa " nV Asblyur, , carefree,«c,, %Mnillrerhom . 




an uncanny resemblance to that of Kiefer, impetuous prince of a fragmented 


Awarded to the hero for comnne 

from a fragmented realm. 9 * C0S,un1e bea,i "9 an nncann, resemblance to that of 


Feet: Maribel’s shoes 


Maribel, a high-and-might, mayor's daogbter 


an uncanny resemblance to that of King Trade, the luckless yet lovable n 


a A “y7and e her °* COn,P ° Sin9 3 C ° S ' Ume beari "9 a 


a faraway land. rm 9 an unca ""Y resemblance to that of Yangus, cor-blimey crook from 

toway1Ind he her ° C ° mp0S '" 9 3 COS,ume bearin 9 a " “"canny resemblance to that of Jessicas dainty yet deadly damsel from a 
“.I*' h6r0 tafC ° ,nP0Si,,9a baa ""9 an —V rese rablance to tha, of Angelo, a suave ye, dissolute knigbt.rom a 


Feet Templar boots 


Torso: Templar's togs Arms: Angelo's gloves Legs: Tem P ,ar s 
_ trousers 


Awarded to the hero for composing a costume bearing an uncanny resemblance to that of Morrie, a magnifico master of monsters from a 
pungent pit. 


Awarded to the hero for composing a costume bearing an uncanny resemblance to that of Fleurette, a minxy mademoiselle from the 
kingdom of Avalonia. 


Head. Fleurette's 
floret 


Torso: Fleurette's 

Legs: Fleurette's 

frock 

chaussettes 


Feet chic chaussures 


Awarded to the hero for composing a costume bearing an uncanny resemblance to that of the hero of a world troubled by a baddie called 
Baramos. 


Head: Aliahan 
headpiece 


Arms: Aliahan gloves 


;: Aliahan trousers 


Feet Aliahan boots 


Awarded to the hero for composing a costume bearing an uncanny resemblance to that of the hero of the fabled heavenly realm of 

Zenithia. 


OEVIL-MAY-CARE MAGE 

RECKLESS ROYAL 

MAYOR'S HEIR 

CURSED KING 

THE GUV NOR 


HIGHLY STRUNG HEIRESS 

TASTY TEMPLAR 

PERSONIFICATION OF 
PASSION 

FEMME FATALE 

BANE OF BARAMOS 

CHOSEN ONE 

HEAVENLY GROOM 

CREAM WARRIOR 
ESTARD S FINEST 


Awarded to the hero for composing a costume bearing an uncanny resemblance to that of the hero of a rea ^ 

Awarded to the hero for composing a costume bearing an uncanny resemblance to that of the hero o 9 


Awarded to the hero for composing a costume bearing an uncanny resemblance to 
undying allegiance to Princess Medea. 


that of a hero from a cursed kingi 


Awarded to the hero for composing a costume bearing an uncanny resemblance to that of a hero who once fought alongsi 

v * v " mouioiiucu a dauicuai. 


Torso: Zenithian 

clothes/Zenithian 

leotard 


Head: Zenithian Helm 


Arms: Zenithian gauntlets 


Legs: Zenithian 

trousers/Zenithian 

leggings 


j Head: Trodain 
bandana 
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Legs: stellar stockings 


Torso: stellar suit 


Head: stellar 
starflower 


Legs: (anything)/green 


Feet: clever clogs/shaman shoes 


Torso: sage's robe/ 


Head: Minerva's 
mitre/canny cap 


maiden's mantle 


Torso: star's suit/ 
superstar's suit/tint- 


Legs: white tights/ 
(anything) 


Feet bardic boots/crimson 


Head: top hat/ 
ravishing ribbon 


tastic tutu 


Legs: warrior's 

trousers/Femiscyran 

bottoms 


Feet warrior's boots/ 
Femiscyran footwear 


Torso: warrior's 
armour/Femiscyran 


Arms: warrior's gloves/ 
Femiscyran fmgerwear 


(anything) 


Torso: ascetic robe 
or saintly robe/ 


Head: holy hat/ 
hermetic hat 


Feet frugal footwear/sheepskin shoes 


priestess's pinafore 


Legs: loud trousers/fancy 


Torso: flamenco shirt/ 


Head: feather 


Feet acroboots/starlet sandals 


dancer s dress 


headband/circlet 


Legs: nicker's knickers/ 
nicker's knickers 


Arms: lockpicker's mitts/ 
fingerless gauntlets 


Head: thief's turban/ 
disturbin' turban 


Feet bandit boots/sneakers 


roguess's robes 


Feet 

payback 

pumps/ 

payback 

pumps 


Legs: battle 

britches/ 

(anything) 


Arms: metallic mitts/ 
metallic mitts 


Weapon: (anything) 
Shield: (anything) 


Torso: tactical vest/ 
brawling byrnie 


Head: battler's band/ 
battler's band 


Feet: safety shoes or safer 
shoes or safest shoes/ saintly 


Head: mail coif or 
mythril coif/{anything) 


Legs: red tights/ 
chainmail socks 


sollerets 


Torso: tussler's top/ 


Arms: bruiser's 


Legs: tussler's trousers or 


Feet: kung fu shoes or wu shoes/she-fu shoes 


strongsam 


bracers/(anything) 


slick slacks/slick slacks 


Head: musketeer hat/ 


Torso: fencing jacket/ 


Arms: gorgeous gloves/ 


Legs: swordsman' 


Feet cowboy boots/hip boots 


cavalier hat 


fencing frock 


mental mittens 


slacks/(anything) 


Torso: Fizzle-retardant 


Legs: wizard's trousers 
or blessed bottoms/ 
sorcerer's slacks 


Head: hocus hat/ 
tricky turban 


suit or Fizzle-proof 
suit/ Fizzle-retardant 


Feet wizard willies/siren sandals 


blouse 


Head: hunter's hat/ 


Torso: fur vest/ 


Arms: archer's armguard/ 


steppe steppers/ 


nomadic deel 


(anything) 


Feet: agiiiboots/hiking boots 


(anything) 


Presented to the hero for putting together the outfit of a paladin who looks strangely familiar. 


Presented to the hero for putting together the outfit of a martial artist who looks strangely famili 


Presented to the hero for putting together the outfit of a mage who looks strangely familiar. 


Presented to the hero tor putting together the outfit of a ranger who looks strangely familiar 


Torso: holy mail/holy 

Arms: (anything)/light 

femail 

gauntlets 



























































SAVING THE WORLD 

Finish thegame m a particular ,i„ „ « mi „ 


NAME 


CAnT UunArntn 


MIGHTY INVITER 


DESCRIPTION 


to earn the following accolades. 



woridL *„ '* 1e ** er ° *° commemora,e his/her having completed a considerable number of grottoesvvhiiesavii 


saving the 


Presented to the hero for encouraging a vast number of visitors to enjoy the world he/she 


went to so much trouble to 


ENTITLED ADVENTURER 


COMPLETELY POTTY 


save the worhf IOWed UP ° n ** hCT ° ,0, accum,,la,i "9 a " ‘"credible number of accolades while still finding the ti, 


time to 


Awarded to the hero in recognition of the incredible amount of alchemy he/she managed to lit in while saving the world 


ZOOLOGIST 


PUNCHBAG 


Presented to the hero in recognition of his/her efforts to encounter an extraordinary number of uncommon animals on his/ 

her quest to save the world. 


Presented to the hero for persevering in his/her efforts to save the world, despite numerous humiliating defeats along the 
way. 


SNAPPY DRESSER 


Awarded to the hero for using the opportunity of saving the world to fit in a good deal of shopping, and try on a whole host 
of incredible outfits. 


RECIPE RESEARCHER 


MONEYBAGS 


Presented to the hero for scouring the bookshelves of the land, and cooking up a considerable number of the recipes he/ 
she found before finally saving the world. 


Presented to the hero for realising that the saviour of the world would need to put aside a sizeable nest egg for his/her 
retirement 


GRIEVOUS ANGEL 


MONSTER MASHER 


FLEET COMPLETER 


STEADY EDDIE/STEADY EDWINA 

PARTY HOPPER 


IMMACULATE COMPLETION 


GUARDIAN ANGEL 


lionheart 




S£ nt FROM ABOVE 


watched-over one 


STORIED saviour 


Awarded to the hero for persisting in saving the world, despite being beaten senseless more than a few times in the 
process. 


Presented to the hero for never being too busy to give a few monsters a hiding while on his/her way to save the world. 


Awarded to the hero for saving the world quite quickly. 


Awarded to the hero for saving the world quite slowly. 


Presented to the hero for saving the world, and making sure he/she made a fair few friends while doingso. 


This accolade is awarded to the hero for proving 


Awarded to the hero for forsaking his/her wings and halo to take on 
world. 


Awarded to the 
world. 


hero lor forsaking his/her wings and halo to take on mortal form a, 


mortal form and fulfill his/her destiny to save the 

,nd fulfill his/her destiny to save the 



Awarded to the hero for forsaking his/her wings and halo to take 

world. 


„„ mortal fonn and fulfill his/her destiny to save the 
53,8 ** 


Awarded to die hero for forsaking his/her wings and halo to lake on mortalforma___- 

world. ___. — —■--- a ,uJ fulfill his/her destiny to save the 


Awarded to the 
world. 


hero for forsaking his/her wings and halo to take on .nonal 




Tfm 


































































































